


  



  



  



 Fresh from the Sprixie Kingdom, it’s the 
Super GM Bros and, er, Sis…

54  Dead Rising 3

64 

Killzone:
Shadow Fall
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MATTHEW 
SAKURAOKA-

GILMAN
Chain Chomp

GM’s greedy games editor 
gobbles up pages so fast 
we’ve now chained him to 
his desk and fed him the 

key. *Belch*

MILFORD 
COPPOCK

Blooper
Team GM’s brand 

new managing art ed 
oozes ink out of every 
fingertip. How does he 
make our pages look so 

colourful? Easely.

ALEX DALE
Koopa Troopa

Super Mario 3D World 
reviewer Alex reckons 

the new Mario will 
shift Wii U consoles by 

itself. “Well, I personally 
shelled out for one,” 

he said.

DANIELLA 
LUCAS
Bob-omb

Small in stature but filled 
with rage is our prod Dani, 
who’s poised to ‘reward’ 

typos with explosive 
outbursts that leave scars. 

*Whimper*

PHIL 
HAYCRAFT

Shy Guy
Deputy art editor Phil 
is whisper-silent, like a 
sleek new-gen console. 
We’re secretly terrified 
he’s plotting to quietly 

murder us and take over.

“A TYPICALLY 
BRILLIANT, 
TYPICALLY NINTENDO 
EXPERIENCE.”

44  Super Mario 3D World

The paper hats are on,
the tinsel’s up and Matt 
SG’s busy photocopying 
his bum and posting the 
pics off to his least-
favourite developers. 
Yep, Christmas has well 
and truly arrived in the 
GamesMaster office.

ThereÕs good reason to 
celebrate this year more 
than usual: next-gen has 

now become new-gen and thereÕs a 
ton of new games. SantaÕs sack is 
going to be bulging this Christmas so 
itÕs more important than ever to know 
which consoles and games should be 
on your wishlist. 

To help you out weÕve packed more 
words into this monthÕs Reviews 
section than usual, and although new 
consoles have traditionally come 
hand-in-hand with high-scoring launch 
titles that rate graphical upgrades 
above everything else, weÕve carefully 
weighed up the pros and cons when 
deciding if a gameÕs really worth your
money. Enjoy the issue and from 
all of us here at GM, we 
hope you have a very 
merry Christmas filled 
with gaming.

AND GET A WHOPPING 35% 
OFF THE COVER PRICE AND 
EVERY ISSUE DELIVERED! GO TO PAGE 95 NOW!

Subscribe to
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20  Hero to Zero
Snake? Snaaaaaaaake?! We sneak an early

peek at Metal Gear Solid V: Ground Zeroes.

24  Die Another Day
Techland relegate the buggy Dead Island to the history

books and let us loose in spiritual sequel Dying Light.

Issue 272 January 2014

08  
 Early new-gen woes, new game 

announcements and how to build your 
very own Elk in Upfront this issue.

 Upfront

94 
 Ring the bell! We’ve got a 360 along 

with WWE 2K14 and a handful of WWE 
DVDs to give away this issue.

 Compo

 Previews

34  
 Letters, emails, Tweets and carrier 

pigeon scrolls arrive in the office for our 
responses. Please stop sending us pigeons.

20  
 “!” Sorry, we’re on guard duty and 

we’ve just spotted Snake. And by ‘spotted’ 
we mean ‘seen a ton of Ground Zeroes goodness’.

 Fanbase

44  
 Dead Rising 3, Killzone: Shadow Fall, 

Ryse, Forza 5, Need for… *deep breath* At 
this rate you’d think there were new consoles out.

 Reviews

95 
 Hit the ‘?’ block on p95 and a 

subscription offer will pop out – grab it 
quick before it disappears down a warp pipe!

86  
 EA’s classic racing franchise Need for 

Speed gets Time Attacked and Dani’s 
incredibly weirded out by this issue’s Like A Boss.

97 
 A new issue brings with it a new class 

for our Hall of Fame. Which games are 
inducted this month?

38  
 The best, worst and weirdest of 2013 

collected in one place and celebrated for 
the brilliance/awfulness that they are.

 Games of the year

 Subscribe

 We        Old Games

 Hall of Fame

92 
 Psst, we’ve got cheats, Easter eggs 

and glitches over here. Just don’t tell 
anyone about it, alright?

 CHEAT!

08  Resolutiongate
There are early hardware problems for both the 

Xbox One and PS4 – will there be a happy ending?
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58  Motoring On
Xbox One launches with Forza 

Motorsport 5, and we’ve got the 

definitive review.

52  In Betweeners
Is The Legend of Zelda: A Link Between Worlds

another Ninty classic? Or just a game with a 

split-personality?

 Find the game you 
want to read about in 
an insta-flash!

No new-gen machines died on us during the making 
of this issue. ThankfullyÉ

Batman: Arkham Origins
Blackgate 3DS, PS Vita p80

Bioshock Infinite: Burial at Sea
PC, PS3, 360 p80

Bravely Default 3DS p84

Call of Duty: Ghosts 
PS4, XO, Wii U, PC, PS3, 360 p74

Contrast PS4, XO, PC, PS3, 360 p69

Crimson Dragon XO p63

Dead Rising 3 XO p54

Diablo III: Reaper of Souls PS4, PC p31

Dying Light PS4, XO, PC, PS3, 360 p24

FIFA 14 PS4, XO p71

Forza Motorsport 5 XO p58

Killer Instinct XO p62

Killzone: Shadow Fall PS4 p64

Knack PS4 p68

LEGO Marvel Super Heroes 
PS4, XO, Wii U, PC, PS3, 360 p82

Lightning Returns: Final Fantasy XIII 
PS3, 360 p28

LocoCycle XO p63

Mad Max PS4, XO, PC, PS3, 360 p26

Metal Gear Solid V: Ground Zeroes 
PS4, XO, PS3, 360 p20

NBA 2K14 PS4, XO p71

Need for Speed: Rivals 

PS4, XO, PC, PS3, 360 p76

Powerstar Golf XO p63

Ratchet & Clank: Nexus PS3 p84

RES0GUN PS4 p69

Ryse: Son of Rome XO p60

Super Mario 3D World Wii U p44

Tearaway PS Vita p72

The Legend of Zelda: 
A Link Between Worlds 3DS p52

Warface PC p81

XCOM: Enemy Within PC, PS3 360 p85

Yaiba: Ninja Gaiden Z PS3, 360 p30

Zoo Tycoon XO p63

WIN!

72  Tear’s Wally?
Media Molecule let rip with Tearaway – 

the PS Vita game to rule them all.

76  Rival Schools
New EA studio Ghost Games let Need for 

Speed: Rivals out of the garage, but does it

take the chequered flag?
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14  Blizz shots  
All the announcments from Blizzcon.

16  Stick shift  
Hands on with the GameStick.

12  Critical Mass
Bioware have been teasing Mass Effect 

fans with hints of a new game on the horizon.

09  Pretty as a picture
Or not so pretty as the case may be  

for one new generation console.

10  Uncharted territory
Nathan Drake is heading to Madagascar 

for his latest adventure on PS4.

Contents
 Neither version 

as as hi-def as 
Gravity though.

  NEWS! OPINIONS! INSIDER INFO!

 PS4 

PS4 is winning the resolution war and 

celebrating extraordinary sales, but 

early hardware failures reminiscent of 

the 360’s Red Ring of Death are a dark 

cloud over the otherwise impressive 

launch. Also, though Call of Duty looks 

better on PS4, there is the occasional 

frame-rate drop at max resolution. 

Tell us on 
Facebook and Twitter!

NEW-GEN

www.facebook.com/
officialgamesmaster

 and www.twitter.com/ 
gamesmaster.

How 
excited  

are you about…?

computerandvideogames.com

For all 
the latest 
gaming news!
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B
 

attlefield 4 looks stunning 

regardless of which new-gen 

platform you play it on, but 

run both versions side-by-side 

and it’s clear something isn’t 

quite right in Xbox One world. While the PS4 

version blares war into your living rooms at 

a crisp 1600x900 resolution, the Xbox One 

equivalent is locked at a very last gen 

1280x720, and has to resort to lighting and 

texture tricks to keep up the pace. Swap sides 

to Call of Duty: Ghosts and it’s a similar story 

– PS4 1080p, XO 720p. 

A gap in performance was expected – it has 

long been rumoured that PS4 is the more 

powerful console, and Xbox One’s woes are 

compounded by a section of its memory being 

cordoned off for Kinect – but these are first-wave 

games. If the Xbox One is flagging now, what 

chance does it have of matching PS4 five, six, 

ten years from now?

The answer: every chance. The Xbox One’s 

teething problems are eerily reminiscent of the 

PS3’s troublesome early years, as developers 

struggled to get the best out of the confusing Cell 

processor. We know Xbox One can do 1080p – 

Forza 5 is testament to that – and it’s likely that 

both Activision and EA sacrificed resolution for 

frame rate in their panic to make the launch 

window – and from a user experience 

perspective, that’s absolutely the right call. Both 

games play nearly identically. And isn’t that what 

counts? If anything, Microsoft can take home the 

launch bragging rights: Sony experienced a 

rocky start thanks to some flashing blue light 

console failures that rendered some launch 

machines inoperable.

Truth is, both consoles are built to last a 

decade. Consider how much the 360 and PS3 

evolved over time, then consider than the PS4 

and XO are both designed with steady evolution 

in mind through firmware updates. Give it 12 

months and problems that seem critical now – 

the XO’s frustrating inability to unlock 

achievements offine being one – could be 

consigned to the history books.

Both consoles are powerful beasts with  

bright futures ahead of them. And remember, 

the console with the best games will ultimately 

be crowned the winner. The rest is just gossip.

 XO Ghosts may not be as pretty, but that doesn’t 
stop them from being able to give you a fright. Boo!

RESOLUTIONGATE

 Lynch mob 

Gerard Butler and Vin Diesel are both in talks to 

star in a Kane & Lynch film. The movie, set to be 

directed by F Gary Gray (of Law Abiding Citizen), 

has been on and off the cards since 2007. An 

interesting proposition considering the game’s 

devs IO Interactive have openly stated that they 

are focusing, “resolutely on the future vision for 

the Hitman franchise.”

 Xbox One 

Lower-res games are a blow to Microsoft’s 

launch, but the performance of said games 

is top class (and arguably better for CoD: 

Ghosts thanks to a rock-solid frame-rate). 

Offline the Xbox One disappoints thanks to 

the inability to unlock Achievements until 

you next go online, but we’re hopeful of a 

brighter future

 The first wave of third-party games perform better on PlayStation 4 than

  on Xbox One. Has the new-gen war been won before it’s even begun?

1,000,000 

Number of PS4s sold in the 

first 24 hours of its US launch, 

making it Sony’s fastest selling 

console ever.

 Murdering soldiers is now that slight bit 
sharper on PlayStation 4.
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 This looks suspiciously like St Mary’s Island, the 
supposed location of real life pirate captain Henry Every’s 
pirate treasure…

…“Every betrayed us all…” The same Henry Every? Our 
treasure hunting senses are tingling!

THE JOY OF STICKS!
 The 31st annual Golden Joysticks 

Awards celebrate the best of 2013…

 Nintendo protects rude 
gamers from themselves…

Wondering why you can’t use 

Letter Box on your 3DS any more? 

Well, Nintendo have blocked the 

service after concerns over 

offensive doodling between 

friends. Still confused? Let us take 

you on an illustrative journey…

 1

 2

 3

 4

A
 

spangly new-gen 

Uncharted game has been 

officially announced by 

series developers Naughty 

Dog. Though its logo is missing the tell 

tale ‘4’ that would signify a direct sequel to Nathan 

Drake’s last outing, we do have a few scant details to 

share, gleaned from an intriguing teaser trailer.

First up, it looks like new-gen Uncharted will take us to 

the south coast of Africa, more specifically to Madagascar. 

A gravelly voiceover (provided by actor Todd Stashwick) 

heavily hints that unfortunate sailor turned slave Robert 

Drury will play a significant part.

History buffs take note: Drury was a seaman aboard 

The Delgrave, which sunk off the shore of pirate-infested 

Madagascar in the 1700s. The vengeful sounding chap 

ended up trapped on the then mysterious island for 15 

torture filled years.

We also know that both Amy Henning, series writer, 

and Justin Richmond, director of Uncharted 3, are 

returning to work on the PS4 exclusive.

In other Naughty Dog news, the first batch of 

single-player DLC has been revealed for GM GotY 

contender The Last of Us. Left Behind, as it’s called, will 

be available in early 2014 and will place players in the 

shoes of Ellie just prior to the main game’s story. 

MAD’ CAP 
ADVENTURE AWAITS!

 Get your Malagasy phrasebooks ready: 
the next Uncharted’s been unveiled for PS4…

G
 

TA V, The Last of 

Us and The 

Witcher 3 were 

among the 

gamer-voted 

winners at this year’s Golden 

Joystick event. Ken Levine also 

turned up to receive a well-earned 

Lifetime Achievement award. 

More voters took part than ever 

before, with a staggering 10 million 

gamers doling out their opinion 

slices. That’s six million more votes 

than last year. Great work! 

Here’s the list of winners in full. Let us know if you agree/disagree!

Best Newcomer – The Last of Us
Most Wanted in association with Playfire – The Witcher 3: Wild Hunt
Best Indie Game – Mark of the Ninja
Best Visual Design – BioShock Infinite
Best Multiplayer – Payday 2
Best Gaming Moment in association with Absolute Radio –  
Far Cry 3 – The Definition of Insanity
Studio of the Year in association with MPG Universal – Naughty Dog
Innovation of the Year in association with T3 – Oculus Rift
Best Storytelling – The Last of Us
Best Online Game – World of Tanks
Best Handheld Game – Assassin’s Creed 3: Liberation
YouTube Gamer Award in association with YouTube – Yogscast
Best Gaming Platform in association with Digital Spy – Steam
Best Mobile/Tablet Game of the Year – XCOM: Enemy Unknown
Game of the Year – Grand Theft Auto V
Hall of Fame – Activison: Call of Duty
Lifetime Achievement – Ken Levine

 Forecast: Clemmy 

Fresh deets have clawed to the surface 

regarding The Walking Dead: Season 

Two. After the emotionally wrought 

ending of the first season the focus now 

shifts onto main character Clementine. 

The five-episode-strong season is set to 

start, “soon,” and stretch out into 2014.

Can Link 
spin to 
win?  
Find out on p52!
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HUMBLE IN 
THE JUNGLE!

 Miss a bundle? Can’t wait till the next? 
Say hello to the Humble Store…

H
 

umble Bundle has been 

holding pay-what-you-

want flash sales for 

tasty packages of indie 

games for a while now, 

and the charity-aiding practice has 

proven successful enough to see a full 

blown Humble Store hit the web.

With a catalogue of titles growing by 

the day, the Humble Store aims to fire 

palatable bargains directly at gamers 

without forcing them to wait until the 

next perfect bundle comes along. It’s all 

for charity, too, with 10% of all money 

received heading to good causes. 

Head to www.humblebundle.com 

store to start filling your morally 

soothing digital baskets. 

STEAM POWERED!
 Valve show off their super limited edition Steam Machine 

prototypes for the first time…

T
 

alk about gamer swag. 

300 incredibly lucky 

members of the Steam 

community will be 

getting their hands on 

one of these, the first round of Steam 

Machine prototypes. While Valve’s 

Linux powered console will be 

designed and manufactured out of 

house by the time they go on 

commercial sale in 2014, the Half-Life 

devs wanted to make sure that 

everything’s running smoothly with 

the proposed hardware first.

One of the games confirmed to come 

bundled with the prototype units is 

Metro: Last Light, though Total War: 

Rome II is also confirmed for an eventual 

Steam Machine release. We’re promised 

more details on the full game line up at 

CES, due to take place in Las Vegas in 

January 2014.  

The Machine
» It’ll be up to individual 
manufacturers to build their own 
bespoke Steam Machines come 
launch next year, but Valve have 
announced the technical loadout 
that the lucky 300 will likely gloat 
openly about. If tech specs aren’t 
your bag look away now. Our take? 
With constantly upgradable PC 
architecture, it’ll likely be the form 
factor (and price) that makes or 
breaks Valve’s living room 
experiment.

SPECS

GPU: NVidia Titan, GTX780, GTX760 or 
GTX660, CPU: Intel i7-4770, i5-4570 or i3 
RAM: 16GB DDR3-1600 (CPU), 3GB 
GDDR5 (GPU), Storage: 1TB/8GB Hybrid 
SSHD, Power Supply: Internal 450W 
80Plus Gold, Dimensions: approx. 
12x12.4x2.9 inches high.

 Brotherhood of squeal 

Whisper it, folks. Fallout 4 could be set for an 

imminent reveal. A trademark for the anticipated 

RPG sequel, as well as a mysterious website 

(www.thesurvivor2299.com), have been spotted, 

though the latter looks hoax-y. It’s thought that 

the Spike Video Game Awards on 7 Dec could host 

the announcement, where Bethesda revealed 

Skyrim back in 2010.

 Raid-ness awaits 

Lara’s survival-themed reboot from earlier 

in 2013 could get a new-gen re-release. 

Tomb Raider: Definitive Edition for PS4 was 

unearthed on an Amazon Italy listing. Its 

now removed description implied that an 

Xbox One version is on the cards as well. A 

24 January release date was mentioned, so 

expect more details sharpish if true.
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 Ucan'tplay 

Ubisoft have put their Uplay Passport to the torch after players of Assassin’s 

Creed IV complained about locked out content. Rather than try to deflect fans’ 

concerns over the feature, which required an online activation to enjoy the 

single-player mode’s fleet mini-game, Ubisoft sunk the system entirely. 

Congratulations to @PlayStation on their  
North American launch.
Larry Hryb, aka @majornelson 

Thanks Larry, your turn next week! :D
Shuhei Yoshida, aka @yosp

Gather your materials

Before you get started you’ll need to 

make sure you have a pair of scissors, 

some glue, pens for decorating (if you 

wish) and of course your

Tearaway Elk template.

Start cutting

There are quite a few separate pieces 

to the build so you’ll have to cut every 

piece out before you start gluing it all 

together. Cut along any thick, dark 

lines as marked on the sheet.

Decorate

Get your pens out and start doodling on the 

blank side of your freshly cut pieces. You 

can design them anyway you like and even 

use your pieces as templates for any fancy 

paper you have at home.

Fold

Make sure you fold towards the

 markings (unless the line suggests

 otherwise) so that all of the markings

 will be hidden in the final model. The

 main body can be fiddly but stick with

 it because the effects will be worth it.

Glue

This is the fiddly part, apply glue to the back of 

the hatched tabs one or two at a time and then 

pinch the pieces together for a few seconds 

until they’re secure. The leg flaps stick to the 

inside with the right side being your right while 

looking at it head on rather than the Elk’s right. 

Admire

And You’re done! Don’t worry if the 

number 4 on the Elk’s head is 

exposed, you can always colour over 

this. Step back to admire your 

handiwork and be sure to send us your 

pictures of your own Tearaway Elks!

1 2

4

5 6

3

Follow us on Twitter – www.twitter.com/gamesmaster  
– to win gaming goodies every Friday!

Microsoft and Sony bosses exchange pleasantries 
before the new-gen battle commences.

 How to build your very own Tearaway Elk!

Digital 
reader?

Download the official Tearaway Elk for free from http:// bit.ly/NzY10i,  print it out onto card and start making!
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PLEASE SIR, I WANT 
SOME MORDOR

MASS-IVE ATTACKS

 Tolkien enters the eighth age with a brand new game...

 Bioware shepherds in a new age of Mass Effect, one tease at a time...

I
 

t’s definitely happening. We have 

conclusive evidence that Bioware 

are hard at work putting together 

Mass Effect 4. To celebrate N7 day  

(7 November, natch), Bioware’s Casey 

Hudson, along with other members of the Mass Effect 

team, took to Twitter to tease the highly anticipated 

follow-up to Commander Shepard’s sci-fi trilogy. Solid 

details may still be slighter that a Salarian fitness 

instructor on a diet, but a few nuggets of speculatory 

goodness can be seen being worked on. 

 A box united 

Developers looking to work on Microsoft’s Xbox 

One will get access to indie friendly middleware 

engine Unity for free. Unity has been used by 

indie devs far and wide to put together hits such 

as Kerbal Space Program, Scrolls and The 

Room. The engine will also be available on Sony 

and Nintendo machines, though there's no word 

on who will foot the licensing bills.

M
 

onolith Productions, the dev team 

responsible for Guardians of 

Middle-earth, are putting together 

a brand new Lord of the Rings game 

for new-gen. Shadow of Mordor will 

come to PS4, XO, PC, PS3 and 360 and aims to tell a 

darker, more personal story. It won’t deal directly with 

characters from the books or films, instead focusing 

on a new main character, Talion.  

Given wraith-like powers, he’s out for 

revenge after his family is slaughtered 

by Sauron’s forces.

Monolith have been quick to assuage 

Tolkien-ites worried for their precious franchise. Lead Writer Christian 

Cantamessa, whose past efforts include Red Dead Redemption, assured 

fans that Shadows of Mordor will be respectful of its source mater. 

 The tagline, “...new enemies to 

encounter…” implies that this chap is 

working on a Reaper-like alien homeword.

 It’s hard to see but there appears to be a 
teleportation device of some kind on this 
screen. Also, are 360 pads being used for the 
dev builds only, or could ME4 be cross-gen?

 We know Shepard’s not coming 
back, but we’re promised, “new 
characters to fall in love with…”

 Lead Designer Ian Fraser tweeted this, along 
with the words, “so we can draw inspiration for 
the future...” Could the Mako see a return?

Pocket power
While not confirmed for a western release, Japanese Vita 

owners are already drinking in the nostalgic delights 

offered up by a PocketStation app. The free download 

currently packs three LCD styled 

minigames straight from 1999. 

The original device never saw 

release outside of Japan, so 

we’re hoping Sony see sense 

and shoot this our way.
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 Flagged up 

A logo for Assassin’s Creed: Rising Phoenix can 

be seen secreted away in the Abstergo offices of 

ACIV: Black Flag. What could this be? Well, back 

in March 2013 a listing for a PS Vita game called 

Rising Phoenix was spotted on a Spanish retailer’s 

site before mysteriously disappearing. Could this be 

a Liberation style tie-in? Or are Ubisoft trolling us?

 Evil, except eviler

Newly announced for PS4, 

Diablo III: Ultimate Evil Edition 

runs at a crisp 1080p (native!), is 

optimised for controllers and will 

include all the additional content 

introduced in the Reaper of Souls 

expansion pack. 

 Death and the devil

In Diablo III’s expansion, Death has come 

out to play. New class, The Crusader, does 

huge amounts of damage with his flail and 

shield. He also has a horse that will set the 

ground (and enemies) on fire. For more info 

on Reaper of Souls see p31.
 End-game content 

And let’s not forget the requisite Blizzcon 

marriage proposal. She said yes, and he 

came in second place in the cosplay 

contest. Double win!

 The studio that Warcraft built brings 

out the big guns for Blizzcon 2013 

A thank you email
Sony sent these out to players 
who earned Platinum trophies  
in The Last of Us and Killzone...

A free Xbox One
 ...whereas Gamerscore addicts with the 

highest scores were sent out one of these.  
We know which we’d prefer!

 Home Sweet Home

Blizzard took over a convention center in its home city of 

Anaheim to show of a mixture of old and new games. This year, 

Blizzcon attendees got to see a new WoW expansion, play Diablo III 

on PS4 and check out Reaper of Souls, as well as get quality 

hands-on time with Hearthstone and Heroes of the Storm.
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 Ctrl+C of Duty 

Eagle-eyed YouTuber Satantribal managed to spot a 

similarity between a cutscene in CoD: Ghosts and the 

final scene of CoD: Modern Warfare 2. When he put 

them side by side it became apparent that both are 

near identical. Could this be homage to the original? 

Or a simple cut and paste job? Either way, the more 

worrying element is that MW2 looks miles better...

 World of Time Travel 

Freshly announced World of Warcraft expansion 

Warlords of Draenor features a whole new 

continent, Garrisons, ten new levels, new 

challenges, battlegrounds and, best of all, new 

highly detailed character models. Finally your 

ugly orcs can be even uglier!

 Dressup Quest

Of course, it wouldn’t be Blizzcon 

without cosplayers, and this selection 

of IRL StarCraft characters were a big 

hit at the convention. 

 Home is where the 
Hearthstone is

If the lines at Blizzcon were any 

indication, Blizzard have struck gold 

with this noob-friendly collectable card 

game. Imagine Magic: The Gathering, 

but with heroes and monsters from 

Warcraft. It’s genius, really.

 Tinseltown orcs 

The Warcraft movie was confirmed as an origin 

story looking at first contact between orcs and 

humans. The mastermind behind its visual 

effects likened it to Gladiator: “pretty, muddy, 

down in the dirt and covered in grime.”

 Dream of genius

The Walking Dead developer TellTale Games 

have let slip that they’re currently working on 

a ‘dream IP’. “Coming from LucasArts we have 

so many people here that love Star Wars... so 

that would be a great fit,” wrote co-founder 

Dan Connors in a speculative Reddit post. “In 

addition we will be working on a few licenses 

that definitely fall into our dream IP Scenario.”

SNIPER          SH

O
T

 Heroes are all well-known 
Warcraft characters. Here 
the Lich King Arthus takes 
on Diablo himself.

 Moba Light

Heroes of the Storm both makes the MOBA 

genre noob-friendly and introduces some 

interesting new mechanics. Map-specific 

objectives give players that might not be handy 

at 1v1 battles something to do. Collect gold and 

win the favour of an evil pirate, use necro magic 

to summon a golem, or capture special altars to 

transform a hero into a Dragon Knight.
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“Commence docking 
sequence.”

Go go 
gadget stick!
» While incredibly 
portable, with a slot 
in the controller for 
the actual stick to 
pack away into, we 
found it a near 
necessity to carry 
the charger and 
cables around  
with us.

 Info
FORMAT GameStick 
OUT Now 
MANUFACTURER 
PlayJam
PRICE £79.99

WHAT IS IT?  
Tiny, Android-based, 
Kickstarted console 
that plugs directly 
into your TV’s  
HDMI port.

 Mystic kicker 

Anyone who’s been pointing and clicking 
for as long as we have will be glad to 
hear that the makers of Myst and Riven 
have successfully funded their next 
adventure game. Obduction managed 
to hit its $1.1 million Kickstarter target 
and also achieved its stretch goal for 
Oculus Rift support.

 Vector

Endless running with

a Mirror’s Edge twist.

 Knightmare

Tower

Bonce-bouncingly good 

fun. With swords, again.

 Heroes of Loot

Ace retro loot-fest makes 

dubious big screen material.

 Nimble Quest

Remember Snake? It’s 

that. With swords.

 Shadowgun

More shuddery in comparison 

with the mobile version.

 Fist of Awesome

Be a pixelated bear-battering 

lumberjack. Why not?

Sticky screens…

 The best games for your 

GameStick right now…

While it might look like the Wii controller 

that never could, the GameStick pad is 

fairly comfortable to hold. Its angular shape 

can’t match the comparatively expensive 

ergonomic quality exuded by 360 or PS3 

pads, however.

What about the games? At time of writing 

the library packs little of note, though a few 

casual gems stand out (see 6 Sticky screens, 

left). Ultimately, PlayJam’s wonder key is 

hard to recommend to anyone that already 

owns a smart device. Everything on offer is 

geared towards the bite-size experience 

already delivered perfectly well on mobiles. 

Hopefully we’ll see some big screen 

orientated titles post-launch. 

 Prepare to pre-order

Pre-order incentives have been 
announced for punishment gluttons 
ahead of Dark Souls 2’s 14 March release. 
Depending on your chosen retailer you 
can pick up a T-shirt, steel art cards, a 
signed copy of the Into the Light prequel 
comic, an iPhone 5 case or a poster. Like 
they’d make choosing a retailer easy.

IT’S A 
STICK UP!

 We give PlayJam’s budget GameStick
console a run for its money…

I
 

f Ouya proved one thing it 

was that making a 

successful Android-based 

console on a budget is no 

small feat. Up steps 

GameStick to attempt to show us how it 

should be done.

Setting it up is simple. Plug its tiddly USB 

key-sized unit straight into your TV’s HDMI 

port, create an account via the GameStick 

website and away you go. You’ll need to have 

a GameStick account, as it’s only through 

their store that you can download games. The 

limited number of games that are available 

for the device do come well optimised for the 

physical controls, however.
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Jan Feb FutureMarch

Wednesday Saturday SundayTuesday FridayMonday Thursday

Last orders
» Still haven’t 
bought all of  
those Christmas 
pressies yet? Get a 
subscription to the 
best gaming mag 
around on p95.

Holly-day
» IT’S CHRIIIIISSST 
MAAAAAASSSS! 
May your day be 
filled with new 
games and turkey.

Fresh start
» A wild new year 
has appeared! GM 
used resolutions. 
It’s not very 
effective.

Winter 
solstice
It’s the longest 
night of the year  
so snuggle up on 
the sofa inside  
and settle in for  
a warming night  
of Super Mario  
3D World.

Scribble  
me this
» Write this  
date down in  
your diaries, 
Scribblenauts 
Unlimited is out  
on shelves today.

Stock’ count
» What are you 
hoping will be 
waiting for you  
in your Christmas 
stockings? Tell  
us on Facebook.  
www.facebook.
com/official 
gamesmaster

Winter 
soldier
» If you haven’t 
already, pick up  
a copy of shiny 
Xbox One or PS4 
Battlefield 4 to see 
you through the 
rest of the winter.

Tweet’s eve
» The holiday is in 
full swing. Do you 
have any traditional 
Christmas games 
you like playing? 
Tell us on Twitter 
www.twitter.com/
gamesmaster.

It’s-a-GM!
» Wahoo! You’ve 
got the latest 
Goomba-filled issue 
of GM in your very 
hands. Just don’t 
stomp on us please.
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Only the 
brave
» The beautiful 
JRPG Bravely 
Default is out  
on 3DS today. 
Check out our 
review on p84.

Top dog
» The next-gen 
(errr, new-gen?)  
has been here for 
almost a month. 
Now that the dust 
has settled, has the 
Xbox One or PS4 
come out on top?

06
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2014 
preview
» With a new year 
comes a brand 
spanking new issue 
of GamesMaster. 
Make it your 
resolution to pick 
up a copy today!

02

  



  



 GM  Instant Reaction
 The standout features 

of the game – that could 
make it great – appear 
in this little green box.

 Any low points, 
niggles and worries 
about the game will be 
highlighted here. 

 THE PATENTED GM THRILL-O-METER Are we excited about this game? The 
Thrill-O-Meter will tell you at a glance. The Thrill-O-Meter reveals our current thinking on 
the game’s prospects, based on our most recent preview-stage access. A 1-2 means 
something is seriously amiss, 3 is average, and 4-5 mean this game could be a winner.

 We can’t wait for…

Our most wanted

1. Metal Gear Solid V

 We’re only now just beginning to understand what MGS 
V is – but what we’ve seen looks incredible. p20

2. South Park: The Stick of Truth

 Delayed AGAIN, but I’ll wait an eternity for a solid JRPG 
revival mixed with barbed comments on society. p32 

3. Destiny

 Where’s the E45 cream? I’m itching to have Destiny in 
the office and once it’s here I’m never going home.

1. Super Smash Bros

 I can’t wait to re-enter Nintendo’s battle arena and beat 
up Kirby’s stupid face while sitting on the bus. p32 

2. Diablo III: RoS

 A new melee class and loads of new loot to hoover  
up? Yes please! p31 

3. Lightning Returns: FF XIII

 I was sceptical until I got my hands on this, but the 
battle system is really good fun. p28

Greying fox
 Naked Snake (or 

Big Boss) is now in 
his forties. The 
events of Ground 
Zeroes will set up 
the explosive 
beginning of The 
Phantom Pain, 
which takes place 
nine years later.

75% 
complete

Out 
Spring ’14

Tell us on 
Facebook and Twitter!

METAL GEAR SOLID V

www.facebook.com/
officialgamesmaster

 and www.twitter.com/
gamesmaster.

How 
excited  

are you about…?

1. Dark Souls II

 I’ve been playing (read: dying) through Dark Souls again 
in preperation. Bring it on From Software! p32 

2. Destiny

 It feels barmy to want another shooter, but Bungie’s 
reinvention of the genre demands attention.

3. EverQuest Next: Landmark

 No matter how many MMOs land on my desk I always go 
back to Guild Wars 2. Will this innovator break the cycle? 

Metal Gear S

MATT’S

MATT’S

DANI’S
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 Dying Light

Techland’s latest zombie 

survival hit shuffles 

into view. p24

  INCOMING!

POTENTIAL 

HITS ON THE 

HORIZON

S   
ince it was first revealed at the tail end of 

2012, the Ground Zeroes saga has unfolded 

like the best and worst of a typical Metal 

Gear narrative. It’s been more than a little 

confusing. What is Ground Zeroes? How 

does it tie into The Phantom Pain? Will it be a demo or 

some kind of episodic content? Finally these questions 

have answers.

Ground Zeroes acts as a prelude to The Phantom Pain. It’s 

the warm up act before the main event. Rather than release a 

bog standard demo, Kojima Productions are pushing GZ out as 

a fully-formed stand-alone digital release. As such it comes 

with its own price point. Current-gen versions will set you 

back £29.99 at retail while digital downloads will cost £19.99. 

New-gen versions, so far only confirmed as digital downloads, 

will hit you up for £29.99. That’s a steep sneak peek, for sure, 

but the reasoning behind GZ, and the scale across which it’ll 

be delivered, should get MGS veterans’ exclamation points 

brrring-ing. 

 

Alpha and omega

Set in Camp Omega, a naval prison on a Cuban island, GZ sees 

Naked Snake attempt to rescue prisoners Paz and Chico (of 

Peace Walker fame) from torture. It’s in this enclosed arena that 

legendary series creator Hideo Kojima hopes to wean us onto 

the full fat game changer that the forthcoming MGS V: The 

Phantom Pain promises to be.

“There will be a significant difference in what MGS V: TPP 

brings to the series, so we want to ease players into the 

new environment and its potential,” Kojima explains.

 Info
FORMAT PS4, XO, 
PS3, 360
OUT Spring 2014
DEVELOPER Kojima 
Productions
PUBLISHER Konami
PLAYERS 1

WHAT IS IT? A 
stand-alone 
prologue intended to 
introduce players to 
the new mechanics 
of MGS V: The 
Phantom Pain.

 Lightning Returns:
Final Fantasy XIII

FF XIII is putting its 

glad rags on. p28

 Diablo III: RoS

We take a closer look at 

the new expansion and 

the Crusader class. p31 

Solid V: Ground Zeroes
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 Too mind-blowing for one game? Snake’s latest outing needs its own prologue…

  



ZERO HOUR

 Grab a guard and you have three 
options. Tap R1 to knock him out, 
Triangle to kill him or L1 to interrogate.

Fantastic 
FOX

 The FOX Engine 
allows for mightily 
impressive 
animations. Snake 
seems much more 
fluid, leaping over 
barriers and the like. 
Close Quarters 
Combat is no longer 
an endlessly looped 
series of strikes.

Twick or 
Tweet?

 A unique mission, 
dubbed Déjà vu will 
be exclusive to PS3 
and PS4. It’ll be 
heavily influenced 
by the original MGS 
and Shadow Moses 
Island in particular. 
Kojima himself gave 
the game away on 
Twitter! D’oh!

“As such, MGS V: GZ has been 

designed to introduce key 

elements, allowing them to fully benefit 

from all that the new game will offer.”

We’re used to seeing new elements 

introduced with each Metal Gear Solid 

outing, from hiding guards in lockers in 

Sons of Liberty, to utilising camouflage 

in the jungles of Snake Eater. The 

Phantom Pain 

promises to 

 THE MORE WE 

SEE OF GROUND 

ZEROES THE MORE 

INTRIGUING IT 

BECOMES 
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 The FOX Engine 
allows for some truly 
gorgeous visuals and 
stunning moments.

 TPP might still be a 
way off, but we’ll be 
getting some Snake 
action soon, though!

 An open-world 
environment means 
emergent stealth.  
Yes, please!

 Is upfront, gaudy 
combat an option? 
We hope not, MGS is 
about stealth.

 GM  Instant Reaction

On your 
marks

 Snake’s pinched 
Sam Fisher’s 
marking technique! 
Now he can place 
indicators on 
enemies using his 
binos to help keep 
tabs on them. 
Espying other 
relevant stuff in the 
camp will spark 
in-game codec 
dialogue from Kaz 
back at HQ.

higher risk of being spotted from any 

angle, Snake needs a new skillset.

First off you’ve got a new ability that 

triggers whenever you’re spotted. Find 

yourself at the mercy of the iconic 

‘brrring’ sound and time will slow down 

for a few seconds. The camera will also 

whip around to let you know who’s seen 

you. Marked by the increased volume of 

Snake’s heartbeat, these precious 

moments allow you to react quickly. Tap 

a sleeping dart into a guard’s face as 

he’s reaching for his radio and you’ll 

avoid an all out manhunt.

Series fans will be quick to notice 

how barren the HUD is now. We like 

how information is divulged right there 

in the world for you to see. Case in 

point: when the beam of a torch or 

searchlight is upon you, JJ Abrams-

style lens flare indicates whether or not 

you’re in trouble. 

 

Search and destroy

From what we’ve seen so far, Ground 

Zeroes looks to be a necessary insight 

into a brave new MGS world. One slice of 

footage does have us ever so slightly 

concerned however.

Towards the end of one mission, 

Snake’s spotted as he tries to exfiltrate 

the base. What ensues is a balls-to-the-

wall pursuit across the compound with 

exploding helicopters, car chases and 

gunfire nailing into Snake with 

seemingly no effect. We even see him 

run towards foes firing on him to take 

them out with close range combat. 

Obviously these initial snippets of 

footage are geared towards showing 

off the FOX Engine at its most glorious, 

but we’re hoping this doesn’t mean open 

combat is an easier, more viable, 

stealth-diluting option. Various side 

missions (alongside the main story 

mission) on offer imply that there will 

be different play styles to chose from, 

sitting as they do under banners such 

as Tactical, Aerial and Covert.

The more we see of Ground Zeroes 

the more intriguing it becomes. It’s doing 

its job, too. The Phantom Pain promises 

to be even more divergent from MGSes 

of the past. With an appetiser as grand 

as this, we’re anticipating a main course 

to die for. MATTHEW SAKURAOKA-GILMAN 

bring to bear the most 

significant change the series 

has ever seen. It’s bringing 

Metal Gear Solid’s token 

brand of stealth into the 

open-world realm.

 

Now you see me…

To make way for such a seismic 

shift, Kojima’s team have had to 

alter the very foundations of 

how said stealth works. With 

vast open areas for the player to 

pick and choose their way 

through, the developers are 

unable to control the placement 

of enemy units or the flow of the 

now much-more-emergent 

stealth. To deal with the resulting 

 Light plays a big part. Shine a bright 
beam into a guard’s eyes and he may get 
so annoyed he’ll move out of the way.

 The dynamic weather isn’t just for show. 
Choosing to strike during heavy rainfall will 
lower guards’ (and your own) visibility.
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PREVIEWS
WILD NIGHTLIFE

Dying Light

 When zombie-infested 
streets block your path, simply zip on over their undead heads.

 Info
FORMAT PS4, XO, 
PC, PS3, 360 
OUT TBC 2014
DEVELOPER 
Techland
PUBLISHER 
Warner Bros 
WE PLAYED 
A brief slice of 
daytime open-world 
action followed by 
a longer night 
time mission.

WHAT IS IT? First-
person co-operative 
zombie slaying game 
with a dash of RPG 
mechanics and free-
running.

I   
n 2011, Polish developer 

Techland served up Dead 

Island – a bold but buggy 

amalgamation of melee 

combat, RPG skill trees, 

and Left 4 Dead-style co-operative 

thrills. Now, the Dr Frankenstein of 

developers is at it again, only this time 

they’re tossing Minecraft and Mirror’s 

Edge into the mix for good measure.

The result is Dying Light, an open-

world zombie apocalypse that can be 

tackled by up to four free-running, 

XP-gathering players simultaneously. It’s 

all capped off with a dynamic day and 

night cycle that’ll see you scavenging for 

supplies, arming traps and crafting 

weapons by day, then running for your 

life by night.

Thankfully, our demonstration began 

in the daylight hours, so our sun-dazzled 

undead adversaries didn’t put up too 

much of a fight. In fact, we were able to 

vault over obstacles, scrabble up ledges 

and bound across rooftops as the 

zombies hordes below us simply shuffled 

and groaned. Complacency can still leave 

you overwhelmed by sheer numbers, of 

course, and one particularly cackhanded 

leap sent us careening into a gaggle of 

hungry undead. A few swings of our 

fireaxe soon got us out of that little 

scrape though.

 Day walker 

Our daytime objective was to arm a 

number of traps, such as car bombs 

and electrified surfaces. These 

nifty environmental weapons can 

be triggered remotely, and prove 

invaluable when you find 

yourself in a tight spot. That’s 

fortunate, because as soon as 

the sun set, we found ourselves 

in plenty. When darkness falls, 

the walking dead become 

faster, more agile, and much 

more aggressive, and as 

such, you’ll have to 

rethink all the strategies 

that served you so well 

while the sun was 

shining. The free-

running acrobatics that 

allowed you to 

effortlessly 

 The day/night cycle of the living dead

Good point
» We didnÕt spot 
any exploding 
barrels during our 
time with Dying 
Light, but 
conveniently 
placed walls of 
spikes are surely the 
next best thing.

80% complete

Out 
TBC 2014
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 We like the weather degradation 
on this Soviet-style rocket launcher.

 We have a natter 
with Techland producer 
Tymon Smektała

Tymon Smektała, 
Producer

Horde 
envy?

outmanoeuvre enemies during the 

day aren’t such an advantage once 

zombies gain the ability to climb and 

jump as well.

 Dead end 

What’s more, taking on a horde with 

melee weapons is simply not a viable 

option at night, so your best bet is either 

to sneak your way back to a safe house, 

or simply to peg it from place to place, 

making full use of rooftops and traps to 

evade your decaying pursuers. 

It’s at these moments – running flat 

out from a bloodthirsty horde towards 

a safe haven – that Dying Light is at its 

most tense and exciting. The night 

time sections already seem tough 

enough to please survivalists, and 

Techland assure us that the demo it’s 

currently showcasing represents only 

a fraction of the final difficulty level. 

Given that the studio still has months of 

polish and tweak time to spare, they’re 

looking like Techland’s magpie-eye for 

game design might just produce 

something a little bit special this time. 

JAMES NOUCH 

 The game promises  
a stern challenge for 
fans of the hardcore 
survival genre.

 The dynamic day/
night cycles have 
meaningful gameplay 
implications.

 The free-running 
mechanics are well 
implemented and work 
pretty reliably.

 Can Techland deliver 
a technically solid,  
bug-free experience this 
time around?

 GM  Instant Reaction

Remote
trigger
» Traps you set 
during the day can 
prove invaluable 
when you’re 
running for your 
life at night. These 
zombies are in for 
an explosive 
surprise…

Developer

Q& A
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Q  How will you be making use of 

all that new-gen horsepower?

A We’re working extremely hard to be 

able to show as many zombies 

onscreen at once regardless of the 

platform. Of course the game will look 

better on PC and new-gen consoles and 

the game will use some specific new-gen 

features on PS4 and Xbox One too, such 

as Kinect and the PlayStation Camera. So 

you might be able to communicate using 

voice commands, for example, but if 

you’re too loud, you’ll risk drawing 

zombies to your position. 

Q  Dead Island was a co-op game 

at heart. Does Dying Light focus 

on single-player or multiplayer?

A I think it’s both really. There’s an 

overarching narrative. There’s a 

main story you can follow that takes 

15-20 hours to complete, and then are 

lots of side missions that you can 

complete as well that. So you can play it 

as a story-driven game.

Q  Dead Island proved super-

popular at retail, but it was a 

buggy experience. How will you keep 

Dying Light bug-free?

A The success of Dead Island has 

allowed us to make our 

company three times bigger, and 

our quality assurance team is now 

five times bigger than it was during 

the creation of Dead Island.

Also, we just hit alpha a couple of 

weeks ago. That means almost all of the 

game is done, and all we have to do is 

iterate and iterate and iterate. So I’m 

pretty confident that we’re in a very good 

position to deliver a game that’s bug-free 

and doesn’t have any technical issues. 

 In five minutes flat, they had 
the car up on bricks. Bloody kids..

 Steve’s fancy new timepiece 
wasn’t impressing anyone.

“I need a new coat”

  



BETA MAX

 On combat 

“Everything’s a lot heavier and meatier

than Just Cause. It’s a slightly more 

realistic take on the physics so you can 

feel the car. We wanted to make Max’s car 

a part of the game and that’s where a lot 

of our work went – the Havok physics – and 

on the way we slow down time during 

combat. So for instance when you aim 

your shotgun you can start judging angles 

to take out the wheel or the driver. When 

you arrive at your destination, you scout a 

location first, determine the weak points 

and determine the points of entry, and the 

experience will be different from every 

direction. It might start off clean but this is 

an Avalanche game so it’ll involve lots of 

chaos and destruction.”

 On the wasteland

“Everybody keeps asking us about the 

wasteland. ‘Is it all going to be brown? Is 

it all going to be white?’ No it isn’t. We’ve 

got three distinct areas and in all of them 

are the remnants of the old civilisation: 

rusted ships, old man-made structures, 

artefacts lying around. We have to be true 

in terms of art style to the franchise. We 

have fans of all three movies at the studio; 

even the third one has its good elements, 

and what we want is to tell our own story 

with our own characters around Max. The 

vehicle combat is obviously from The Road 

Warrior but the third works for some of 

the more fantastic elements like the 

destruction and chaos.”

 On storytelling

“Mad Max is an established IP with an 

established world – so we have to 

concentrate on telling a deeper story with 

meaningful character development. We 

have a linear story but players can interact 

with that story at their own leisure. You’ll 

need to do certain missions to get certain 

upgrades, but you’ll never get stuck if you 

stray off the path.” MICHAEL GAPPER 

 GM  Instant Reaction
 A chance to re-enact 

the best car chase 
movie ever in those 
vehicle battles.

 Contrary to what 
Avalanche think, the 
‘varied’ Wasteland we’ve 
seen is empty and dull.

50% complete

Out 
TBC 2014

Andreas Gschwari, 
Lead Level Designer  Info

FORMAT PS4, XO, 
PC, PS3, 360 
OUT TBC 2014   
DEV Avalanche
PUB Warner Bros 
WE PLAYED Several 
missions in the 
Australian wasteland 
and countless 
upgrade options for 
Max’s Interceptor.

WHAT IS IT? An 
open-world ultra-
violent Max-’em-up 
based on the movie 
of the same name.

 There are Far Cry 3-style outposts throughout the 

world that Max can take on with stealth or all-out force.

 Max’s car is fully customisable and can be 

called for with a flare should he end up stranded. 

 Avalanche Studios’ lead level designer 
talks new-gen sandbox...

Mad Max

26     JANUARY 2014

  



  



 The final dress rehearsal

 Info
FORMAT PS3, 360 
OUT 14 February 
DEVELOPER  
Square Enix 
PUBLISHER  
Square Enix 
WE PLAYED 
An hour exploring in 
the wildlands and a 
boss battle. 

WHAT IS IT? An 
action-oriented 
follow up to FF XIII 
and XIII-2 starring 
Lightning and 
charting the last 13 
days before the 
world ends.

Lightning Returns: 
Final Fantasy XIII

Y   
ou’ve got 13 days until the 

world ends and it’s your 

job to save everybody, 

what do you do? Raid the 

weapons cupboard with 

your friends? Take shelter underground? 

Pray? Well, if you’re a pink-haired heroine 

called Lightning then you simply open up 

your wardrobe, pick the right outfit and hit 

the town.

Clothes matter in Lightning Returns and 

picking the right duds will make or break 

battles for you. Much like the paradigm 

system in FF XIII that saw each character 

quickly shift classes during a fight, here 

you switch between outfits (or Schemata). 

You can fully customise each Schema with 

various moves and items, setting each 

one up as different classes, such as white 

or black mage. From Dragoon-like 

full-body armour to flowing ball gowns 

there are over 80 outfits available and 

each one has different strengths.

 Final Fight

The Active Time Battle (ATB) gauge also 

returns with each Schema having its own 

gauge that depletes every time you issue 

a command. To keep battle flowing you 

can cycle between up to three Schemata 

to make use of each one’s ATB gauge.

 Fights are far tougher than before. Expect to die a few times.

WARDROBE CHANGE

PREVIEWS

 Party people

This time around Lightning fights 

through the game alone instead

of with a party, though friends 

help out on occasion.
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 The battle system 
feels smoother and 
more thought out than 
in previous games.

 It might not be  
new-gen, but it still 
looks absolutely 
stunning.

 You can jump out in 
the field, but it doesn’t 
have any meaningful 
impact on gameplay.

 GM  Instant Reaction

 Movement in 
combat is limited – you 
can’t easily dodge 
incoming attacks.

 While it doesn’t feel like a 
FF game, it still has that 
Final Fantasy polish.

 You can interact with far more in the world, including being 
able to jump and climb things.

 Fang was one of our 
favourite characters from 
FFXIII so we’re glad she’s back.

 These billowing skirt flaps aren’t at all 
impractical in a fight. Nope. NOT AT ALL.

90% complete

Out 
14 Feb

The battles themselves are more 

action-based, with every Schema having 

up to four customisable commands, each 

mapped to a different face button. You 

have to plan your moves carefully to 

exploit enemy weaknesses and learning 

to guard is crucial. Button mashing won’t 

get you anywhere. A limit to the number 

of restorative items you can carry with 

you also adds another layer of strategy to 

proceedings.

 Dressed to impress

Gameplay revolves around a doomsday 

clock with every action you take affecting 

how much time you have left, a bit like in 

Majora’s Mask. Helping the world’s citizens 

might give you a few more hours to get 

things done, but if you have to flee too 

many battles you’ll find that time 

quickly slips through your fingers. 

Certain events and people will 

also only appear at particular 

times of day so it’s imperative to 

keep your eye on the clock.

The world of Nova Chrysalia is 

big, beautiful and feels as though 

it’s actually living unlike in previous 

entries in the XIII saga, but the sense 

of exploration from XII isn’t quite there. It 

feels like a meticulously planned guided 

tour rather than the off-road backpacking 

experience that Skyrim gives you. It’s still 

gorgeous with lots to see, but it lacks 

true personality.

This doesn’t feel anything like a true 

Final Fantasy game, but it’s a fun, solid 

action game in a pretty Square Enix frock 

and that’s no bad thing. DANIELLA LUCAS 

Fang-tastic
» Several 
characters from 
previous entries in 
the saga make an 
appearance 
including dear ol’ 
Fang here.

Tell us on 
Facebook and Twitter!

LIGHTNING RETURNS: 
FINAL FANTASY XIII

www.facebook.com/
officialgamesmaster 

 and www.twitter.com/
gamesmaster.

How 
excited  

are you about…?
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CRASS OF CLANS

H   
ow many anonymous 

baddies has Ryu 

Hayabusa killed over the 

years? How many identikit 

thugs have been cut down 

by his Dragon Blade? While we await 

your answers on a postcard, we’ll 

speculate that the answer is a lot. But 

now, one of those victims is back from the 

dead, and it seems that the cybernetic 

resurrection process may have knocked a 

couple of screws loose. Enter new player 

character Yaiba, a foul-mouthed 

cyber-ninja with a score to settle. 

Your quest for revenge against Ryu 

forms the basis of Ninja Gaiden Z’s 

campaign, but anyone eagerly 

anticipating the precision brawling of 

Gaiden games past is in for an 

obnoxiously rude awakening. Yaiba is 

a radically different game from its 

forebears in terms of tone, aesthetics, 

and gameplay fundamentals. A case in 

point: Ryu Hayabusa never referred to 

any of his support staff as ‘sugartits’. 

 Identity crisis

The Gaiden series has always rewarded 

considered swordplay, while brutally 

punishing sloppy play. So, the fact that 

Yaiba favours gory spectacle over fighting 

finesse represents another break with 

tradition. In fact, basic enemies prove little 

more than katana-fodder.

Series stalwarts might be feeling a little 

faint at this point, so it’s worth noting that 

the basic brawling in Ninja Gaiden Z is 

characteristically quick and pleasingly 

responsive, while the franchise’s 

fascination with dismemberment is once 

again in evidence here. Unfortunately, it 

can be hard to keep track of combos in 

the midst of an undead horde, so 

button-bashing quickly establishes itself 

as the path of least resistance.

These pounding bloodbaths suit the 

game’s maniac tone more than the 

measured melee of previous Gaiden 

games. However, we left Yaiba wondering 

what place puerile gags and a calculatedly 

crass character had in Ninja Gaiden to 

begin with. JAMES NOUCH  

 In another departure from franchise norms, your standard enemies are shambling, braindead zombies.

 Info
FORMAT PC, PS3, 
360 (previewed)
OUT 28 Feb 2014
DEV Team Ninja
PUB Tecmo Koei
WE PLAYED A 
segment of Yaiba’s 
first level.

WHAT IS IT? Potty-
mouthed ninja slices 
zombie horde. 

70% 
complete

Out 

28 Feb

 Yaiba himself is 
equipped with a cyber-eye, 
robotic arm, and repellent 
personality.

 One man’s profanity-laden, bloody 
quest for revenge

 GM  Instant Reaction
 The basic brawling 

action is incredibly 
fast, fluid and 
empowering.

 The tone is 
insufferably obnoxious, 
and the puerile jokes 
wear thin immediately.

Straight  
and narrow
» Ryu’s agility 
enabled you to 
perform tricky yet 
satisfying acrobatics 
in previous Ninja 
Gaiden games.  
Here it’s largely 
QTE-based. 

Yaiba:  
Ninja Gaiden Z
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 The level cap will also see 
an increase up to 70.

PREVIEWS

B  
lizzard have a bit of a reputation, even among their biggest fans, for 

reacting slowly to feedback. An entire community has derided the 

Diablo III Auction House since before the game even came out. With 

their first expansion, Reaper of Souls, the WoW devs show they were 

listening all along. Together with a new loot system rejigger, the Auction 

House of the PC version will soon be a thing of the past. As for new content, there’s a 

whole new fifth act to come, taking us from Westmarch to Pandemonium Fortress. We 

took the opportunity to speak to lead writer Brian Kindregan and lead content designer 

Kevin Martens to find out how the brand new Crusader character class was built…

 Blizzard reveal the ins and outs of new 
character design for Diablo’s next chapter... 

That’s where the mid-range melee 

idea came from. And I don’t mean an 

RPG role tank. I mean literally a tank!

Q
How does the Crusader fit into 

the world of Diablo? 

A
BK: The key was that they are 

vaguely related to the Paladins. We 

went back to the very origins of the 

Paladin order, they started marching into 

the west to bring the Zakarum faith in 

that direction. We asked, what if there 

was another group that broke off? They 

were the hardest, toughest and 

strongest in the light of Zakarum and 

they went east. 

Most of what we know about the 

Diablo world is to the west of Travincal. 

So these guys went east, off into the 

wilderness. They weren’t heard from 

again for 200 years and now they come 

rolling [back].

Q
How do you go about designing 

new skills for a new class? 

A
KM: We try to come up with 

five to seven primary skills; 

skills that define the class. We 

spend a long time to get the feel 

of those initial skills before we 

blow out the skill kit and do 

20-25 more skills.

Q
Were there any ideas that 

you had early on that 

didn’t work? 

A
BK: A lot! I’d say 10% of 

what we do ends up in 

front of you. And no I’m not 

going to tell you what the other 90% 

was like!

KM: If we have 20 odd primary skills plus 

all the runes, we probably have three or 

four hundred different ideas that are 

brainstormed. Then it’s boiled down to 

the ones that work best and the ones 

that give you the more tactical options.

Q
How do you go about ensuring 

your characters feel as powerful 

as they do? 

A
KM: We encouraged people to 

cross the line. I don’t think that 

anyone builds up to awesome when 

making something over the top. These 

heroes are larger than life. [They’re] 

almost medieval superheroes. And if you 

do cross the line and it feels good… 

maybe you should move the line.

MATTHEW SAKURAOKA-GILMAN 

Q
How did you come up with the 

Crusader? 

A
KM: When we make playable 

characters we really try to focus on 

‘what is the fantasy?’ What makes this 

character awesome to play? Players can 

take them in a lot of different directions 

but no matter what skills they choose 

they want their character to have a really 

distinct feel. In this case we knew we 

wanted a melee character, but we didn’t 

want one that was too reminiscent of our 

existing ones so we came up with this 

mid-range melee idea. 

What would happen if we had a 

Paladin and a modern battlefield tank? 

And it’s not just that you can’t shoot 

bullets through a tank. It’s that its 

armour is a part of its power. It rolls over 

things in the battlefield. Crushing things 

is just as good as hitting it with a shell, 

right?

 Info

FORMAT PS4, PC 
OUT TBC 2014
DEVELOPER 
Blizzard 
Entertainment
PUBLISHER 
Blizzard 
Entertainment 
WE PLAYED 
A quick go with the 
new Crusader 
character class. 

WHAT IS IT? The 
first expansion to 
the isometric 
dungeon crawler.

Developer

Q& A A PS4 version is in the works, 
though don’t expect it to launch 
until after the PC’s is sorted.

Kevin Martens,  
Lead Content Designer

Brian Kindregan, 
Lead Writer

 The already 
existing classes will 
get all new skills and 
runes, too.

 The Crusader’s  
hard-hitting brand of 
melee is immediately 
satisfying.

 The death knell of 
Diablo’s Auction 
House is sweet music 
to our ears.

 There’s still no 
offline single-player 
mode for PC owners 
unfortunately.

 GM  Instant Reaction

Diablo III 
Reaper of Souls
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South Park:
The Stick of 
Truth

FORMAT PC, 

PS3, 360

 It turns out that 

the RPG based in the 

world of Cartman 

and co wasn’t quite 

as finished as we 

thought when it 

moved from ill-fated 

THQ to Ubisoft. The 

anticipated title has 

been pushed back to 

4 March 2014. 

“Getting the game 

up to the crappy 

standards of the 

show has been a real 

challenge and we’re 

excited to say it’s 

taken way longer 

than we thought it 

would,” said show 

creators Matt Stone 

and Trey Parker.

OUT 4 March 2014

COMPLETE 85%

WildStar

FORMAT PC

 Carbine Studios 

have started rolling 

out details on 

player classes in 

their sci-fi MMO. 

First up, the Warrior. 

Geared up with a 

nuclear powered 

greatsword and a 

hand cannon, 

this power 

armour-

wearing tank 

can also act as a 

straight up DPS 

dealer. 

OUT Spring 2014

COMPLETE 80%

Dark Souls II

FORMAT PC, 

PS3, 360

 Multiplayer beta 

tests abound as 

From Software 

helps its community 

of fans prepare to 

die all over again 

next year. Like a 

beacon of narrative 

hope shines the 

promise of a 

graphic novel to 

tie-in with the 

traditionally passive 

game plot. Into The 

Light is set to launch 

in January 2014; 

perfect timing to set 

us up for demonic 

pwnage. 

OUT 14 March 2014

COMPLETE 85%

The Room
Two

FORMAT Mobile

 Fireproof Games’ 

original puzzler was 

an exercise in 

foreboding 

atmosphere and 

brain teasery. For 

the sequel the 

enclosed setting is 

expanded as there 

are now multiple 

boxes to attempt to 

unlock. An epilogue 

is available right 

now as a free 

update to the 

original if you just 

can’t wait until the 

actual release for 

more. 

OUT 12 December

COMPLETE 95%

1954: Alcatraz

FORMAT PC

 German devs 

Daedalic have been 

pumping out point- 

and-click adventures 

(such as the Deponia 

series) for over five 

years but their latest 

has the morally 

challenging air of 

The Walking Dead 

written all over it. 

Set in the hard- 

boiled era of ’50s 

San Francisco, 1954 

tells the tale of “The 

Rock” prisoner Joe 

and his beleaguered 

wife Christine. We’re 

promised branching 

story paths and 

alternate ending 

depending on our 

choices.

OUT TBC 2014

COMPLETE 95%

Final Fantasy 
X/X-2
HD Remaster

FORMAT PS3,  

PS Vita

 With news of 

Square Enix’s Spira 

set remakes’ 

Japanese release 

comes confirmation 

of how the two 

Super Smash
Bros

FORMAT Wii U, 3DS

 Marth officially joins 

the roster for Super 

Smash Bros on Wii U 

and 3DS. The 

returning Fire 

Emblem star takes 

the full list of 

playable fighters up 

to 18, though images 

of the Male Wii Fit 

Trainer were also 

spotted in the wild. 

Will he be a whole 

other character, or 

just an optional 

player skin?

OUT TBC 2014

COMPLETE 70%

New 

additions

 For the first 

time we’ll be 

getting content 

that was 

previously 

exclusive to Japan 

such as new 

Dresspheres, 

monster creation 

and dungeons. 
games will come 

packaged. For PS3 

both games will 

come in one edition, 

but for PS Vita you’ll 

have to pick them 

up separately. Also, 

while the titles do 

have Cross-save 

functionality, letting 

you move save 

games across 

console/handheld 

versions, they do 

not take advantage 

of Cross-buy. This 

means if you do 

want to play across 

both formats then 

you’ll need to pick 

them up separately.

OUT 21 March

COMPLETE 95%

 Selected gaming goodies also on our radar…

Not forgetting!

PREVIEWS
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  EMAILS! LETTERS! POSTS!

READING

ABOUT…

MATT SG’S 
BEEN

Record breaker 
I definitely agree with giving 

Grand Theft Auto V the highest 

score you ever have... For now…

We’re at the end of an era, the 

Xbox One and PlayStation 4 (and 

soon Steam Box) are here. Games 

will continue to improve and this new, 

upgraded hardware is only going to 

make it easier for creators to use 

videogames as the platform upon 

GTA V

REVIEW SCORES

CHRISTMAS!

MULTIPLAYER 

MAYHEM

 YOU MIGHT HAVE 

GOT YOURSELF 

STUCK IN A CORNER 

WITH THE HIGH 

SCORES YOU’VE 

BEEN GIVING 

 That’s the only digit left out 
from a perfect score...

WIN A

MYSTERY GAME

The star letter 
wins a mystery 
game on your 
format. Well 

done to Owen 
who wins this  
issue’s game.

?

Found the 
zombie, but not 

the mime.
Gareth Reel

Well… that’s 
a bit poo.

Greg Charlton Bennett

PRAISE 
THE SUN! 

Ryan Hildreth

which they place their story. While 

I can’t predict any change in the 

standards of writing or of the stories 

themselves, I can predict a better, 

more rounded experience.

So, while GTA V is quite possibly the 

epitome of gaming up until this point 

in time, I would bet any amount of 

money that we’ll get better.

GTA V is a fantastic game. The 

characters are flawed in a realistic 

way. It took everything good it could 

from the previous games and 

implemented it perfectly. It got me 

back into serious gaming after a four 

month break.

But GamesMaster, you might just 

have got yourself stuck in a corner 

with the high scores you’ve been 

giving. For example, FF XV could be 

99%, but Pokémon X&Y 2 might be 

better, right? 100%? But then we 

get Halo 5, What if it’s better than 

that? 101%?

Owen Elder Barnes, via email

Ah, yes. The record-breaking review! 

Pretty much every GM staffer was 

stunned when Matt P pulled that 

corker out of his reviewing hat. To 

assuage your worries though Owen, 

any score we dish out in GM is given 

both in timely isolation and with the 

prerequisite assumption that they are 

not religiously 

compared with 

every other score 

we’ve given. It’s 

fair, for example, 

to compare AC IV 

and GTA V’s 

scores, as they are 

both open-world 

games that 
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launched within a fairly short space 

of time. It’s not fair to assume that 

GTA V is better than Ocarina of Time 

or Final Fantasy VI. We realise that 

we’ve been breaking our own 

reviewing code for far too long with 

our Hall of Fame section, which pits 

every game against each other 

regardless of time or genre. Watch 

this space as we attempt to remedy 

that over the next few issues. 

99 problems

I love GamesMaster so much. I’ve 

been a fan for over 10 years, but 

the review for GTA V was 

ridiculous. 99%?! No way is it. 

 Type “Spy Party 
– Hey Ash Whatcha 

Playin’?”  into 
YouTube or go here: 

http://bit.
ly/1chXBGi

Ashly Burch is a 

master counter spy…

… easily spotting 

Borderlands 2 

writing bro Anthony in 

Spy Party.

Things get hairy when 

an IRL sniper turns 

up, though!

 What would you like to 
wake up to on Xmas morning?

 Best gaming robot?

 Book that would 
make an ideal game?

A girlfriend.

Sean Hollyman

No hangover.

Ben Jones

My own Juliet Starling chainsaw. Just 

in case, y’know...

Lisa Hodges

A PS4 with games and a note from 

my wife saying she has gone to her 

mum’s with my son for a week.

Darren Mcicy

A copy of GM which will probably be 

dated March.

Damian Gale

Can I have a lie-in and wake up in 

time for the roast? That would be 

ideal.

Matthew Evans

A new Dishonored game

Steve Delaney

Sony, Microsoft and Nintendo trying 

to give me gifts but trying to one up 

each other… Leading to them giving 

me a house each filled with all their 

consoles, games and merchandise.

Rebecca Stocking Gilbert

The Games Master Xmas Issue, an 

Xbone and the release of Watch Dogs 

being brought forward.

Owen Elder Barnes

Magic fights going on outside.

Luke Hardy

All the games and consoles.....IN THE 

WOOORLD *arms are currently out 

like an aeroplane while I spin round 

in a circle*

Gary Gorman

Robo from Chrono Trigger.

Isaac Middleton

P-body and Atlas from Portal 2. So 

much character!

Bazman Bpf Rimmer

GlaDOS.

Ben Dolan

Either D0g from Half-Life 2, GlaDOS 

from Portal or Clank from Ratchet 

and Clank.

Leigh Bartram

P-Jack from Tekken

Eduard Korhonen

It has to be HK-47… Meatbags.

Minster Woot

Davis Eddings’ Belgariad series

Colin Bradbury

The “Gone” series by Michael Grant! If you’ve read them 

you’ll know I’m right!!

Dario Orlando

His Dark Materials would make a great adventure game.

Tom Miller

A. Nathan Drake and Lara Croft

B. Needles Kane and Mr Mime

C. Dante and Bayonetta

D. Link’s grandma from Wind 
Waker and Tortimer

E. Master Chief and Samus Aran

MOST PLAUSIBLE GAMING MARRIAGE?

 Vote now at gamesmaster@futurenet.com

LAST ISSUE
THIS ISSUE

WHO IS THE BEST NEXT-GEN 
NEWCOMER SO FAR?

5%

15%

Nick Ramos 

(Dead Rising 3)

Edward Kenway 

(AC IV) 

Honourable mentions:  

Octodad, and Delsin Rowe 

(InFamous: Second Son)

Aiden Pearce 

(Watch Dogs)

Knack

Other

40%

20%

20%

From Buster Swords to  
Bulbasaur, check out this 
awesome homemade gear from 
Bead Geeks. Search for them on 
Facebook to see even more game 
inspired designs!

 Wow, that’s fantastic!
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Adorable work by Angela Gao, 
also known by her Tumblr handle 
Lark. Prepare for a guilt trip for 
abandoning your Animal Crossing 
villages! Check out more of 
Angela’s fantastic work right here: 
http://superlark.tumblr.com

 Wow, that’s fantastic!

Top Dog 
In my opinion GTA V is the best 

game ever. Or should I say 

“games”? It has everything. Third-

person shooting, driving, golf, tennis, 

racing, RPGness, darts, flying and 

more. But what makes it so good is 

that it does all of these elements 

perfectly all in one game package. 

There’s so much to do that it’s hard to 

know where to begin. I’m just coming 

up to 100% in my game but I can say 

that I‘ll carry on playing even after I’ve 

reached it. I haven’t been on GTA 

Online yet but I can only imagine how 

good that’s going to be after playing 

the main game. Planning heists with 

friends is gonna be awesome. This is 

the best game of this generation. It’ll 

be three-four years at least until it’s 

beaten on next-gen consoles.

James Champion, via email

Hence the score! Glad you’re loving it, 

James. As an aside, anyone still elbow 

deep in San Andreas should definitely 

check out the brilliant videos posted 

up on CVG’s YouTube channel. They’ve 

got some coverage of the various 

post-release conspiracies that 

shouldn’t be missed! (Check it out: 

http://bit.ly/1aJ8CgG) 

Wish list 
It’s coming around to that time of 

the year when I decide what 

games to get for Christmas. I could 

stick with current gen and get a PS 

Vita or succumb to buying into the 

next-gen early on. The Vita is 

attracting me with games such as 

Gravity Rush and Persona 4 Golden, 

and the fact it’s actually pretty cheap 

now. I was wondering if I could get 

your opinion on the matter. Great mag 

by the way!

Ronan Broderick, via email

With corkers such as Killzone: 

Mercenary, Spelunky and 

LittleBigPlanet Vita out there, saying 

there aren’t enough games on Vita no 

longer holds water. PS Plus 

subscribers get a free Vita game a 

month, too, so there’s huge value to 

be had in the long run. Do it Ronan! 

Get a Vita! 

My friend reckons it’s perfect but 

I disagree. Being perfect is a dead 

end. It leaves no room for innovation 

or improvement. For us gamers 

perfection should mean despair. 

That’s why I believe it’s not worth 

the 99% you gave it. Please, do 

some justice and think carefully 

before you give out scores like candy 

on Halloween.

Michael Nesbitt, Birmingham

Woah there, Nesbitt. We do more 

than simply ‘think carefully’ when 

we review a game here at GM! We 

tear the whole game apart. It can 

actually be fairly damaging to your 

health when something like Dark 

Souls or Super Meat Boy lands on 

our desks… 

We will add here that whenever you 

disagree with a score (which you are 

obviously entitled to do!) make sure 

you read the review that goes with it 

to find out why we’ve dished out said 

digits. Scores can sometimes blind 

you to a game’s true qualities (or 

faults), which we highlight in the text. 

If you still disagree, send in your own 

reader review! 

 Type in “For the 
players since 

1995”  into 
YouTube or go here: 

http://bit.
ly/1aHFwyh

The guys and girls at 

Sony put together a 

nostalgia-fuelling ad.

How many classic PS 

memories can you 

spot?

Check out the making 

of here: http://bit.

ly/1eFSOPY

YOUR GREATEST 

MULTIPLAYER MOMENTS

 Our Free Stuff Friday competition 
inspires tales of the unexpected 

 Chop 
shot

I was around a 

mate’s house. We 

were supposed to 

be studying for our 

exams but... ya 

know, revision or 

BF3. Hmmm, tough 

decision. We’re 

messing around 

trying to troll a 

guy on our team as 

you do. I went to 

look for him 

through my sniper 

scope and as I look 

for him I spot the 

enemy chopper. I 

decided to take a 

quick pot-shot just 

because... I thought 

nothing of it, but 

the next minute I 

see the explosion. 

Me and my mate 

went mad shouting. 

Best kill, under 

serious lag, too. 

Simon Driscoll

 Sand 
burrrrrrn!

We decided to have 

a Halo drinking 

party and got 16 

friends together to 

play. The rules were 

simple: you die, you 

drink. While playing 

‘Sandtrap’, one of 

our friends, who 

was a bit better 

than us and fond of 

bragging about it, 

drunkenly blurted 

out that he could 

beat 15 of us in a 

match by himself. 

He was drunk... and 

an idiot. So, the 

wager was set: If he 

won, we would each 

give him £50, for a 

grand total of £750. 

If we won, then he 

would bankroll our 

next night out... He 

won. Rocket 

launchers suck. 

Chris Atkinson

 Hammer 
time

I was playing Halo: 

Reach and was in 

a bit of a stand off 

with this guy with 

a Fuel Rod Gun. I 

had a Gravity 

Hammer. He’s up 

in the air with a 

jetpack and 

decides to shoot 

at me. The round 

hits the ground 

and ricochets. His 

jetpack runs out, 

so whilst he is 

falling, I hit him 

with my Gravity 

Hammer and he 

goes flying! Where 

to? Right into the 

very same 

projectile he shot 

at me. The 

explosion also 

obliterated another 

enemy in a nearby 

Banshee. 

Connor Moore
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 Super-fan gamers!

 Lobes and Longing
Once you stretch your 
ears you can never go 
back, just like we’ll 
never go back to the 
glory days of the 8-bit 
era. At least Etsy shop, 
EarEmporium’s, plugs 
allow the gaming fogies 
among us to reminisce.

 Frightened Felt

An extremely well put 

together, and dare we 

say extremely scared 

looking felt Bulbasaur. 

From Etsy shop 

FoxWoolDesigns. 

 The Legend of Cake
A game as great as The 
Wind Waker deserves 
a cake this grand – or 
is that the other way 
around? Ant, from 
www.nerdachecakes.
tumblr.com, GM 
salutes you.

 Gigantic Groudon
Pokémon fans will recognise 
Deviantartist CanineHybrid’s 
brilliant cosplay effort as 
Groudon. Good luck stuffing 
him into a Pokéball...

 Atari Awe
This is indeed a working Atari 
2600 VCS portable, encased in 
a very stylish wooden shell. At 
the time of writing, eBay seller, 
retro_mood, has it listed at a 
whopping $1,340. We’ll take 
two then...

 Turian Terrific
We bet that Deviantart 
duo Serpina-s and Hito 
spent longer on this 
Garrus cosplay than 
Archangel himself did 
calibrating during the 
entirety of Mass Effect 2. 

 Grand Theft Guru
We’ve featured Patrick Brown’s 
stunning GTA artwork before, and his 
latest GTA V pieces are every bit as 
phenomenal. Head over to 
www.patrickbrownart.com for 
more fantastic works.

 PS3 Phone Case
We’ve seen plenty of 
PS3 smart phone cases. 
But Etsy shop, 
rabbitrampage, has 
listed this very well 
crafted felt number, 
complete with a dainty 
little controller.
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25 

PLANETSIDE 2 PC ......................................................90% 

Its developers believe that the upcoming PS4 version 
of this free-to-play massively multiplayer extravaganza 

will do for Sony’s machine what Halo did for Xbox. Judging by the PC 
version’s brilliance we can certainly see that happening. Definitely best 
enjoyed when played with friends, Planetside 2 proved once again that, 
thanks to wallet friendly new business models, there’s no better 
time to be a gamer.

Worst 
comeback

» DuckTales: 
Remastered
PC, PS3, 360
Putting the ‘turd’ in 
‘remastered’, 
Scrooge McDuck’s 
nostalgic NES-era 
exploits earn this 
award, not for 
being the most 
awful game, but for 
dashing the 
memories of our 
childhood.

 The highs and lows of the year that was 2013

What happened in 2013…

January February
» BANK ON IT
Sad times in February as THQ were 
forced to sell off their assets after 
declaring bankruptcy. Thankfully the 
year’s big hitters, Metro: Last Light 
and South Park: The Stick of Truth 
(due out next year) were picked up 
by Deep Silver and Ubisoft 
respectively. Later in the year 
Darksiders and Red Faction would be 
picked up by Nordic Games.

» WAIT 4 IT
Sony stepped up to the next-gen plate 
first by announcing the PS4 this month. 
Remember the initial rage from the 
vocal few deriding Sony for not 
showing the actual box? Seems even 
sillier now, eh?

Best use of 
shanties

» Assassin’s Creed 
IV: Black Flag
PS4, XO, Wii U, PC, 
PS3, 360
It’s a close call 
between AC: New 
Leaf and Black Flag, 
but the latter takes it. 
Partly because we’re 
still humming 
Lowlands Away and 
also partly because 
it’ll get Kapp’n lover 
Matt P properly riled 
up. “I dreamed a 
dreeeam…”

» PASSING OF A LEGEND
We began the year with a celebration of 
the life of Sir Patrick Moore, a man who 
will forever be known as the 
GamesMaster. He sadly passed away just 
before Christmas, after the mag had 
gone to the printers, so we gathered 
together some of the many affectionate 
dedications sent in by GM readers so we 
could all share in the wonderful 
childhood memories he helped cultivate.

» LETS TALK  
ABOUT CES, BABY
The first big tech-centric event 
of the year took place in Las 
Vegas this month and held sway 
to gamer-pleasing new gear. 
Razer’s Edge PC tablet saw its 
first big announcement, while 
Nvidia’s ambitious Android 
handheld, Project Shield, was 
also made public.
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L   
ike two weather-beaten 

fishermen looking back on 

their golden days of boat-

bustingly big catches, the 360 

and the PS3 can be immensely 

proud of their final years. The last year of 

current-gen dominance has been an 

absolute belter, taking us places we could 

only dream of. From mystical Japanese 

islands, to politically charged airborne 

utopias. From haunted mansions to fungus 

ravaged country-scapes. Our retiring 

consoles have done us proud over the last 

12 months, and along with PC, 3DS and PS 

Vita (and a couple of last minute new-gen 

diamonds), have arguably ensured that 

2013 was one of gaming’s greatest years…

 What a year to have been a gamer. 
Join GM as we count down the best 
thumb blisterers this side of 2014!
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24 DOTA 2

PC

Valve’s free-to-play MOBA finally saw 

release after pretty much everyone had 

been playing it for donkeys through beta 

stage access. A game that requires 

months of research, near penitent 

practice and a skin thicker than a rhino 

in a tin bath, DOTA 2 isn’t everyone’s cup 

of tea. Withstand the abuse and you 

come out the other side having been a 

part of an intense, team-focused 

experience unlike any other.

  90
%  

23 TOMB RAIDER

PC, PS3, 360

It may not have had the replayability of 

similarly island/bow/animal homicide 

featuring adventure Far Cry 3, but fewer 

distractions made for a tighter, 

more structured survival-

themed escapade. 

Lara’s return will be 

remembered for its 

brave inclusion of 

horrorific set-pieces 

and some oppressively 

atmospheric tombs. 

The mystical island 

of Yamatai made for 

one of the most 

iconic landscapes 

of recent gaming 

times. 

  90
%  

22 ASSASSIN’S CREED IV: 

BLACK FLAG

PS4, XO, Wii U, PC, PS3, 360

Black Flag’s brilliance ensures the series 

rightly reclaims a spot in our illustrious 

yearly celebration. Edward Kenway’s 

winning personality confined memories 

of Connor’s whine-fest to Davy Jones, 

while sun-kissed piratey climes inject a 

much-needed newness to the whole 

affair. Sure there are still a few barnacles 

attached, but on a vessel this refined, 

there’s every excuse to jump aboard. 

  90
%  

21 FIFA 14

PS4, XO, PC, PS3, 360

This year the annual footy 

bout between PES and 

FIFA was a closer call 

than ever, with the 

former getting a still 

impressive 88% in 

our review. A sign 

perhaps that the 

improvements made in FIFA 

14 aren’t quite as game 

changing as the developers 

would want you to believe. 

Without a doubt this is the best football 

game out there, though. We’re hoping to 

see even more from the new-gen 

focused Ignite engine for future 

instalments. 

  91
%  

20 RESOGUN

PS4

Housemarque have been quietly 

pumping out fantastic games such as 

Outland and Super Stardust for ages, 

but with Resogun the Finnish studio 

have propelled themselves into the 

eyeballs of gamers everywhere. At the 

forefront of Sony’s indie-friendly focus, 

Resogun’s electric thrills act as a 

showcase for both the PS4 and 

Housemarque’s insanely beautiful 

artistic abilities. Free for PS+ subs, it’s a 

fantastic excuse to pick up a subscription  

and is the best new-gen exclusive. 

  91
%  

19 OUTLAST

PC, PS4

With Slender: The Arrival and Amnesia: A 

Machine for Pigs not quite living up to 

the promise of their predecessors, it fell 

to relative unknown Outlast to provide 

the scares this year. And did it ever. The 

tale of Myles Upshur and his descent into 

Mount Massive Asylum stands up to be 

counted among the very best of gaming 

horror. Our Louise is still picking bits of 

her keyboard out of her palms. 

  91
%  

17 FIRE EMBLEM: 

AWAKENING

3DS

Awakening did something 

particularly special, considering 

its hardcore tactical RPG 

trappings. It managed to walk the 

fine line between pleasing 

permadeath loving series fans 

and noobish first timers. Apart 

from its celebrated depth, it was the 

huge cast of characters that made this 

an insta-classic. Everyone has his or 

her fave, from nail-chomping Cordellia 

to farmer boy Donnel. Spending 

in-game generations maintaining 

relationships makes their permanent 

deaths (if you have the feature turned 

on) all the more harrowing. 

  91
%  

18 
 
BROTHERS: A TALE OF  

TWO SONS PC, PS3, 360

..................................................................... 91% 

Starbreeze Studios expertly delivered one of 
the finest moments of gaming history during 
the finale of their short but oh-so-sweet 
indie darling. It makes the silent physical act 
of pressing a button as moving as the most 
evocative work of literature or powerfully 
delivered cinematic performance. To say 
more would sully the experience. 
Play it. Play it now.

Best 

comeback

» Pikmin 3

Wii U
It might not have 
made the GotY list, 
but Miyamoto’s 
wonderful stress-
fest made many a 
Wii U purchase 
worthwhile, even if 
it did take a long 
time coming. 

March April
» GONG WAY HOME

The 10th Bafta Games Awards ceremony 
took place this month and saw Far Cry 3, The 
Walking Dead and Dishonored walk away 
with oddly spooky disembodied faces made 
of gold. The biggest winner was 
undoubtedly PS3 exclusive Journey, which 
picked up five awards, including best audio 
achievement and best game design. 

» FORCED OUT

It wasn’t all fun and 
games in April. 
LucasArts, the much 
loved studio behind 
classic adventures such as Monkey 
Island and Day of the Tentacle, was 
shuttered for good. This led to highly 
anticipated next-gen project Star Wars 1313 
being canned. 

» FOOL’S GOLD

April Fools Day saw some proper blind-
siders this year. Highlights included Mojang 
revealing Minecraft 2, Cliff Blezinski 
tweeting about Gears of War collection on 
PS3 and Ubisoft japery that turned out to be 
real in Far Cry 3 DLC pack Blood Dragon.

ENDING OF

THE YEAR
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What Happened in 2013

» X MARKS THE BOX
Microsoft immediately spat in the eyes of Sony fans by showing off 
the Xbox One design right off the bat at their Redmond campus 
reveal event. Shame they then went on to yammer about TV and 
sports for the next 40 minutes. The 8.5 million people tuned into 
the live stream were all left wondering where ’dem games were at.

May June

15 EARTHBOUND

Wii U

19 years after its Japanese 

release on the SNES, Earthbound 

finally found a home on Blighty’s 

shores thanks to this Wii U Virtual 

Console release. Shigesato Itoi’s 

magical retro JRPG has managed to 

defy the ravages of time, retaining all the 

lovable nuance that we were promised it 

would by our Japanese (and American) 

friends. Fresh conspiracies about the 

end abound though. Apparently it’s all 

about abortion. Creepy… 

  91
%  

14 ANIMAL CROSSING:  

NEW LEAF

3DS

If you’re like us (and like comic strip 

artist Angela Gao in this month’s 

Fanbase) then you’ll have abandoned 

your Animal Crossing village for the 

time being to make way for another 

swathe of great 3DS games. This is 

where the magic of Katsuya Eguchi’s 

hometown simulation strikes home. 

We all know that Isabelle and friends 

will be there waiting for us when we’re 

ready to return. 

  91
%  

13 TOTAL WAR: ROME II

PC

Proving that Rome is where the heart is, 

Creative Assembly went back to the 

stab-happy climes of the Italian 

peninsula and beyond for their seminal 

strategy sequel. With nine very disparate 

factions to chose from and hundreds of 

hours of game to sink your teeth into, 

Rome 2 is the deepest and most tactile 

Total War yet. A new cinematic camera 

button lets you experience the sweeping 

battles from an often intense on-the-

ground perspective.  

  91
%  

12 NHL 14

PS3, 360

If the game of Ice Hockey is about 

anything, it’s about the balletic yet 

violent clashing of padded man flesh. 

Finally, with NHL 14, EA had a physics 

engine (borrowed from the folks 

working on FIFA) that’s capable of 

realistically representing players coming 

together. By iterating so well on what’s 

gone before, NHL 14 is our top pick for 

sports game of 2013. 

  91
%  

11 BIOSHOCK INFINITE

PC, PS3, 360

Arguably let down by its loose yet 

confined shooty bits, Ken Levine’s 

massively anticipated follow up managed 

to walk the fine line between pretentious 

twaddle and genuinely affecting 

narrative charnel house. With more 

twists than a bowl of rotini, the tale of 

16 
 
RAYMAN LEGENDS Wii U, PC, PS3, 360, PS VITA 91% 
Wii U owners rightly felt hard done by when 

Michel Ancel’s Origins follow-up was delayed back in 
November 2012 to make way for a multiplatform release.
When it did arrive, though, it was immediately apparent 
that this was a game that deserved to be adored by all, not
just the exclusive few. We had to replace wall plaster in the 
GM office after an over zealous match of Kung-Foot, such was 
the level of passion it evoked. A new-gen version’s on its way...

Hardest 
game
» Papers, please
PC
Not just a hard 
game to play but a 
hard game to take 
emotionally. The 
bleak job of border 
agency control is 
made all the more 
depressing, as your 
paper work has 
you dismiss basic 
human rights. 

Biggest  
let down
» Beyond:  
Two Souls
PS3
David Cage proved 
that he’s not quite 
as infallible as his 
pedestal would 
imply. The 
compelling twists 
of Heavy Rain were 
nowhere to be seen 
within this narrative 
chunder.

Goriest kill
» The Succubus – 
DmC: Devil May 
Cry
PC, PS3, 360
We’re not sure if it 
was the vomit she 
fingered out of her 
gob at us or the 
way her head 
exploded like a 
gigantic rotten 
pustule in a 
propeller… but let’s 
just say we’re glad 
we weren’t eating 
at the time.

THE BEST OF THE BEST

FEATURE

VISUALS OF

THE YEAR

SPORTS GAME
OF THE YEAR

» OUYA GONNA CALL?
After a booming great Kickstarter 
campaign which saw almost $9 
million raised from backers, 
upstart Android console Ouya 
finally saw retail release. A 
rocky few post-launch months 
ensured it didn’t become the 
boat rocking budget console  
we were promised though.  

» SHOW TIME
48,200 people crammed into 
history’s biggest ever E3 this 
month. Our personal highlights? 
Aisha Tyler being bigger than 
pretty much everyone else there. 
Oh and “PEGGLE 2!” We didn’t 
enjoy the Xbox One price reveal 
though… Ouch… 

40     JANUARY 2013

  



» I’M SO COLOGNELY

Highlights from Gamescom 
included confirmation of cross-gen 
transfers, as well as reveals for Fable 
Legends and Ico-alike Rime. Also, 
our own Matt SG got shouted at 
relentlessly by a strange old German 
lady at his hotel for at least 
45-minutes solid. FUN! 

August

FEATURE

Booker and Elizabeth will always be 

remembered for that bombastic finale.  

  91
%  

10 THE LEGEND OF ZELDA: 

THE WIND WAKER

Wii U

We um-ed and ah-ed whether or not to 

let The Wind Waker into the 2013 GotY 

club. It was, after all, first released on the 

GameCube over a decade ago back in 

2002. This Wii U rebirth, however does 

enough new, both by integrating the 

GamePad and by delivering the world we 

love so dearly in sumptuous HD, that it 

would be criminal not to see it here. 

  92
%  

09 LUIGI’S MANSION 2

3DS

The 3DS became a real powerhouse of 

quality this year, and Luigi’s Mansion 2 

should be seen as the marker for the 

beginning of its meteoric rise. 

Brimming with class, this unexpected 

sequel just keeps on giving, not least 

in the chuckle department. The year of 

Luigi may be coming to a close, but we’ll 

never forget how he managed, for one 

game only, to completely outshine his 

ne’er do wrong brother. 

  92
%  

08 POKEMON X&Y

3DS

A new Pokémon game appears! And 

what a Pokémon it is. Finally the series 

went all out and embraced 3D ’mon 

models, gorgeous sweeping locations 

and main character customisation. While 

retaining all the charm and instant 

playability of the previous franchise 

entries, X&Y managed to breathe new 

life into a much loved gaming cycle 

threatening to turn stagnant. We can’t 

say it was Onix-pected, though. 

  92
%  

07 BATTLEFIELD 4

PS4, XO, PC, PS3, 360

Not only has DICE’s 

explodey tour de force 

hammered a sniper bullet into 

the cranium of CoD this year, but its 

unrelenting ambition has seen it 

become the highest rated new-gen 

game of the entire launch collection. 

Levelution beats out canine tomfoolery 

every day of the week, while a new and 

improved Battlelog service ensures 

hardcore soldiers can stay connected 

wherever they roam. 

  92
%  

06 SUPER MARIO 

3D WORLD

Wii U

Unwisely dismissed by  

some as a halfway house between New 

Super Mario Bros and a ‘proper’ Galaxy 

type affair, Super Mario 3D World’s 

inherent excellence ensures it shoots up 

to the top of our Wii U essentials list. It’s 

Best of the rest
 Games are everywhere!

» BEST DLC
TINY TINA’S ASSAULT ON 

DRAGON KEEP – 

BORDERLANDS 2

The titular narrator’s game of 
Bunkers & Badasses made for not 
only the best DLC package of the 
year, but, dare we say it, the best 
DLC package ever. May every 
purveyor of digital content look 
on and learn!

» CLOSE CALLS

Far Cry 3 – Blood Dragon
Dishonored – The Knife of Dunwall

» BEST BROWSER 
GAME
CARD HUNTER

More tabletop antics fill out this 
category thanks to surprise hit Card 
Hunter. Essentially a CCG battler 
with RPG inventory slots and neat 
grid-based visuals. This free-to-play 
wonder is the perfect antidote to a 
cheeky lunchbreak dabble.

» CLOSE CALLS

Bombermine
Kingdom 

» BEST FREE-TO-PLAY 
GAME
NEVERWINTER

The Dungeons & Dragons MMO that 
tabletop RPG fans have craved. The 
in-built Foundry feature is a one-
stop-shop for wannabe digital 
dungeon masters. There’s a vast 
amount of content ready to roll in 
the main game regardless. A huge 
feat considering the lack of a 
subscription fee.

» CLOSE CALLS

Duel of Champions
Actual Sunlight

» BEST MOBILE GAME
JOE DANGER

A masterclass for devs of console 
hits thinking of porting their games 
over to touchscreens. Joe Danger 
captures the spirit of the original in 
this instantly playable and charming 
side-on racer. It looks fantastic too!

» CLOSE CALLS

Steve Jackson’s Sorcery!
Ridiculous Fishing
Plants vs Zombies 2

Weirdest 
game
» Mount Your 

Friends

XBLA
Take four oiled 
men, four pairs of 
speedos and a 
goat. Mix in a dash 
of comedy dangle 
physics and you’ve 
got yourself a 
party. A real steal 
at only 80p in the 
Xbox Indie 
Marketplace, too.

Facepalm 
of the year
» Xbox One 

reveal event

It was a close run 
contest for this 
one. The Walking 
Dead: Survival 
Instinct and Aliens: 
Colonial Marines 
were both in with 
a shout. But we 
have to give it to 
Microsoft’s 
botched Xbox  
One reveal event. 
They had a 
message to deliver 
and shonked it 
miraculously off 
court.

» PROS GO EVO

This years EVO fighting game 
tournament saw 1.7 million live-
streaming viewers tune in as 
Super Smash Bros featured for 
the very first time. Nintendo 
actually tried to ban SSB from 
featuring, though thankfully 
relented at the last minute. 
Smashing! 

July

SHOOTER
OF THE YEAR

BEST CO-OP

OF THE YEAR

  JANUARY 2013    41

  



03 TEARAWAY

PS Vita

What a year for the PS Vita! Not only was 

Sony’s handheld bolstered by a year’s 

worth of sizzling new titles, but to cap it 

off we’ve got this masterpiece from 

LittleBigPlanet creators Media Molecule. 

Using pretty 

much every 

possibility 

offered up by 

the Vita’s 

unique tech, 

Tearaway 

manages to 

encapsulate the 

innate creativity 

in all of us. Its 

magical brand of platforming is 

only possible on Sony’s 

machine too. Brings the PS Vita 

into the realm of the essential. 

  95
%  

impossible to sum up just how much 

joyful content is crammed into every 

last corner of Nintendo’s latest 

console shifter. We’ll say this, though: 

sofas all over the world are about to 

take a battering. 

  92
%  

05 PERSONA 4: 

THE GOLDEN

PS Vita

This was not just a remake of the 

PS2 original, rather an utter 

reworking of every minute 

detail. With updated voice-

overs and characters, new 

events and areas to explore 

and totally reworked cutscenes 

and musical scoring, The Golden 

became the reason to pick up a Vita 

for many. Everyone who plays it 

will come away with a cherished 

moment that they will take with them 

always. A true classic of the JRPG genre 

made timeless with this version. 

  94
%  

04 NI NO KUNI: WOTWW

PS3

We had to wait an age for this Japanese 

RPG to finally make the journey 

westwards, but a lengthy localisation 

process ensured it was proper tidy when 

it did. Co-developed by Level-5 

(Professor Layton, Dragon Quest IX) 

and Studio Ghibli (Princess 

Mononoke, My Neighbour 

Totoro), Ni No Kuni showed 

that there was life in the old 

genre yet. Our favourite 

feature has to be the 

menagerie of monsters punned 

up to the eyeballs with hilarious 

names. Tyke Myson was a stalwart. 

  95
%  

02 
 
THE LAST OF US PS3  .......................................................95% 
If any complaint could be levelled at the excellent 

Uncharted series, it was that the combat is often at odds with the story. 
Every choice you make in The Last of Us, however, makes perfect sense. 
Do you craft a health pack or a nail bomb? Do you engage the enemy or flee? 
These are not gamey choices, rather choices Joel would make if there really 
were fungal beasties hunting him down. Complimentary gameplay like this 
enforces what is already widely recognised as one of the most powerfully 
delivered stories in game history.

Heroes of 
the year
» Joel and Ellie – 
The Last of Us
Winning 
performances 
ensured Joel and 
Ellie became the 
year’s most 
memorable heroes. 
It’s not often a 
game is brave 
enough to leave 
things unsaid, so 
we salute Naughty 
Dog for the game’s 
incredible ending.

WTF 
moment of 
the year
» That scene – 
GTA V
Sparking moral 
debates around 
the globe was one 
particular scene 
starring Trevor 
Philips (which we 
won’t spoil here). 
It did a great job of 
suddenly forcing 
the player to face 
the reality of what 
they are doing. 
Not something 
you see often in a 
GTA game.

Villain of  
the Year
» Nook
We thought we’d 
escaped his real 
estate oppression, 
but no! The tanuki 
tyrant’s beady 
countenance once 
again oversaw our 
mini-lives in New 
Leaf, though this 
time he finally put 
some trousers on.

Best 
weapon
» High-
frequency blade 
– Metal Gear 
Rising: 
Revengeance
PC, PS3, 360
Raiden’s slick 
slasher might not 
have been 
everyone’s cup of 
meaty broth 
thanks to its 
unforgiving parry 
system, but 
coupled with the 
limb splicing 
Zandatsu 
technique the HF 
blade made for a 
sickeningly fun 
cut-fest. 

THE BEST OF THE BEST

FEATURE

» TURNING JAPANESE
The atmosphere at Makuhari Messe was 
more subdued than in years gone by, but 
Tokyo Games Show still threw up a few 
pleasant surprises. Chief among them were 
teasers for a new Gravity Rush game from 
Sony and a sleek new PS Vita slim version. 
Will it arrive on western shores? 
Onegaishimasu! 

» PIPE DREAMS
Valve gave us a potential sneak peak at the 
future of PC gaming with three back-to-
back announcements for SteamOS, Steam 
Controllers and Steam Machines. A new 
family sharing feature was also announced 
letting friends share their game collections 
with one another. 

» DOUBLE D
We’re used to Nintendo constantly iterating 
on its handhelds. They did it with the GBA 
and the DS umpteen times after all. But we 
can honestly say the 2DS came out of left 
field. It’s the console no one asked for, but 
may just end up providing knee high 
gamers a non health threatening invite to 
the Pokémon party. 

» STICK IT TO ’EM
Ken Levine walked away with the lifetime 
achievement award at this year’s Golden 
Joysticks, while GTA V predictably bagged 
Game of the Year. The Witcher 3 walked 
away with the Most Wanted prize, while 
The Last of Us also earned Naughty Dog  
no fewer than three separate sticks. 

OctoberSeptember

BEST NEW IPOF THE YEAR

BEST HANDHELD

OF THE YEAR

What Happened in 2013
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GTA V PS3, 360 ..................................................................................................... 99%
 

One question was unanimously asked when GTA V first arrived in 
the GM office. “Who needs next-gen?”

Rockstar crafted, with their now synonymous level of quality and polish, 
the most compelling open world cityscape ever seen in digital form. It’s 
the kind of game that other games invited to the New Year party just want 
to be around. Will it ever be topped? 2014 has its work cut out.

Upon receiving the GotY award, Rockstar sent us this message to 
share with you.
“A big thank you from the entire Rockstar team. We are absolutely thrilled 
GamesMaster have awarded Grand Theft Auto V game of the year 2013. We 
have been fans of the magazine for over 20 years which makes this award feel 
even more special for us.”

Personal Picks

 After the best 

part of a decade 

germinating, 

Nintendo’s 

long-overdue 

resurrection of 

Pikmin with Pikmin 3 

delivered the 

‘Nintendo magic’ in 

spades. Few console exclusives 

topped it in 2013 as it gave Wii 

U owners everywhere an 

excuse to dust off their 

consoles and get gardening.

 It’s a close call for 

me between State of 

Decay and Terraria, 

but the latter just 

takes it. Terraria 

packed all the 

craft-centric brilliance 

of Minecraft with the 

added mystique of 

lootable weapons and constantly 

surprising boss battles. The 

console version meant we could 

easily enjoy multiplayer sessions 

from the sofa, too. Cthulhu? 

Cthuloser, more like. Amiright?

 In the past I had 

always found Diablo 

quite an intimidating 

prospect, but the 

shift to consoles with 

their more accessible 

controls and same- 

screen multiplayer 

this year swayed me 

to give it a go and I haven’t 

looked back since. Now all of 

my evenings are spent hunting 

for fresh, sparkling loot and I 

can’t wait for the expansion.

» The other games that 
had us wishing this year 
would never end...

» NEW-GENBER

The rest of November was 
cancelled to make way for new-
gen, as PS4 and XO landed. We 
bagged all the biggest launch 
games in our review section this 
month, so head to p54 to check 
the scores early doors! 

November December

FEATURE

DANI’S

MATT’S

MATT’S

PICK

PICK

PICK

» CRIMBO CRACKERS

December hasn’t actually happened yet, 
but here are some early predictions. 
Luigi will make a guest appearance in 
the Downton Abbey Christmas special 
as a last gasp Year of Luigi finale. That 
beep tune from GTA V will make it to the 
Christmas number one spot. Oh, and 
Half-Life 3 will finally be announced. 
Surely one of those could happen? 
Right? RIGHT?!

» 2014 AND BEYOND!

We’ve so much to look forward to in 
the next 12 months of gaming. The 
Witcher 3, Watch Dogs, Destiny, 
Titanfall and The Division scream 
new-gen from the rafters, while indie 
gaming will get the long-awaited 
living room shot in the arm we’ve 
always wanted. Bring it on!
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GAME OF
THE YEAR

  



GRAPHICS ??%

GAMEPLAY ??%

ACCESSIBILITY ??%

LIFESPAN ??%

INNOVATION ??%

What it lacks in originality it makes up for 
with polished gameplay and engaging. ??

%

AVOID BUYTRY

 APPLES AND ORANGES GM review scores always compare like with like. For example, 
a free flash game that scores 95% is a brilliant example of a free flash game. But that 95% 
score should not be compared against a blockbuster shooter such as BioShock Infinite. 
That game is competing for greatness against others in its class and with a similar price tag. 

 0-39
Rubbish

Worse than a 

lump of coal 

on Xmas 

morning.

 40-59
Weak

Like 

unwrapping 

fifty pairs of 

socks.

 60-79
Okay

Comedy 

Xmas jumper 

you'll wear 

for a week.

 80-89
Good

Seriously 

strong 

stocking-filler 

material.

 90-100
Brilliant

A Christmas 

craker of the 

highest 

quality.

 Is the game a looker? Does it have state-of-the-art visuals or a distinct 
and attractive graphical style? Are the animations silky smooth?

 How well does the game come together? Is it blessed with that magical 
blend of storyline, atmosphere, mechanics, design and fun?

 How easy is it to get into the game, if you're a noob? A game that requires 
a lot of effort to unlock its true potential would suffer in this category.

 Will you get plenty of value out of this game? A game that holds your 
interest for a long time or has plenty of replay value will do well here.

 Does the game bring any new ideas to the party? Or does it recombine 
existing ideas in an interesting way? Or is it just a rip-off job?

 Here’s how it works…

Our scoring system

JUDGEMENT

Tell us on 
Facebook and Twitter!

SUPER MARIO  
3D WORLD

www.facebook.com/
officialgamesmaster

 and www.twitter.com/
gamesmaster

How 
excited  

are you about…?

Toad in  
a hole
» Don’t freak, but 
there are some 
levels where you 
can’t jump. Captain 
Toad’s star 
scavenges are 3D 
perspective puzzles, 
where you have to 
turn the entire level 
around on the touch 
screen to find the 
correct route.

Coin strain
» This coin block is 
pretty blatant, but 
others are invisible 
and can only be 
coaxed into sight by 
making a racket 
nearby – with a butt 
stomp, for example.
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I  
f Super Mario 3D World 

has a fault, it’s that the 

flag pole always comes 

into view too soon. The 

end-of-level marker is a 

towering, oppressive structure that 

can often be spotted from a distance 

as you zip through transparent pipes 

or cannonball across the air, and it’s 

always an unwelcome sight, for it 

signifies the end of the ride. That soon 

the rollercoaster will disembark and 

you’ll be dumped back to the level 

select screen to queue for the next 

attraction. When you reach the pole 

summit, it’s met not with relief but 

with a slight sense of longing.

If Super Mario 3D World has a 

fault, it’s that it follows the 

structure of its 3DS predecessor 

3D Land a little too closely, offering 

short, sharp stages that never 

outstay their welcome. The 

flagpole’s looming presence 

seems to catch even its 

designers unaware, as 

you can almost sense 

them scrambling to 

pack every last inch of 

platforming real estate 

with mischief and 

creativity before space runs 

out on them. Each stage 

hinges itself on something 

applicably different from the 

last, from cookie cogworks that 

creak skywards, forcing you to 

make death-defying leaps 

between the snapping piranha 

plants that live on them (the largest 

of which make the screen 

shudder when they snap their 

 Dead Rising 3

Are Microsoft just robbing 

graves or will we be 

groaning with delight? p54

 Need for 
Speed: Rivals

Will it take pole position 

on both platforms? p76 

 Killzone: 
Shadow Fall

A deadlier step above 

the danger zone. p64  

  100%

INDEPENDENT

MULTI-FORMAT

REVIEWS!

 Info
FORMAT Wii U 
OUT Now 
DEVELOPER 
Nintendo EAD  
PUBLISHER  
Nintendo  
PLAYERS 1-4 
PRICE £49.99
RATING 3

WHAT IS IT? Wii U 
exclusive follow-up 
to Super Mario 3D 
Land; a perfect 
fusion between the 
2D and 3D worlds. 

 Mario’s latest adventure is 
packed with purr-sonality 
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teeth), to psychedelic timing 

challenges where fluorescent 

blocks blink in and out of existence 

in time with the orchestral score. 

If Super Mario 3D World has a fault, 

it’s that when Mario swings off the pole 

at the end of each stage it feels like the 

level and the concept it was built on had 

so much more to give. Some fault that is. 

In an age where bloat and boring filler 

are a fact of life for most big budget 

titles, it’s refreshing to play a game so 

bursting with energy and ideas that it’s 

unafraid to leave the taste of more on 

the player’s lips. And ‘more’ is something 

that Super Mario 3D World ultimately 

delivers in abundance.

 Purr-sonal statement

Like every other modern Mario game, 

3D World is a slow burner. Mario doesn’t 

encounter anything tough enough to 

bristle his ’tache until World 8 at the 

earliest; before then it’s the usual 

gauntlet of grassy hills, icy plains and 

underground caverns, with concepts and 

enemies new and old gradually eased to 

the player on a stage-by-stage basis. If 

anything, Mario games in general could 

do with sinking their teeth into the player 

sooner, but you’ll barely notice that 

you’re burning through the first half of 

the game as quickly as a packet of 

Revels, because the stages are so 

fun-packed, manic and energetic and 

Mario is as joyful as ever to control. 

3D World’s version of our favourite 

pipe-botherer is a halfway-house 

between his previous incarnations, with 

the simplicity of his core controls harking 

back to Mario’s 2D days, but augmented 

with Mazza’s more varied moveset of the 

Galaxy titles. Long jumps and backflips 

open the way for complex acrobats – 

skills that prove essential when you 

return to well-trodden ground later on to 

score enough green stars (3D World’s 

equivalent to Star Coins) to jimmy open 

the locks on later fortresses.

As with 3D Land, World only truly 

comes alive once you’re deep into the 

post-game content. Here enemies and 

contraptions that seemed like quaint 

distractions in the opening few worlds 

are mercilessly merged together and 

remixed to form hellish assault courses 

that’ll munch through your life counter 

like they’re made of, well, Revels. (Other 

sweets are available – Ed.)

Many will be familiar to veterans –  

on-rails platforms that careen in the 

 Can you believe it takes an entire army of turtles, 
ghosts and sentient bullets to stop this pair?

King of 
Choco 
Mountain 

 Although it’s 
supposedly a 
co-operative 
game there’s a 
competitive 
element too. 
Scores are totted 
up at the end of 
each round and the 
player with the 
high score gets a 
natty crown for the 
next level. Get ’im!

Game of 
dethrones

 And get ’im if you 
can. If the king (or 
queen) of the hill 
takes a fall, you can 
scoop up their 
crown and take 
your rightful place 
on the throne. It’s 
entirely without 
purpose, but 
there’s something 
immensely 
satisfying about 
performing a 
bloody coup on 
your Uncle Ernie.

 Hat’s Entertainment

As is customary, Maz and the crew
have the biggest assortment of 
headwear this side of Lids. In 
order: Propeller Block, Cannon 
Block (fires out a steady steam of 
you-guessed-its) and Goomba Cap 
(sneak by goombas undetected).
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direction you’re facing, tiles that flip 

upside-down with every jump, requiring 

you to plan your next three moves in 

advance... But there’s also plenty that’s 

brand spanking new, from shimmering 

rainbow trapezees that force Mario to 

play the circus act, to ghostly 

floorboards that are completely invisible 

and only reveal themselves when you 

conspire to make a Bullet Bill explode 

over them. 

 Purr-vasive

New enemy types also capture the 

imagination, such as ‘Conk-Dors’ – 

condors that mash their beaks against 

the floor in a desperate attempt to end 

Mario, and tribes of ants that perform 

360 degree loops around the level’s 

architecture. Despite some strong 

competition the ‘Almost Too Cute To 

Fireball’ award goes to Bowser’s 

marching troops, resplendent in their 

military grab, who scatter in blind 

panic when Mario bounds on the 

scene to immolate them.

But of all the new elements, it’s the 

Cherry power-up that steals the show. It 

only appears on certain levels, and when 

Mario wolfs one down he asexually splits 

  



Floats 
amazeballs 

 The characters’ 
different abilities 
make for 
interesting 
multiplayer 
sessions where you 
delegate risky roles 
to other players. 
Peach’s floaty 
jumps make her a 
prime candidate to 
collect outlying 
goodies.

Start to mix and match these disparate 

elements, as later stages are keen to do, 

and you’ve got a Thwomp-hard challenge 

on your hands. While it’s easy enough to 

barrel through the levels, collecting all the 

stars needed for 100% completion is a 

formidable challenge that belies the 

game’s sugar-coated aesthetic. 

It’s impressive how Nintendo 

continuously design levels with multiple 

layers – where the central goal is 

peppered with tiny micro-challenges that 

push even skilled players to their limits. 

It’s all the more impressive when you 

sync up a few Wii remotes and realise that 

the obstacle courses also double up as 

hilarious multiplayer playgrounds where 

slapstick mishap reigns supreme. 

Think it’s hard enough jumping in time 

with the moody Grumblump block as it 

clunks haphazardly through a sea of 

lava? Crowd four humans round the 

screen and try to play rowing cox as half 

the Mushroom Kingdom attempt to time 

their jumps in unison. We promise you, 

your living room will be full of 

more curses than ancient Egypt.

 They both look waaay too 
happy about this.

 Light the blue (or rather purple) touch 
paper, get out of dodge and scoop up your 
prizes from the wreckage later.

into two. Pig another and you’ve got 

three, and so on until soon you’re 

directing a herd of pasta-scoffers 

around the screen in madcap scenes 

that bring to mind that famous old Mario 

128 demo. You control all the Marios 

simultaneously, and as the level goes on 

they gradually get pulled apart by 

circumstance until it’s the devil’s own 

work to try and shepherd them all into 

the same pipe without someone 

tumbling into the abyss in the process. 

 Purr-sephone

But since you only need to keep one 

Mario alive to complete the level, why 

would you bother? Therein lies the 

trickery: certain pressure pads need a 

set number of Marios to squat on 

them to activate, and this is the 

only way to harvest the level’s 

green stars (or the stamps, 

which can be used to decorate 

your Miiverse posts, and are 

deliciously addictive to 

collect).

MYTH 

#1

WE
SAY!

WE
SAY!

 Sniffing out the lies like the 
truffle hog of truth...

“THE MARIO GALAXY  
GAMES ARE BETTER”

 They’re not better or worse – 
just different. The Galaxy games 

are more far-out and push the 
Mario team to the limits of their 

creativity, but the 3D series is more 
faithful to the series’ heritage.

“MARIO GAMES ARE TIRED AND 
TRADE ON NOSTALGIA”

 Ha! Okay, so the New Super Mario 
Bros games might be a little bit  
by-the-numbers, but every 

single 3D entry in the series 
has had something new and 
exciting to add to the series.

MYTH 

#2

Myth buster
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Purrr-functionary
Quick as a cat

 Once furballed-to-the-nines, Mario and pals get a 

handy speed boost and they can also jump higher and 

further than before, too. As you’ll discover as you read 

on, it’s a stat boost Cat Mario doesn’t really need.

Shreddy brek
 Mario’s claws are made of steel it seems, as they 

can shred blocks into ribbons as if they’re made of 

sofa. They’re also the only way to spin paw-branded 

wheels that open up new areas of the level.

Claws on the doors

 Cat Mario’s claw attack has a great range, meaning 

you can launch pre-emptive attacks on enemies 

before they get within striking distance. Mario’s claws 

can even take out baddies resilient to stomping.

Climb time
 Cat Mario can climb up sheer walls, but only for a 

short time – after that he’ll lose his grip and slide back 

down whence he came. He can also shimmy down 

walls to collect otherwise inaccessible bonuses.

Pounce of flesh
 When airbourne, Cat Mario can pull off a pounce 

attack that clears great distance and knocks goombas 

for six before they can even detect your presence. 

Coin trails tempt you into daredevil acrobatics.

Pole prancing
 The ultimate example of the Cat Bell’s ludicrous 

over-powered nature? Cat Mario can climb straight 

up the end-of-level pole, earning him an ill-deserved 

yellow flag. That just ain’t right.

» Why everybody wants to be a cat

 The Prince Bully battle is 

hilarious. The idea is to tempt him 

near one of the transparent pipe 

intakes where he gets sucked in 

and is spat out as a compressed 

cylinder. It is only in this state 

that Mario’s bulbous butt 

will have any affect 

on him.

 Bossing It

Here’s a rarity amongst Mario 

games – the boss battles are 

actually something of a 

highlight. Our favourite is 

Hissocrat – a fire-breathing 

snake-type who makes the 

mistake of serving up climbable 

plates atop his many heads. 

Linger for too long, however, 

and he’ll munch through the 

plate – and you, too.

48     JANUARY 2014

  



 LIKE A KITTEN BOMBING 

THROUGH THE CAT-FLAP 

WITH A HALF-PARALYSED 

MOUSE IN ITS GOB 

 The extra firepower is appreciated, but best of luck getting this  
impish quintet up those stairs.

 The weird-shaped, throwable goombas from Super Mario World are back. 

Not all of the new additions are 

smash hits. It’s probably not a 

coincidence that 3D World is at its 

weakest when it’s attempting to leverage 

the GamePad’s touchscreen, in fleeting, 

token moments that add little to the mix. 

Mario platformers are built on precision 

and there’s nothing precise about lifting 

your fingers from the controls to raise or 

lower platforms, or to wedge open sliding 

doors in a Japanese temple to reveal 

coins (or, just as likely, a goomba). These 

sections feel shoehorned in and lack the 

clockwork flow that defines the rest of the 

series – so it’s for the best that they’re few 

and far between. The best use of the 

touchscreen actually is the 

ability to slow down free-falling 

platforms or stun charging 

enemies by giving them a cheeky 

prod – a skill that’s of limited use in 

single-player but comes into its own 

when you’re trying to rescue hapless 

stragglers in multiplayer sessions.

 Prince of Purr-sia

We weren’t as keen on the Cat Bell 

power-up as we thought we’d be, either. 

Over-powered pick-ups are a way of life 

in Mario games, as anyone who has 

soared over half of Super Mario Bros 3 

can attest, but once you don your cat 

onesie you’re practically an unstoppable, 

tortoise-shredding machine, capable of 

pawing to death anything that dares 

blunder into your path – while death-

defying jumps become noticeably less 

hazardous when you’ve got the safety 

net of a set of claws that lets you scale 

sheer cliff edges, letting you scamper 

back up to safety.

But if the Cat Bell power-up is flawed 

then it’s an adorable kind of flawed, like 

a kitten that has big, wide eyes but a 

propensity to shred your furniture into 

ribbons. Even by Nintendo’s saccharine 

standard, Mario and the gang are 

heartbreakingly cute when they’re 

felined-up – from their desperate 

clawing animations when they lose their 

grip on a cliff face to the way they 

scamper around the ground on all fours, 

every second you spend as a cat is like a 

big long everlasting belly rub. 

Like a kitten bombing through the 

cat-flap with a half-paralysed mouse in 

its gob however, Cat Mario does drag 

 Loves

From climbing 
challenges to ball-
throwing contests, 
they’re a great way 
to spice things up.

Challenge 
houses

Grand, orchestrial, 
whimsical and care-
free all at once, 3D 
World has a god-tier 
soundtrack.

Every stage has 
been designed to 
allow for optimum 
multiplayer 
chicanery.

Series-best 
music

Multiplayer 
chaos

  Hates
Free-roaming 

level select
You can move freely 

on the level select 
screen now. It adds...

absolutely nothing!

Unimaginative 
settings
Lava world, ice 
world, yawn world 
– Super Mario 3D 
World is too eager to 
fall back on cliches.

some of 3D 

World’s 

murkier moments home 

with him. There are certain 

green stars that can only be 

obtained with the suit, which is 

a very un-Mario piece of design 

– in previous titles, where there 

was a will there was a way, no matter 

how you were dressed. It’s symptomatic 

of some sloppy design that can 

occasionally bubble to the surface 

 Horses for courses

Each of the four playable characters have

different attributes: Mario (Mr Average), Luigi

(floaty high jumps), Toad (can’t jump for toffee,

but fast) and Peach (can float in mid-air via

petticoat power). It’s the same line-up as Super

Mario Bros 2 on the NES, if you’re old enough to

remember when all of this was trees.
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 Aunt Plessie

Meet Plessie – a weird dino thing whose instant

reaction to being mounted is to slide belly-first

through the level at great speed. He’ll happily topple

over a cliff edge given half the chance, so it’s up to

you to steer him out of danger. You can slow him 

down thankfully, but you’ll need to go at full pelt if

you want to collect the green stars along the way.

 Look at the goombas in their little spiky 
rubber rings! This game’s too much.

» And yet there’s more...

Shoe-in 
In a cheeky nod to Super Mario 3, you 
can rob these ice-skating goombas of 
their footwear and go for a skate.

King of the Mini Coopers 
Bowser’s become a bit of a transport 
magnate, it seems – he’s got everything 
from muscle cars to Bullet Bill trains.

Shadow Complex
You encounter Bowser early on in this 
shadow-y underground cave. He’s as 
fearsome as ever, it seems. And yet...

Super Mario 3D World’s playfulness is 

most keenly felt as the game draws to a 

close – while 3D Land leaned too heavily 

on strict time limits and Shadow 

bloomin’ Mario to ramp up the difficulty, 

3D World finds more creative ways to 

tax, with its many gimmicks, concepts 

and moving parts coalescing together to 

form some memorable set-pieces. By the 

game’s end, that nagging sense of 

longing will have gone and you’ll be left 

to reflect on a superbly crafted 

platformer that makes full use of all the 

fantastic toys it has at its disposal. 

It’s not a game that’ll single-handedly 

save the Wii U, but it is a typically 

brilliant, typically Nintendo experience 

– and one that’ll live in the memory long 

after the final flag pole has disappeared 

from view. ALEX DALE 

– quite a few Stars require a leap of 

faith to uncover, which leads us to 

wonder if there is some cross-pollination 

with New Super Mario Bros 2’s ‘rookie’ 

team of fresh-faced level designers – as 

that’s the only other Mario game we can 

recall that had this problem.

 Purr-gatory

If there is, then those designers have 

come a long way in a short time, as on 

the whole this is a strong, vibrant and 

imaginative entry in the mainline series. 

But is it a better game than the 3DS’s 3D 

Land? You could argue against it, as the 

compact design is a more natural fit for 

a handheld console, and the loss of 

stereoscopic 3D – that much maligned 

feature now seemingly being written out 

of history – is keenly felt when you’re 

lining up jumps on a chain of goombas. 

But for our money 3D World is a bolder 

and braver game that at times shows 

Galaxy-levels of ingenuity and makes its 

3DS predecessor look stuffy and 

conservative in comparison.

A. Quite an 
assortment. 
On top of 
the cat-bells 
and cherries, 
you’ll find 
tanooki leaves, 
fireflowers 
and mega-
mushrooms.

A. Yup – the 
silver tanooki 
block of shame 
will appear 
after a few 
consecutive 
deaths, offering 
invulnerability 
and permanent 
flight.

Q. What 
power-ups 
are there?

Q. Does the 
game ofer 
any help on 
hard levels?

JUDGEMENT

 It’s not a purr-fect 10, but you’ll mew  
with pleasure all the same.

92
%

GRAPHICS 86%

GAMEPLAY 96%

ACCESSIBILITY 93%

LIFESPAN 93%

INNOVATION 91%

Steer me 
now
» In multiplayer, all 
the players have to 
steer left and right 
and jump 
simultaneously to 
maximise Plessie's 
stodgy movements. 
It’s a great twist that 
gets right to the 
heart of what Wii U 
is all about – 
hilarious multiplayer 
sessions where 
players have to 
communicate 
verbally to suceeed.
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Q
What were your initial aims when 

you began working on

Super Mario 3D World? 

A
YK: It’s been over 15 years since 

I started developing Mario games. 

I was always thinking about a return to 

NES type games, played with family 

and friends. We had a Co-Star Mode in 

Super Mario Galaxy, but we wanted the 

new generation of consoles to take 

multiplayer gaming one step further. 

It was fitting that after an adventure 

through space would come an 

adventure with friends.

KH: I was thinking about making Super 

Mario 3D World on Wii U from the time 

that we were developing Super Mario 3D 

Land. I’m glad that we were able to 

include the multiplayer.

Q
What challenges did the 3D 

multiplayer throw up? 

A
KM: One challenge was that all of 

the characters would be moving 

around in different directions in a 3D 

space and we needed to design a camera 

system that would keep them all on 

screen together. We also tried to make it 

so that the gameplay could rapidly 

switch between cooperative and 

competitive play depending on the 

situation, like in the original Mario Bros. 

game on the NES.

Q
How do you come up with new 

ideas for power up items? 

A
KM: We’re always testing lots of 

different new ideas. The Cat Mario 

power-up is a combination of a test done 

by a designer of running about on four 

legs and a separate test done by a 

planner of climbing up walls. Double 

Mario started from a mistake where a 

planner accidentally placed two Marios 

at the same time.

Q
Now that Miyamoto-san has taken 

a more back seat role, do you feel 

any pressure having such an iconic 

character(s) in your hands? 

A
YK: It’s a great honour to have 

people all over the world play your 

games and there is a lot of pressure to 

maintain the quality of the brand. 

However, both Miyamoto-san and 

myself have an attitude of being happy 

to make any changes that would make 

the game more fun, without considering 

any new idea taboo.

KM: Miyamoto-san has given us a lot of 

advice both about the features we’ve 

implemented and those that we plan on 

implementing so I never really felt 

worried at all.

Q
What do you believe are the 

untouchable essences of a

Mario game? 

A
YK: Mario games have always used 

the unique features of that era’s 

hardware to bring new surprises to 

players. 3D was the unique feature that 

the Nintendo 64 brought, but you can’t 

get the player to really feel a connection 

with the game just with unique and 

novel innovations. 

Even if the quality of the graphics 

and sound has changed, we try to have 

things that stay unchanged like the 

controls and the feeling when you jump 

or break blocks, how painful traps are, 

the visual design that just makes you 

want to jump on enemies and the 

fanfare that plays when you make it to 

the end of the level. These help people 

of any age group to instantly feel that 

it really is a Mario game.

KH: I think that the important thing is 

making sure that the player knows what 

they are supposed to be doing at any 

given moment, this has been true ever 

since the first Super Mario Bros game.

KM: It’s also extremely important that 

players can emotionally connect to the 

game whether it’s making you scared, 

you’re enjoying the cute design or if you 

are just having fun.

Dev

Q& A

 Team GM speak to Team Mario to find out how this gorgeous 3D world was built…

Kenta Motokura, Director                 Koichi Hayashida, Director               Yoshiaki Koizumi, Producer
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I  
ts worlds are things of 

beauty and the 

soundtrack stirs up 

emotions few games on 

any platform can manage, 

but – and it breaks our pieces of heart 

to say this – A Link Between Worlds is 

one of the weakest Zelda games since 

the shameful Philips CD-i days. 

Before you pull on your Pegasus boots 

and sprint away, know this: even on its 

off days a Legend of Zelda adventure is 

still capable of eclipsing most other 

adventures, and A Link Between Worlds 

doesn’t break that rule. But as a sequel 

to one of the greatest games ever made 

in A Link To The Past, Nintendo’s latest 

Hyrule outing invites cruel comparisons 

that it struggles to live up to.

The blueprint is no different to that 

of the 1991 original: Link (now a 

blacksmith’s apprentice) is forced to 

travel between two worlds to rescue the 

descendants of the Seven Sages. And 

apart from a name change (the Dark 

World is now called Lorule to better 

 Stuck in the middle with indifference…

 Info
FORMAT 3DS 
OUT Now 
DEVELOPER 
Nintendo  
PUBLISHER  
Nintendo  
PLAYERS 1
PRICE £34.99
RATING 7

WHAT IS IT? Long-
awaited follow-up to 
the classic SNES 
adventure The 
Legend of Zelda: A 
Link to the Past.

emphasise its inverse relationship with 

Hyrule) a lot of the map will be instantly 

familiar to gamers with even a basic 

knowledge of the first game. 

Just being back in that game world 

is fantastic, especially now that it’s 

rendered with gorgeous 3D effects. 

Sadly, the dungeoneering is a Triforce 

short of the, er, full Triforce…

 Picture imperfect

Two new innovations come in the form 

of wall-merging and item gathering. The 

first involves Link morphing into a chalk 

drawing and slipping through the cracks 

between worlds as well as sidling on 

through prison bars and across chasms. 

Far from revolutionising the puzzles, we 

can count the number of innovative 

moments built around these Flat Stanley 

sections on one hand.

The second lets you snaffle up all the 

gear (except from the sand rod) inside 

the first hour by renting items from a 

shop, meaning that most of the map is 

The Legend of Zelda: 
A Link Between Worlds

accessible inside 90 minutes. It means 

exploration is open-ended and you 

can pick your path through the game, 

but because Nintendo have little 

control over the items you do and don’t 

possess at any given time (and if you die, 

rented items are stripped out of your 

inventory), almost every dungeon is built 

around one single item rather than 

having puzzles that combine multiple 

bits of gear hidden in the depths 

of your satchel.

Both dungeons and bosses 

suffer as a result – some 

might call the challenges 

pure, but we’d argue that 

they’re just plain simplistic. 

Which is a travesty given that 

there are gear upgrades and 

extra items galore that could 

have been used as the starting 

blocks for more complex puzzles, 

which are simply left as optional 

extras to collect post-credits.

Dimension 
hopping
» The overworld’s 
3D effects are lovely 
(sorry 2DS users!) 
but the occasional 
cutscene dumps the 
top-down camera 
for proper ‘three-
dee’ animations that 
jar with the rest of 
the aesthetic. 
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 Loves

One of our 
favourite gaming 
worlds beautifully 
redesigned for a 
new generation.

Hyrule/Lorule

Streetpassing 
fellow players 
sees Shadow Links 
invade for bounty-
hunting fights.

Pass it on

  Hates
Bosses

Apart from a couple 
of them, they’re 
super-easy and 

can be beaten with 
cheap tactics.

Renting gear

Wall-walking

Ninty’s attempt 
at non-linear 

progression doesn’t 
quite work.

It’s fine, but the 2D 
puzzles should have 
been standout wow 

moments. 

 Find lost Maimai creatures and their Birdo-
esque mum will upgrade your gear. Yes, really. 

 Okay, so the world-bridging 

animation isnÕt the best, but few 

thrills beat slipping through a 

crack in the wall and moving 

from Hyrule into Lorule. The 

dual-world setup is still 

exciting and LoruleÕs 

monsters are harder 

than Batman.

 Nabbit-wannabe Ravio rents you 
items you need to progress and 
takes them back if you die.

And you’ll see those credits early. 

Our game clock displayed a measly 12 

hours and change at the end. With some 

collectibles still left uncollected, 

admittedly, but not that many. 

Brief, simple and slightly hollow, it’s 

lovely to be able to revisit the A Link to 

the Past world in its most beautiful 

incarnation yet, but just don’t expect 

another classic that we’ll also be talking 

about with fondness 22 years from now. 

MATTHEW PELLETT 

JUDGEMENT

 A gorgeous sequel to ALTTP, but one that 
trades on nostalgia more than its own strengths.

79
%

GRAPHICS 92%

GAMEPLAY 83%

ACCESSIBILITY 78%

LIFESPAN 80%

INNOVATION 81%
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uring the opening 

weeks of a new 

console’s life cycle, 

when games try new 

things, we’re inclined to 

go along with the ambition at their 

hearts as we await steadier, more 

experienced hands to smooth over 

the occasional cracks. 

In some ways, then, Dead Rising 3 is a 

typical launch game. It’s got more than its 

fair share of problems, but at its core is 

an idea filled with so much potential for 

zombie eviscerating enjoyment that we’ll 

go along with it anyway. The problem is 

that Dead Rising 3 is not a new IP. In fact 

the same old niggling issues that just 

about failed to totally sully the zombie 

 Fetch quests abound, but left to your 
own devices the world is still a blast.

 Is Capcom’s latest par for the corpse?  

 Info
FORMAT XO 
OUT Now 
DEVELOPER 
Capcom  
PUBLISHER  
Microsoft  
PLAYERS 1  
(2 online co-op)
PRICE £44.99
RATING 18

WHAT IS IT? Third-
person, open-world 
sequel brimming 
with zombies and 
crazy weapons.

Ram bam, 
thank you 
mam
» As he’s a 
mechanic, Nick 
Ramos can build 
weapons anywhere 
in the world. This 
new found freedom 
suits the open-world 
setting down to the 
ground, letting you 
improvise with 
unexpected results.

Dead 
parking 
space
» While not nearly 
as agile (nor as well 
animated) as some 
free-running 
characters out 
there, there’s a lot of 
fun to be had 
getting Nick from 
place to place. Using 
cars as islands of 
safety among the 
hordes can be 
intense.

Dead Rising 3

 Friendly fire

Some side quests reward you 

with survivors, who you can take 

with you as AI companions 

throughout the game. Sadly they 

are often more hassle than they are 

worth, as some missions require 

you to be alone to activate.

game. Make your way past 

the bombastic 

introduction and you’ll 

find Los Perdidos a much 

more open city space 

than previous 

protagonists West and 

Greene could have 

imagined. 

It’s 72 hours since the 

zombie outbreak first, 

um... broke out... and 

Ramos is already part of a 

small group of survivors when 

we meet him. As a character he’s a 

blank slate. He has neither the reluctant 

hardness of Chuck Greene nor the 

cocksure attitude of Frank West. He 

slaughtering experience the first two 

times out resurface. This time, however, 

they’re joined by several more less 

forgivable problems.

 Zombie by numbers

One thing that Dead Rising 3 does do very 

well is get you straight into the action. 

From the very beginning you’re tasked 

with taking fresh-faced protagonist Nick 

Ramos across a crumbling plane-struck 

highway brimming with shuffling 

cadavers. We say brimming literally 

there, too. The vast number of zombies 

filling every street, alley, rooftop and 

storefront is the first and greatest 

indication that you’re playing a new-gen 
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 Dead serious

Worry not Dead Rising veterans. 

This third entry is every bit as off 

the wall as its predecessors. It 

might look grim, but you can still 

dress up as a spandex clad super 

hero and batter zombies with 

giant foam hands on springs.

 Dead Rising is still at the forefront  
of cutting edge fashion.

bounces off other characters in the 

world, helping their bizarre personalities 

stand out all the more through the lack 

of his own. Once the town is locked 

down by shady government types it’s 

the classic zombie trope of getting to the 

plane in a bid to escape, with the added 

sprinkling of an unknown dodgy past 

catching up to you.

The game is split across Story and 

Nightmare modes. The first allows for 

those unweaned on the series’ time 

sensitive structure to enjoy the world at 

their leisure. Side missions and boss 

encounters still crop up with little timers, 

and will disappear for good if you don’t 

head over and initiate them in time. But 

Psychopath boss fights abound, though they’re 

not nearly as hard as those found in previous 

titles. One favourite is a genuinely disgusting 

pig-lady stuffing her face with more chicken 

wings than is healthy. Other highlights include a 

kung-fu master with family issues and a gimp 

with a flame-throwing penis gun. Don’t ask.

Pwning Los 
Perdidos

these gauges deplete very 

slowly, so there’s rarely a 

toss up between two different 

chunks of content. You’ll have 

plenty of time to see everything 

the game has to offer in Story 

mode. Purists will be glad to hear 

that Nightmare mode is the exact 

opposite. The little white bars to the 

left of your screen diminish at an alarming 

rate and right from the outset you’re 

forced to make tough choices. Do you head 

across the map to tackle that boss? If you 

do, will you make it back in time to rescue 

that survivor? Overarching all of this is the 

constant countdown to the city’s 

destruction. It’s an intense 
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 Sorry guys, there’s only space for 
three in the back.

experience, which sits perfectly 

within the grab, bag and tag 

crafting system.

There are menus to peruse when 

considering what to build as you 

attempt to fight off the billowing hordes 

of zombies out there, but you’re 

rewarded for keeping your eyes open. 

Looking around, finding blueprints and 

crafting weapons on the fly (goodbye 

workbenches!) ensures you never 

know what pleasing madness lies 

around the corner. With such a vast 

array of hilarious weaponry on offer 

you’ll never find yourself sticking to a 

tried and tested favourite either.

 Maimcraft

Just when you think you’ve found a 

weapon that will get you through the rest 

of the game another discovery comes 

your way. Start out with a katana and 

you’ll soon prefer it when gaffa taped to 

the end of a garden rake. We took a light 

pole around with us everywhere, until we 

came across the laser sword combo. 

Weapons lockers ensure you’re always 

able to find previously built weapons 

quickly too, though in balance-restoring 

limited quantities.

The same level of satisfaction can’t be 

claimed of the vehicles. They handle like 

they’re made of LEGO and make longer 

traversal sections, like getting from one 

side of the city to the other, a 20-minute 

long exercise in frustration.

But DR3’s fun is hard to surpress. One 

illustrative moment saw us perched atop 

a truck armed with only a fistful of roman 

candles, some household cleaning agent 

 Shock gear

Vehicles handle like a

man-sized pack of tofu being

pushed along a gravel drive. 

Unreliably. They do explode with 

pleasing frequency, though.

 It may not have been as 
open, but Fortune City packed 

a lot more personality. The 
lunatic situations felt 

more suitable there, too.

WORLD
 Getting from one side of the 

city to the other gets tedious 
towards the end. We were 

gagging for a bit of State 
of Decay style openness.

 Having to trek back to a 
workbench every time you 
wanted to craft meant you 

could miss out on some 
of the best combos.

WEAPONS
 Crafting everywhere 

is great fun, especially 
when you’re forced to make 

do with whatever’s 
at hand.  

OVERALL
 Flawed, yes. But also 

memorable, iconic and 
challenging. With a few 

tweaks it could have 
evolved into greatness…

 …but while some issues 
have been improved upon 
over the intervening years 

many have been left  
to fester. 

Storyline
 It may have been laughably 

trite, but Chuck Greene’s 
relationship with his Zombrex-

requiring daughter was 
memorable stuff.

 There’s some plot buried 
under there somewhere, but 
we can’t see it for corpses. 

Some tasty cameos do 
feature, though.

 Dead Rising 2
Capcom 2010

 Dead Rising 3
Capcom 2013

 How does Ramos’s slaughter-fest stack up to

Greene’s shopping mall bonanza?

VS

and a fire axe about to fall apart. It was 

night time, which means, as series vets 

will no doubt know, zombies are stronger, 

hungrier and superior in number. We 

needed to reach the other side of the 

thoroughfare, where we could see a 

motorcycle capable of getting us the rest 

of the way to our destination. 

What followed was a near zen dash, 

wherein we planted a roman candle in 

one zombie’s head, drawing the 

attention away from ourselves, 

chomped on some discarded fish and 

chips to top up our health bar, then 

lobbed our axe into a bee hive-headed 

mutation which exploded to take out 

several other nearby zombies. As we 

dashed towards the bike we saw a 

steamroller to hand too. Just as we were 

being surrounded we managed to craft a 

flame spewing RollerHawg. We jumped 

on and wheel spun around to take out 

every shuffling carcass within our new 

vehicle’s flaming distance. Emergent 

moments like these are what open-

worlds are all about and Dead Rising 3 

provides them in abundance.

It’s a shame that the world and its 

denizens are so grim to look at. 

Concessions have to be made, no doubt, 

to allow for such a vast number of 

zombies to appear on screen, but get up 

close to anything in the game, even main 

character Ramos, and you’re eyeballs 

are invariably greeted with blurry filth. 

Characters’ eyes glaze inhumanly, while 

skin looks plastic and unreal. Like a 

pox-ridden blanket wrapping the whole 

visual package, the dull tertiary palette 

is harmfully oppressive and at odds with 

the barmy tone of the rest of the game. 
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 Some people get a little 
too excited during the 
January sales.

 Welcome to Los Perdidos…

Ingleton
The rough end of town. Ingleton was 
built up in tacky Americana style then 
became the poorest of the districts.

Sunset Hills
Lush mansions and decorative 
parkland are clues to this area’s 
upscale class pre-outbreak.

Central City
Perhaps the more Dead Rising-y of 
Los Perdidos’ districts. Central City 
is rife with outlet stores.

the word ‘back’ from somewhere. This 

happened more than once. Worrying, to 

say the least.

Better is the inclusion of SmartGlass 

functionality. This is an entirely optional 

second screen element which allows you 

to answer calls from in-game characters 

using your smartphone or tablet. It’s 

kooky but unobtrusive.

In some ways Dead Rising 3 doesn’t 

feel like a sequel at all. It’s a sloppy, 

loose and ugly looking game, lacking the 

finely tuned foundations of most games 

in their third iterations. Its problems, 

though many, can’t totally disembowel 

all of the fun to be had dicing up 

zombies with steadily more bizarre 

weaponry. Capcom haven’t managed to 

clean the blood of this flawed diamond. 

In some ways they may even have 

tarnished it further. But a diamond it 

remains. MATTHEW SAKURAOKA-GILMAN 

CAST LIST

Nick Ramos

Endlessly baffled 
by the psychos 

surrounding him. 
Likeable but 
forgettable.

Diego

A childhood friend 
of Nick’s. A jarhead 
that goes loco. In 
a space suit… You 

heard.

JUDGEMENT

 It may shuffle along technically but there’s no 
denying the fun to be had in Los Perdidos.

75
%

GRAPHICS 70%

GAMEPLAY 77%

ACCESSIBILITY 79%

LIFESPAN 78%

INNOVATION 70%

 Despite some fan-serving 

cameos, the best bit has to be the 

bombastic starting sequence. As a 

flaming passenger flight crashes 

into a Los Perdidos highway, 

you’re tasked with reaching 

the far side using 

everything at your 

disposal.

Unwelcome bugs surface as well. Some 

harmless, such as items randomly 

floating at head level, but at least one 

during our playthrough was a game-

breaker. It forced us, after 15 hours of 

play, to restart the whole game over 

again. With these factors in mind, Dead 

Rising 3 is not the game you will use to 

show off the capabilities of your shiny 

new Xbox One.

 Stout shout

Some of the new XO-centric features 

introduced don’t really float either. 

Fudgy Kinect functionality would be 

laughable if it wasn’t passed off with a 

perfectly straight face. Psycho bosses 

can be taunted by shouting set phrases 

such as ‘calm down’ or ‘go away’ at them 

at certain times. Aside from making us 

incredibly popular in the otherwise fairly 

quiet office, it feels like a tacked on 

feature. It’s hard to imagine anyone so 

riled up and excitable that they’ll have 

fun actively shouting set phrases at their 

telly during a boss fight. 

Kinect can also be used to access 

some, not all, menus and to pause the 

game. At one point we paused to put the 

controller down and make a cup of tea. 

We watched as the game erroneously 

unpaused, putting Ramos in peril, 

because Kinect had somehow picked up 
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orza 5 is not as good as 

Forza 4. There, we’ve 

said it. After days spent 

with Xbox One’s 

undoubtedly beautiful 

racer, we loaded up Forza 4 and 

confirmed what’s missing from the 

new game. Vitality. Speed. 

Exhilaration. Forza 4 itself could 

be criticised for being too sterile, 

but next to the new game, it’s a 

proper bad boy, wearing ripped 

denim and doing donuts in the car 

park. What’s going on?

The main problem lies in the core 

simulation. One of the two games must 

be wrong, because Forza 5’s cars slide 

everywhere. They understeer going into 

corners, they oversteer midway 

through… they have so much inertia, you 

could feasibly simulate the gameplay by 

running with a laden supermarket 

trolley and trying to stop before you 

crash into the frozen section.

The result is a gameplay experience 

that is all about the precarious balance 

of a car being driven at the very limit 

of its capabilities. The optional assists 

will soften the difficulty to varying 

 Slip-sliding its way into a new generation

 Info
FORMAT XO 
OUT Now 
DEVELOPER Turn 10  
PUBLISHER  
Microsoft  
PLAYERS 1-2
PRICE £49.99
RATING 3

WHAT IS IT? A 
racing game that 
aims to provide the 
most realistic 
simulation of driving 
ever committed to 
disc. And lens flares, 
it would seem.

Almost every event has an online 

leaderboard, although if you want to 

see your name at the top, you’ll need to 

hit X post-race and challenge ghosts of 

other gamers without other cars on the 

track holding you up.

The ghost cars are real people, but 

the cars in races are not simply CPU 

drones. The nice voiceover lady in the 

menu screens proudly informs you 

when you start that there are no AI 

drivers in Forza 5. They’re all 

‘Drivatars’: cloud-processed 

simulations of real people caculated 

using their single-player data.

It sounds great, but the reality is 

currently imperfect. These simulated 

drivers do make believable mistakes 

and lunges (please mind our 

Ferrari’s paintwork!), but they also 

brake in unlikely places and drive off 

onto the grass halfway down Hangar 

Straight for no obvious reason. 

They’re bound to improve, but they’re 

not quite there yet.

The game is undoubtedly made far 

better by the inclusion of Top Gear 

presenters, Clarkson, Hammond and 

May. They introduce every 

degrees, but if you don’t like the idea 

of wrestling with a car that’s constantly 

on the ragged edge of control, this 

game is not for you. Yes, even though it 

looks this good.

Oh, but it does look incredible. The 

60-frames-per-second action rendered 

at 1080p with insane texture resolution 

is, at times, astonishing. The top of the 

hill after Eau Rouge at Spa looks so 

convincing, your brain will give up and 

accept the signals streaming from your 

retinas as reality. It’s a fleeting few 

seconds of absolute perfection, but it 

bodes very well for the future of the 

new generation.

 Captain Slow

Sometimes the graphical effects can go 

a bit too far over the top, filling the 

in-car view with gorgeous sun flares so 

bright, you’ll feel like asking someone to 

pass your sunglasses. Until you realise 

it’s… y’know, ‘just the telly’.

Xbox Live is integrated into the entire 

experience, informing you of your 

closest rival on every lap, moving to the 

next once you’ve bested him/her. 

Forza Motorsport 5

City slicker
» The view coming 
down the hill in 
Prague is out of this 
world. Or, more 
accurately, in this 
world. In Prague. 
Look, the point is, 
draw distances like 
this confirm the new 
generation is here.

Model 
behaviour
» Bodywork dents 
dynamically, but 
you won’t be able 
to tear a whole 
corner off like you 
can in a game such 
as GRID 2. The game 
expects you to 
behave properly, 
so don’t expect any 
amazing crashes 
compilations on 
YouTube any 
time soon.
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 Loves

Rotate the camera, 
add filters… it’s 
like next-gen 
Instagram.

The photo 
mode is uh-
may-zing

Full of life and 
spectacle, we 
want more tracks 
like this.

The new 
Prague circuit 
is brill

  Hates
Denting 

our car’s 
bodywork

The option of 
buying cars

Just try to finish 
a race unscathed – 

bet you can’t.

If a game costs £50, 
we don’t really want 

microtransactions 
in there too.

 Is this the real life?

This is the moment at Spa

that looks absolutely perfect 

when you play it. Perfect 

lighting, textures and 

movement. Wonderful.

JUDGEMENT

 Impossibly smooth and good-looking, it’s just 
a shame it doesn’t play as well as Forza 4.

73
%

GRAPHICS 93%

GAMEPLAY 56%

ACCESSIBILITY 35%

LIFESPAN 96%

INNOVATION 25%

 Strike!

It’s not all racing in Forza 5. 
Top gear daftness will see you 
knocking over bowling pins to hit a 
high score, or you’ll be asked to 
slalom through cones for a lap. 
Much harder than it looks.

championship theme with abundant 

passion, wit and knowledge. What a 

shame the actual game feels more like 

Top Gear circa 1987: a worthy but 

too-straight-laced approach to 

motoring. And one that focuses far 

too much on cars that weren’t designed 

for racing.

 Slip-slidin’ away

Perhaps in an effort to make the 

experience more heart-pumping, the 

in-game soundtrack is a constant 

crescendo of orchestral anxiety. 

Think MotorStorm Apocalypse 

providing the CD mix for the weekly 

grocery run. It’s completely at odds 

How much fun?How much fun?
 The new generation of fun is hereÉ

Driving Nikki Lauda’s 1976 Ferrari

Saving up for Lauda’s 1976 Ferrari 

Knocking over bowling pins

The Bathurst straight at 200mph

1 2 3 4 5 6 7 8 9 10

NO FUN TOO MUCH FUN

with the hatchback you’re pootling 

around in.

The few things Forza fans really 

wanted, such as night races and wet 

weather, have been left out, as have 

some existing fan-favourite tracks, 

making this a very one-note and 

repetitive experience.

Forza 5 is not a racing game. It’s a 

driving simulation that has races in it. 

These races are not as thrilling as 

those of Forza 4, let alone GRID or F1 

2013. So unless you’re convinced that 

the astonishingly pretty graphics and/

or attention to automotive detail are 

absolutely worth your money, there are 

other racing games around that play a 

lot better. JUSTIN TOWELL 

JANUARY 2014    59

  



A
 

Kinect showpiece turned 

controller-based 

blockbuster, Ryse was 

developed with lofty 

ambitions circling its 

greaves: establishing Microsoft’s very 

own God of War rival. And though, 

when the Coliseum dust finally 

settles, Microsoft will still be without 

a game to rival Kratos’ fantastical 

Grecian tragedies, Ryse could and 

certainly should be the start of 

something incredibly promising.

Gorgeous to admire and a laugh to 

take online thanks to a robust co-op 

Coliseum mode, Ryse’s one major flaw is 

a killing blow to the entire experience: 

its action is brutally repetitive and 

almost wholly unremarkable. Combat is 

plodding and clunky, with nearly every 

fight from beginning to end following 

one pattern: shield bash (Y), sword 

strike (X), sword strike (X), shield bash 

(Y), sword strike (X), sword strike (X), 

execute (RT).

Occasionally you’ll need to counter an 

attack using A, and once in a blue moon 

you might even have to evade with B. As 

for the heavy shield bash and heavy 

sword strike moves (hold Y and X 

respectively), we can genuinely count 

 Horrible Histories aren’t as horrible as first feared
 Info

FORMAT XO 
OUT Now 
DEVELOPER Crytek   
PUBLISHER  
Microsoft  
PLAYERS 1-2
PRICE £49.99
RATING 18

WHAT IS IT? Third-
person action 
adventure following 
one man’s journey 
with the Roman 
legion.

breeze, as you’ll be able to leap between 

the invincible execution sequences as 

you slice your way through barbarian 

foes who kindly wait patiently for their 

turns of shield bashery and sword 

strikery (times two, don’t forget) over 

and over.

 Dread Rysing

It doesn’t help that Ryse makes 

no attempt to mix things up. 

You stick with the same 

equipment from start to 

finish – the one time you are 

robbed of your gear in a 

cutscene you collect it at 

the end of the very 

same cutscene before 

you get to take 

control – and the 

ability to upgrade 

your health and 

power has no 

significant effect on the 

actual game itself 

beyond the length of a 

few bars. Given that 

you’re able to mix and 

match gear to your 

heart’s content over 

the number of times we needed to use 

them throughout the entire eight-act 

game on our fingers. Otherwise it’s Y, X, 

X, Y, X, X a-go-go.

Executions are little reward for these 

metronomic inputs. The same 

handful of animations pop up 

again and again with every kill 

(and executions are available 

for every person you kill, so 

you’ll see them hundreds of 

times over), and ask you to hit 

Y or X when prompted not with 

button icons but when your 

enemy flashes either yellow or 

blue. It’s an unobtrusive and 

quite likeable UI choice that’s 

much more aesthetically 

pleasing than the button 

icons present in the E3 

demo we played and hated 

in June, but it’s still 

impossible to fail these 

sequences. Press the 

wrong button, or no button 

at all, and you’ll still execute 

your foes and maintain your 

combo in the process. You’ll 

just have a little less XP for 

your troubles. Even on the 

highest difficulties Ryse is a 

Ryse: Son of Rome

Unbelievable 
’tekkers
» If anyone ever 
doubted Crytek’s 
ability to make the 
most gorgeous 
games on the planet, 
the Yerli brothers’ 
teams have done it 
again. There are 
some iffy looking 
environments, it 
must be said, but for 
the most part Ryse 
is arrestingly 
gorgeous, with facial 
details and some 
scenery bordering 
on photo-realism.

 Nip/Tuck 

Not only is Ryse incredibly easy on the hardest 

setting (thanks in part to one special power 

than tops up your health bar with every 

execution – ie every kill), it chucks the same 

few enemies at you over and over. Look out for 

the office favourite nipple-clamp bloater we 

affectionately named ‘Mr Nips’. 
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 Crytek hired movie directors to help with the cutscenes and it shows. 

 This is the busiest fights ever get. Even on Legendary difficulty it’s easy.

 There’s gore aplenty – but no decapitations 
outside of cutscenes, oddly. Only right arms 
and the odd leg get lopped off.

 In deepest, darkest Britannia 

you’ll find gloomy swampland with 

a distinct Blair Witch vibe filled with 

freaky natives sporting skull 

masks. It neither strays into 

horror territory nor matches 

God of War’s mythical 

appeal, but it’s a great 

addition all the 

same. 

JUDGEMENT

 A typical launch game: gloriously pretty, but 
shallower than an evaporated puddle.

60
%

GRAPHICS 95%

GAMEPLAY 59%

ACCESSIBILITY 87%

LIFESPAN 50%

INNOVATION 60%

Name 
Marius Titus

BIO  
A Roman soldier who 
rapidly rises through the 
ranks, Marius Titus was 
originally going to be 
stationed in Alexandria but 
found himself drafted to 
Britannia where he meets a 
famous figure… 
 

ABILITIES 

Attack, Strong attack, 
Shield bash, Strong shield 
bash, Counter, Execute, 
Evade
 

UPGRADEABLE 
STATS 

Health, Focus, Gain (XP & 
Focus), Projectile inventory, 
Burning Eagle mode 
combo trigger.

in multiplayer, the campaign feels like a 

very sheltered and restrictive adventure. 

Mounted turret and troop-ordering 

distractions are somehow even less 

interesting than the fighting, and it’s often 

hard to shake the feeling that you’re 

simply going through the motions.

But go through them you will, because 

Ryse is deceptively easy to love. Not just 

because it looks exceedingly pretty or 

that the linear world is crafted with a level 

of polish only available on new-gen 

machines, but because the storyline that 

keeps everything ticking over is actually 

pretty good. Okay, so it’s a schlocky 

Gladiator-esque tale, but it’s played out in 

an interesting fashion with well crafted 

plot beats. On a few occasions it even 

threatens to get spectacular: there are 

suggestions of supernatural goings on, 

and though Ryse never dares to break out 

the monsters or the demons no matter 

how much you wish it would (something 

we’d love to see in the future) even the 

tease of mysticism is welcome.

Over in the co-op mode, meanwhile, 

Crytek have crafted an arena mode well 

worth sticking with for the long haul. You 

battle through rounds of different 

enemies, but the Coliseum morphs with 

every new objective: spike traps 

appearing when you need to kill enemy 

archers, or fire pits and spinning blades 

when you’ve got to clear the floor of all 

enemies, for instance. Gold you earn (or 

buy with microtransactions) can be put 

towards booster packs of gear for better 

gear for the next quest.

If Crytek had fleshed out the combat to 

a degree where it didn’t feel like the 

leftovers of a Kinect game ported to a 

controller late on in the production cycle, 

Ryse could easily have been the Xbox 

One’s finest launch exclusive. As it is, it’s 

an intriguing but painfully simplistic 

adventure that feels like a missed 

opportunity. We hope a sequel’s green-lit 

because by adding a deep combo system 

and some interesting enemy variations, 

Crytek could use Ryse’s blueprints to craft 

something that would really be worthy of 

Rome itself. MATTHEW PELLETT 
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Killer Instinct

 Get your opponent's health bar 

down to 15% and you can finish 

them off with an Ultra Combo, a 

furious flurry of kicks and punches 

that's given extra oomph by the 

music. Every hit is matched by 

a drumbeat or bass note.

W 
hen you play Street 

Fighter, do you pick Ryu 

or Ken? Can you throw a 

fireball, do a Hurricane 

Kick, and maybe the odd 

Dragon Punch? Microsoft and Double 

Helix rather hope you can. Killer 

Instinct is a free download on Xbox 

One, but, unless you pay up, you’ll 

only be able to play as Jago, the 

game’s Ryu and Ken equivalent. 

You’ll throw fireballs (here called 

Endokukens), do Hurricane Kicks (Wind 

Kicks) and the odd Dragon Punch (Tiger 

Fury) – and so, in all likelihood, will your 

opponent. You’d better get used to the 

beautiful screen-filling shower of 

sparks when two Jago fireballs  

meet in the middle of the screen, 

because you’ll be seeing it an 

awful lot. The vast majority of 

people who play Killer Instinct on day 

one will do so for free, so chances are 

that, online, you’ll face Jago after Jago.

 Training days

And online is pretty much all there is  

at the moment. Offline, there’s only a 

Survival mode – the traditional Arcade 

mode won’t be added until the current 

crop of six combatants is expanded to 

eight. There’s the Dojo, a fine series of 

tutorials that teach you how to play Killer 

Instinct, then fighting games in general. 

It reveals a smart battle system that lets 

beginner players do flashy combos. 

Mash buttons and quarter-circle motions 

and you’ll pull off a 10-hitter, but it won’t 

do much damage unless you end it with 

a particular move. It’s clever stuff, with 

plenty for more skilled hands.

Yet as great as all this is, there aren’t 

enough ways to use it. With just half a 

dozen characters and stages if you pay 

full price, you’ll quickly tire of seeing the 

same faces in the same places, while 

many will only ever see Jago. This will 

change over time, of course, but for the 

moment Killer Instinct is a great combo 

system without enough of a game to 

support it. NATHAN BROWN 

 Press two buttons to activate a move’s 
Shadow version, which does more hits.

 Thunder hits hard, but he's a mighty nimble fellow  
too. His twin tomahawks have a lot of reach.

 The N64 classic is reborn on Xbox One Info
FORMAT XO 
OUT Now 
DEVELOPER  
Double Helix
PUBLISHER  
Microsoft Studios  
PLAYERS 1-2
PRICE Free
RATING 16

WHAT IS IT? A free 
to play, new-gen 
reboot of Rare's 
1994 arcade and 
N64 fighting game.

GRAPHICS 80%

GAMEPLAY 82%

ACCESSIBILITY 80%

LIFESPAN 50%

INNOVATION 65%

JUDGEMENT

 It's a slender offering, even if you pay up,  
but Killer Instinct is full of potential.

70
%

Instinct 
mode
» Press both heavy 
attacks to activate 
Instinct Mode for  
a 15-second power 
boost. One 
question, though: 
how does Sabrewulf 
braid his fur with 
those claws? Ouch.
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 Though there are plenty of skill upgrades up  
for grabs, progress is excruciatingly slow at first.

Crimson Dragon

 Your dragon’s bulk makes dodging 
projectiles a case of spamming barrel rolls.

LocoCycle Zoo Tycoon

O  
ne of the few games that 

seriously threatened to 

be an instant Xbox One 

classic was the arcade 

blaster Crimson Dragon, 

a Panzer Dragoon-alike from some  

of those very same minds, now sans 

clumsy Kinect controls after it 

dropped motion in the flight between 

360’s Xbox Live Marketplace and the 

Xbox One’s digital Store. 

The premise is quite simple. A deadly 

infection called Crimsonscale has been 

sweeping across the planet Draco, and 

as one of the planet’s dragon riders  

it’s up to you to saddle up and fly into 

the wilderness to eradicate infected 

creatures while collecting scattered 

beacons to gain valuable research  

data. Perform well and you’ll earn  

cash and items to enhance and evolve 

your dragon, buy new ones and  

even hire wingmen to help out on  

your next outing.

 Dragon punched

Prepare for a long ride. It takes a long 

time to accrue the experience and items 

needed to evolve your dragons, which 

isn’t necessarily a bad thing but in 

Crimson Dragon’s case means a lot of 

teeth-grinding replays of the similar 

levels in identical environments before 

you can even hope of performing well 

enough to earn medals. 

Different dragons come with various 

stats and attack abilities, but the levels’ 

rails are so poorly defined it’s often hard 

to judge your bulky dragon’s position 

relative to the active space, making 

projectile-dodging and item-gathering 

W 
e’re not sure when, but fairly early 

on, LocoCycle stopped being funny. 

Remember how ’90s action games 

used to crowbar in a random driving 

section? LocoCycle is that, only spread thinner 

than a tapeworm on a Spanish torture wrack. 

Playing as I.R.I.S, a sentient super bike who’s 

kidnapped a Hispanic mechanic named Pablo, is 

at times dull and at others baffling. When  

you aren’t yawning at the banality, you’ll scratch 

you head and wonder how this tarmac-scraping 

of a game managed to become one of Microsoft 

Studios’ big digital titles of the XO launch?  

Aside from the turgid, heavily-guided, QTE-

infested game itself, the disgusting textures 

would bring bile to the throat if this were  

a 360 launch title. Knight 

Rider? Shite Rider, more like. 

MATTHEW SAKURAOKA-GILMAN  

Z  
oo Tycoon serves up traditional  

park building with child-pleasing, 

Kinect-based animal interaction. 

Creating your animal-arium is a 

deceptively deep task. Thanks to an easy 

control system and many tutorials, you’ll soon 

be tweaking every last facet of your chosen 

locale’s zoo-ness. You can ping your park, too, 

to discover everything from feeding facilities to 

general poop cleanliness. It’s no Civ 5, but  

it’s still easy to sink hours and hours into 

fine-tuning your breeding programme.

With Kinect, there’s the added promise of 

playing with your animals, but sadly, unreliable 

motion controls are more hassle than they are 

worth. Technical issues and uninspiring visuals 

hold  Zoo Tycoon back from 

must-have launch material. 

MATTHEW SAKURAOKA-GILMAN 

exercises in frustration. Worse still, like 

many of the Xbox One launch games, 

Crimson Dragon has a nasty habit of 

trying to wring actual money out of you 

for purchases in the in-game shop. 

When the HD remaster of Rez and  

the now bargain-bucket priced rail 

shooter Child of Eden exist on the 360, 

there’s little reason to give Crimson 

Dragon a test-flight on new-gen.  

MATTHEW PELLETT 

 Nostalgia's such a dragÕ

FORMAT XO, 360 OUT Now PRICE £15.99 FORMAT XO OUT Now PRICE £49.99

B  
eing a twee golf game with an art 

style inspired by The Incredibles, 

Powerstar Golf was never going  

to be on everyone’s must-play list. 

Unfortunately, despite a certain level of charm, 

there are several reasons to avoid it entirely.

The visual feedback that should inform 

typical decisions such as clubs, direction and 

curve feel unworkably arbitrary. Booster skills, 

such as a magnetised ball, become an essential 

part of success. That wouldn’t be a problem, 

except these are available through micro-

transactions. The end result is a lack of  

balance. Without the tightness of Everybody’s 

Golf, Powerstar curves into the realm of the 

extremely casual. Gameloft’s Let’s Golf! already 

does all this on an iPad, only 

better. Not new-gen material.

MATTHEW SAKURAOKA-GILMAN 

 Info
FORMAT XO 
OUT Now 
DEVELOPER 
Grounding/ 
Ground Ho!
PUBLISHER  
Microsoft  
PLAYERS 1-3
PRICE £15.99
RATING 12

WHAT IS IT? 
Dragon-flying action 
shooter in which you 
earn cash to evolve.

Powerstar Golf
FORMAT XO OUT Now PRICE £15.99

26
%

69
%

0
%

JUDGEMENT

56
%

 Could have been a great time-sink, but 
Crimson Dragon disappoints.
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 A rare sequence when you’re fighting alongside comrades. 
Note the rocket-launcher that your echo-scan has uncovered.

 Info
FORMAT PS4 
OUT Now 
DEVELOPER 
Guerrilla Games  
PUBLISHER Sony  
PLAYERS 1-24
PRICE £54.99
RATING 18

WHAT IS IT? Fight 
off alien invaders in 
the first new-gen 
instalment of Sony’s 
exclusive first-
person shooter 
series.

Reinforcements 
arrive

 Once The Helghast get 
wind of your presence, 
they’re straight onto the 
reinforcement dropships. 
Full-frontal assaults are 
out of the question; you’ll 
have to think more 
tactically.

T  
he First Law of Next-

Generation Consoles 

states that launch games 

never, ever exceed 

expectations – no matter 

how enticing the franchise they may 

belong to, any games that are ready 

for the release of a new system are 

bound to be hastily executed and 

unlikely to make best use of that 

console’s attributes. However, having 

played through Killzone: Shadow Fall, 

we might have to rewrite that rule.

Curiously, one thing that works in 

Shadow Fall’s favour is the fact that the 

Killzone series, despite its supposed 

status as Sony’s prime exclusive FPS, has 

never really captured the imagination. Its 

Helghast enemy, with their glowing red 

eyes, have always been distinctive, but 

previous Killzones have generally been 

dismissed as pretty generic shooters. But 

with Shadow Fall, Guerrilla Games have 

torn the series from its roots and created 

something altogether more distinctive 

and memorable.

Things start off gently as the game 

sets up its premise, combining scene-

setting with a basic movement tutorial. 

You are cast as a member of the Vektan 

race (who look and act in a suspiciously 

human manner), protecting its capital 

city some eight years after a Helghast 

invasion. The foreigners have settled 

and a vast Berlin Wall splits Vekta’s 

capital and segregates its native 

patrons from the refugees. A 

Cold War-style uneasy peace 

is about to crumble.

The first mission 

instantly leaves you in 

no doubt whatsoever 

that Shadow Fall is a 

very different 

Killzone: 
Shadow Fall
 The PS4 launch kicks off with a shooter that’s 

anything but Helghastly
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 Mind those shields

The Helghast never fight fair – 

tanks hide behind shields, and

some have nano-shields making 

them virtually impervious to 

bullets. Your best bet is to send 

your OWL out to EMP-blast them, 

or hit them with either frag or 

EMP grenades.

 Loves

There are some 
great missions 
in space, which 
keep monotony 
at bay.

Shadow Fall’s 
crumbling world is 
both great to behold 
and invigorating to 
fight in.

Varied 
environments 

Level design 

Using the touchpad 
for OWL commands 
cleverly frees up 
the D-Pad for 
essentials such as 
echo-scanning.

OWL gives you a 
battle-advantage 
before having to 
put yourself in the 
firing line.

Controls

The OWL

  Hates
Stilted 

dialogue 

The cutscenes 
look great, but the 
dialogue is riddled 

with clichés. 

carry is two, and the OWL needs to 

recharge after each task it performs, 

leading to nervy moments waiting 

to recover.

 Strategies like this (how best to 

deploy OWL, how to approach 

objectives) is now a key aspect of 

Killzone. The series has been elevated 

beyond mere running and gunning. 

Along with the OWL, the other key 

aspect of the Shadow Marshal kit is an 

echo-scanner, activated using right on 

the D-Pad. This has a bit of a knack to it 

as you have to hold it down to get the 

full range out of it, but if you hold it 

down too long you’ll alert enemies to 

your presence. The scanner highlights 

nearby opponents, plus traps and 

alarms, and you need to use it 

swiping the PS4 controller’s touchpad: 

swipe up, and it will launch an attack, 

right and it will fire a zip-line (only to 

lower ground), down and it will beam a 

shield in front of you and left will trigger 

an electromagnetic pulse.

This system works well, as you can 

hide, select what you want the OWL to 

do, point it at where you want it to go 

and then trigger it with the left bumper 

when you’re happy that everything is in 

place. In the heat of battle, swiping in 

one direction across the touchpad 

proves easier and more accurate than it 

initially sounds.

Hopefully the touchpad (which can 

also tilt, but this isn’t used here) will be 

used for more imaginative tasks than as 

a proxy D-Pad in future games, but its 

OWL-controlling use makes sense in 

Shadow Fall as the game’s control 

system is pretty busy. In addition, the 

OWL can heal you, as long as you have 

an adrenalin pack: the maximum you can 

game to any Killzone you’ve played 

before. No single-path, cover-based 

approach here; instead the first place 

Shadow Fall puts you is on the side of 

a cliff, looking down on a crashed 

Vektan military ship. You’re 

surrounded by patrolling Helghast 

and must find your mates; how you 

go about that is open to your 

imagination.

 Gadget man

At first, a bit of patience is 

required, as you must learn to 

make the most of your Shadow 

Marshal equipment. The best 

aspects of Shadow Fall’s gameplay 

derive from the fact that you play 

as a State-backed assassin, 

wielding useful gadgets such as a 

personal drone called the OWL. 

Controlling the OWL – or at least, 

telling it what to do – involves 

 Shadow Fall takes the title for launch game that 
looks the most like an actual new generation.
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game, featuring levels with an element  

of puzzle-solving, a surprising amount 

of space-shooting, fixed-gun sequences, 

free-fall, sniping and semi-boss-battles. 

There are even levels where you have 

to paint enemies so your partner can 

snipe them.

 

 Story time

Plot-wise, Killzone: Shadow Fall’s doesn’t 

fare too badly – clearly, more attention 

has been paid to that side of the game 

than is usually the case. There’s a 

variable parade of plot twists, along with 

an apocalyptic weapon that throws up 

some moral dilemmas and an expected 

narrative on the false divisions between 

between friends and foes. The twists and 

turns primarily exist as a means of 

generating inventive and varied new 

forms of gameplay, which is 

commendable but doesn’t necessarily 

lead to any great continuity.

And one issue we do have with the 

game is its stilted dialogue. Fortunately, 

it’s mainly confined to cutscenes. 

Sinclair, in particular – your supposed 

boss – is a deeply irritating character.

Graphically, Shadow Fall borders on 

the impeccable – there’s certainly no 

sense that this could be a PS3 game. It’s 

packed with little new-gen-justifying 

touches, such as glass and fabric that 

look far more convincing, and cliffs that 

don’t appear as though they’re just one 

solid piece of textured wall. Even more 

exciting, Killzone: Shadow Fall leaves you 

with the feeling that, if this is what can 

Enemy 
territory
» One sequence 
sees you in Helghast 
territory, separated 
from your OWL. 
Luckily you have an 
ally with a sniper 
rifle, so you can get 
her to take out 
Helghast, rendering 
the coast clear for 
you to sneak 
through defences.

be done with a PS4 launch title, 

then we’re in for some wondrous 

visual masterpieces over 

the coming years.

Running throughout 

the game’s campaign is 

a superb sense of 

verticality and space. The Helghan 

half of Vekta behind the wall, for 

example, is an incredible 

suspended expanse of 

containers, and a spaceship you 

thoroughly explore is a 

vertical pipe-like structure 

hundreds of metres high. 

And New Helghan, a city 

torn apart by the petrusite 

deposits beneath it, is in a constant 

state of vertical upheaval. These 

outcrops impact the gameplay, as they 

can be ignited and turned into anti-

gravity wells.

There is less imagination in the 

gunplay. Shadow Fall’s weaponry isn’t 

perhaps its strongest point, but neither 

is it shabby. We found ourselves using 

fairly standard assault rifles most of the 

time, which are easy enough to find at 

pretty much any weapons stash or 

picked up from dead enemies, but there 

were periods when we availed ourselves 

of two chain-guns. In the latter stages 

we encountered a sort of electrically-

charged weapon which packs a real 

punch, but only fires in short bursts, 

requires both hands and has a glacial 

reload period.

Some great sniping sequences 

punctuate the assault action, but mostly, 

frequently in order to work out 

how to neutralise threats.

Killzone has always had a reputation 

for possessing pretty tough AI, and that’s 

particularly true of Shadow Fall. As you 

swiftly learn in the first mission, the 

Helghast are not bullet-sponges; they 

will outflank you, call in reinforcements 

and generally take you out with ease. 

You have to think your way through 

encounters.

First up, scan your surroundings, 

paying particular attention to alarms. If 

you find one you can send the OWL off 

to hack it as long as you’re within range, 

which stops the Helghast sending 

reinforcements. Stealthy approaches 

and melee kills work well, or you can 

send your OWL in to engage enemies as 

a distraction, then take them out from 

behind. It’s all about tilting the odds in 

your favour before resorting to 

the gunplay.

Later, you discover 

the importance of 

scanning for traps 

and improvised 

devices built by 

the Helghast, like 

street bins packed 

with spider-mines. 

And while the initial 

level takes an 

open-world 

approach, the 

gameplay varies 

considerably 

throughout the 

course of the 
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 The Helghan half of Vekta does revert to a more
familiar Killzone colour palette: those Helghast have 
no taste when it comes to decor.  



much-needed infusion of creativity and 

originality into the genre. It looks as 

fantastic as you would hope, and even 

better, Guerrilla have managed to buck 

the trend of their previous games and 

move beyond generic aesthetics.

If you’ve become jaded with first-

person shooters recently, Shadow Fall’s 

campaign should challenge your 

cynicism. It is undoubtedly the main 

draw among the PS4’s launch line-up, 

and makes the likes of CoD: Ghosts seem 

one-paced and two-dimensional in 

comparison. That’s certainly going 

beyond the call of duty for any new-gen 

launch title. STEVE BOXER  

 New Helghan is in a bit of a state: 

a city which is literally self-

destructing. Stunningly, you get to  

it after free-falling between 

buildings that are falling down so 

violently around you that you 

have to take evasive 

action. 

JUDGEMENT

 Gorgeous-looking and filled with fresh 
tactical gameplay. A PS4 must-buy.

89
%

GRAPHICS 92%

GAMEPLAY 90%

ACCESSIBILITY 70%

LIFESPAN 85%

INNOVATION 90%

 Here’s a sign that we’re in new-gen territory: 
rocky environments that actually look like they 
were shaped by nature, not a level designer.

you find yourself picking a gun based 

on the trade-off between magazine-

size and stopping power. EMP 

grenades prove useful in the 

latter stages (giant enemy 

crab-like drones, for example, 

can only be damaged when 

stunned by EMP blasts). Each gun 

features an alternate fire mode, with 

only a couple of shots maximum, 

which tends to only really be useful 

when you have a clump of enemies 

standing close together. It’s a missed 

opportunity.

 

 Falling for you

Overall, Killzone: Shadow Fall is a 

pleasant surprise. It doesn’t seek to 

reinvent the FPS, but it does inject a 
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 Info
FORMAT PS4  
OUT Now 
DEVELOPER Sony 
Japan Studio  
PUBLISHER Sony  
PLAYERS 1-2
RATING 7

WHAT IS IT? A  
linear platformer 
from the man behind 
Crash Bandicoot.

GRAPHICS 75%

GAMEPLAY 50%

ACCESSIBILITY 65%

LIFESPAN 55%

INNOVATION 39%

JUDGEMENT

 A competent throwback to the golden age  
of platforming, but not a giant leap forward.

60
%

 Combat is often maddeningly tough, but 
thankfully a 'Robo Knack' co-op partner can help.

T  
he platformer is a staple 

of almost every console 

launch line-up. From 

Clockwork Knight to 

Super Mario 64, this 

most inclusive of genres has 

introduced generations of gamers to 

new ideas and radical interfaces.

Knack, the once-tantalising prospect 

of a new-gen platformer from the man 

behind Spyro and Jak & Daxter, is sadly 

not a launch game to be remembered.

Described as Crash Bandicoot meets 

Katamari Damacy, Knack is in truth a 

defiantly conventional adventure. You 

play as a mysterious creature able to 

grow in size and power by absorbing the 

ancient relics of a long-lost civilisation.

Knack starts off as a pint-sized 

pipsqueak battling tiny robots and 

beetles. But as he absorbs more 

artefacts he grows into a larger beast 

able to brush away tanks and airships.

Watching pieces dynamically join  

your Meccano protagonist’s form is 

Knack’s most gratifying mechanic. 

Visually it’s very handsome, and 

becomes even more impressive when 

pulling off Knack’s various super moves, 

which transform his body parts into  

a violent whirlwind of destruction.

But as great as it looks, Knack’s  

central concept of physical construction 

is ultimately never used to its fullest 

potential – and feels more cosmetic  

than it needs to. 

 Block party

Despite swarms of artefacts realistically 

connecting to his body, our hero never 

feels like his growth is consistently 

meaningful to gameplay in the vein of 

Katamari, but instead that he’s arbitrarily 

switching between small, medium and 

large forms.

Even latter scenes, in which Knack 

mushrooms to the size of a three-story 

building, feel overly scripted and – 

bizarrely – of little magnitude. 

The eventual ability to absorb other 

kinds of building blocks, such as ice and 

wood, presents interesting twists, but 

these ideas are also under utilised and 

don’t diminish the feeling that this is  

a very conventional platformer that 

demonstrates little of the PS4’s potential. 

ANDY ROBINSON 

 Sony kick-starts the PS4 era with a defiantly old-school adventure

Knack

Sun Power
» Knack’s super 
moves are powered 
by these yellow 
crystals. They look 
impressive and are 
also near-essential 
for beating your 
tougher enemies.

 Better with friends

One area where Knack does offer 

some innovation is via its PSN 

item-sharing system, which has 

players work together to 

construct gameplay-changing 

gagdets that offer Knack new 

powers and abilities.
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 If things get a bit too intense, deploy one of your 
bombs to wipe out all enemies in one blast.

S  
ave the last humans.” 

Your Resogun overlord 

commands it. Literally: 

the phrase scrolls across 

the field of play in all-caps 

just to make sure you understand the 

full urgency of your mission. You’ve 

opted to start with the Ferox spacecraft 

because its speed and damage output are 

evenly balanced. And you’ve set your 

difficulty mode to Rookie because you’ve 

read this review and you know the game 

has the steel toe of its cowboy boot 

aimed squarely at your gonads.

That’s when the shooting starts. You 

can only direct your fire along a 

horizontal plane in either direction using 

the right stick, but upgrading your 

weapon by collecting power-ups will add 

increasingly large swarms of heat-seeking 

missiles that extend the vertical reach of 

your barrage. The rest involves bobbing 

and weaving gracefully – you hope – 

through alien Sentients using the left 

stick as the thumping electronic 

soundtrack ushers you into a score-

chasing trance state. Resogun is a giddy, 

reflex-testing blur that will have you 

racing to and fro, and your pulse 

galloping just as swiftly.

 Air lift

Resogun’s stroke of genius involves having 

you navigate a cylinder with view of 

objectives on either side of the turntable. 

To save those humans mentioned earlier, 

you’ll need to first free them from their 

holding pods by killing specific series of 

Sentients, then fetch the escapees before 

 Bringing new thrills to a classic genre 

 In the shadow of greatness...

 Info

FORMAT PS4 
OUT Now  
DEVELOPER 
Housemarque  
PUBLISHER Sony  
PLAYERS 1-2 
PRICE £6.99
RATING 7

WHAT IS IT? Speed 
around a cylindrical 
level blasting 
through waves of 
alien ships, flying 
imprisoned humans 
to safety and killing 
massive bosses.

 Info

FORMAT PS4, PC, 
PS3, 360 
OUT Now  
DEVELOPER 
Compulsion Games  
PUBLISHER Focus 
Home Interactive 
PLAYERS 1
PRICE £11.99
RATING 12

WHAT IS IT? Third-
person noir puzzle 
adventure with 
sultry jazz and a 
shadowy 
protagonist.

 Lighting effects enabled by PS4 tech give the game incredible atmosphere. 
Spotlight beams, lightning flashes, the works.

 The story starts out with hints of darkness 
to come but never follows through.

 Dawn feels rigid to control, at odds with her 
apparent history as an acrobat.

Contrast

Resogun

JUDGEMENT

56
%

 Painfully marred by bugs and lacking the 
puzzley meatiness of its peers. 

JUDGEMENT

91
%

 Looks as beautiful as it plays. Destined to be  
a classic of the shoot-em-up genre.

C  
ontrast plays out in an 

instantly likeable noir-ish 

world peppered with 

hidden messages and 

promises of Bioshock-

esque narrative revelations. Didi, a little 

girl with a dysfunctional family, relies on 

her invisible friend Dawn to sneak her 

about town so she can spy on her 

parents. Playing as Dawn you have the 

power to shift between a torn version of 

Didi’s 3D reality and a 2D shadow world.

Puzzles generally involve moving light 

sources and world objects around in 

order to cast fresh shadows. It’s an 

interesting concept, but unfortunately the 

puzzles on offer rarely require any 

creativity from the player. It might aspire 

to Portal or Quantum Conundrum levels 

of revelation, but unlike those titles’ brain 

busters, you’ll never feel smart for solving 

a puzzle here…

 Con act

In fact, completion of a puzzle is usually 

met with relief. We lost count of the times 

we ended up trapped in buggy invisible 

walls. It doesn’t help that much of the 

actual game plays out as filler, either. 

You’ve got a slice of potentially interesting 

story at the start and an abrupt but 

revealing ending padded out through the 

middle with a fist clenching trot through 

beautiful but pointlessly detached stages.

There are some neat touches, such as 

having Didi hold a stick up for you to use 

as a platform mid jump, but these 

moments are too few even for its 

two-hour duration. MSG 

they perish and fly them to special floating 

receptacles, which may be on another side 

of the level. If the screen is jammed with 

enemies and you can’t afford the extra 

couple of seconds to fly over the escape 

pod’s tractor beam to deposit your human 

cargo, you can use L2 to fling the green 

guy through the air to safety so you can 

keep blasting your way to the top of the 

leaderboard. Shmupping brilliant.  

JASON KILLINGSWORTH 
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 Shooting is a touch crisper on PS4, making the 
Suarezes and van Persies even deadlier than before.

B  
rand new consoles, brand 

new FIFA? Well, yes, but 

like so many transfer 

rumours, what’s been 

mooted – a from-the-

ground rebuild – hasn’t occured.

Owners of the current-gen version will 

feel instantly at home on new-gen’s 

virtual fields, with the improved physics 

and subtler control that made the game 

so good on last-gen retained – while the 

sphere-whacking experience is enhanced 

with new lofted through-ball animations 

and more emphasis on player strength. 

(Good luck nicking possession off the 

monstrous Romelu Lukaku with an 

X-button tackle now.)

The on-pitch action does bear a strong 

resemblance to its little current-gen 

brother, but off it, FIFA 14 has been 

transformed completely – and very much 

for the better. Opening external stadium 

shots, the new default camera view which 

fits an impressive portion of the fully 3D 

crown onto the screen, and cutscenes 

being replaced by real-time events (such as 

your corner taker jogging over to retrieve 

the ball as his team-mates amble upfield 

for the set-piece), all combine to provide 

the sense that this is real football. 

Complete with the kind of colourful 

language popularised by Wayne Rooney, 

should you dare to turn your headset on 

during online play.

 Season’s greetings

If you’re still unsure over whether to switch 

allegiances to New-Gen United, the best 

news is that your hard graft on current-gen 

 Truly, the beautiful game

 One of the few games to go big on new-gen

 Info
FORMAT PS4 
(reviewed), XO 
OUT Now  
DEVELOPER EA  
PUBLISHER EA 
Canada 
PLAYERS 1-22 
PRICE £49.99
RATING 3

WHAT IS IT? The 
debut new-gen 
instalment of the 
biggest football 
game on the planet. 
You might have 
heard of it.

 Info
FORMAT PS4, XO 
OUT Now  
DEV Visual Concepts  
PUB 2K Sports 
PLAYERS 1-2
PRICE £54.99
RATING 3

WHAT IS IT? Genre-
leading basketball 
series.

 The controversial PS3 penalty system (which we're actually fans of) is retained. 
If you're struggling, just take the Frank road and smash it down the middle.

 Stars such as Ray Allen are eerily realistic, but 
the quality extends to every baller in the NBA.

 Sadly, in-game models are poor at showing 
emotions, so most of them have zombie-like faces.

NBA 2K14

FIFA 14

JUDGEMENT

87
%

 A genuine step-up for the NBA 2K series, 
and a great showcase for next-gen visuals.

JUDGEMENT

91
%

 As comfortable as your fave Predators, but 
better to look at. A must-buy for footy fans.

N  
BA 2K14 is a beautiful 

game. Just look at it. 

More than any other 

launch title it shows off 

new-gen’s visual power. 

However, it’s not just about looks – 

this has some significant upgrades 

from current-gen, the most startling 

being the new My Career mode story.

It now tells the tale of you, a rookie 

who starts and ends his dreams in the 

NBA. While some of the voice-over is 

ripped from the current-gen versions, 

the scenarios and cutscenes are new  

and really add a sense of ownership to 

the mode. You have an agent, a rival, 

real team-mates (who sadly don’t speak) 

– it feels like a proper evolution of 2K’s 

most popular mode, and is only spoiled 

by occasional trips to the uncanny valley.

 A little bit taller

The Association has been improved  

too, and the new presentation is much 

easier to navigate. Much of the stat-fat 

has been trimmed, or at least made 

more palatable. The PS4 version doesn’t 

have Path to Greatness or Crews, but 

does add a fun online Park mode.

On court, new animations give you 

even better control. Players bump 

realistically and transition between  

shots more naturally. Only occasional 

instances of ‘canned animations’ ruin the 

immersion. The crowds look fantastic 

too, all adding to NBA 2K’s already 

incredible presentation. As a package,  

it feels properly new-gen – albeit with 

some rough edges created by reusing 

old-gen assets. ANDY HARTUP 

won’t go to waste. Seasons, Ultimate Team 

and EA Sports Football Club data all 

transfers over, so that gold Stephan El 

Shaarawy card you spent real money on is 

still yours to deploy on the new format. 

Until FIFA 15 rolls around, anyway. This is 

easily one of the new-gen launch line-up’s 

standout players – and on this evidence, 

EA’s football franchise has even greater 

potential over the next decade than a 

certain Mr G Bale. BEN WILSON 
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J  
ust in case the beautiful 

paper world, innovative 

touchscreen platforming 

and fantastical characters 

don’t make it blindingly 

obvious, you’ll realise how good 

Tearaway is just by staring at the face in 

the sky. Let us explain; PS Vita’s camera 

beams a live video feed of your mug into 

the in-game sun (yes, exactly like in 

Teletubbies) and whenever we caught a 

glimpse of our billion-watt visage it was 

plastered with the kind of helpless grin 

that only comes with playing a true 

classic. Yeah, we busted out the C-word 

there and we’re not even sorry. 

That’s how good Tearaway is. A game 

that’ll have you laughing out loud at its 

creative ingenuity, that sucks you fully 

into its papery landscape, and that is so 

much better than anything else on Vita 

it’s almost embarrassing. 

 TEARAWAY BECOMES 

STAMPED WITH THE 

CREATIVE ESSENCE OF 

WHOEVER IS PLAYING IT 

 Media Molecule’s paperboy delivers a PS Vita master class Info
FORMAT PS Vita 
OUT Now 
DEVELOPER  
Media Molecule  
PUBLISHER  
Sony 
PLAYERS 1
PRICE £19.99
RATING 3

WHAT IS IT? PS Vita 
exclusive platform 
adventure from 
LittleBigPlanet 
creators, Media 
Molecule.

was invented for; a crispy, crinkled mass 

of variety and colour you can’t help but 

want to reach out and scrunch between 

your fingers. 

An in-game crafting mat has you 

sketching paper decorations before 

cutting them out and sticking them on 

various characters, with story specific 

creations popping up throughout your 

journey at places that are always 

surprising, funny and thoughtful. At 

certain points you’ll even be invited to 

design side characters (we put googly 

eyes and a bow-tie on a pig) or record 

audio snippets for scenarios that are so 

much fun we wouldn’t dare spoil them 

for you here. 

The end result is that Tearaway – even 

if you have the artistic aptitude of a 

turnip – becomes stamped with the 

creative essence of whoever is playing it, 

which when coupled with the intimacy of 

the touchscreen interaction creates a 

bond between game and gamer the likes 

of which we’ve never seen before. 

And that’s where the camera comes in. 

Besides being able to snap candid pics of 

the environment through various lenses, 

photographing specific items will unlock a 

papercraft plan for the respective object 

The most impressive thing is how 

Tearaway straddles that imaginary 

boundary between the game world 

and the real world, which sounds like 

something Keanu Reeves might say in 

one of the rubbish Matrix films but 

bear with us. 

You peer into the game’s gorgeous 

papercraft toy box both virtually through 

the sun and literally through the Vita, 

prodding, poking, folding, and tearing it 

like some gurning lunatic deity with 

enormous hands. Technologically it’s the 

best implementation of Vita’s touch 

features we’ve encountered, and 

mechanically it elevates the core 

platforming beyond tired superlatives 

such as ‘intuitive’ and ‘inventive’: it 

makes it personal. 

 Touchy feely

Jab the rear touchpad and photo-realistic 

fingers explode into Tearaway at specific 

junctures (you can even adjust the colour 

to match your own skin tone), allowing 

you to move scenery, sweep aside 

enemies or bounce Iota – your wispy 

papercraft protagonist – to higher areas. 

It’s an environment the word ‘tangible’ 

Tearaway

Delivery Boy
» Iota’s goal is to 
deliver a secret 
message to you, the 
player. He’s also 
fully customisable, 
and can be decked 
out with loads of 
unlockable 
decorations. 

Secret world
» The world of 
Tearaway is made 
entirely of virtual 
paper – everything 
was handcrafted 
with real paper 
before being 
replicated inside the 
game. Also: it’s 
beautiful.
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 Paperchased

This chap is a wendigo. If you can

successfully make a papercraft 

model of him then you’re better 

than we are. 

– be a it a tree, a squirrel or a marrow – 

that you can then download, print out and 

make in the real world. 

 Paper-azzi

Most importantly, anchoring Tearaway’s 

world of arts ’n’ craft whimsy is a 

platform engine that banishes all 

memory of LittleBigPlanet’s floaty, 

not-really-3D tenuity. The latter stages in 

particular serve up some wonderfully 

intricate gameplay that makes intelligent 

use of Vita’s gyros, whether it’s tilting the 

console to manoeuvre platforms or 

pinballing a certain character through a 

devilish maze of obstacles. 

Open areas offer opportunity for 

peaceful idling too; there are hidden 

collectibles to dig out or – like we often 

 Looking up and seeing a live 

video feed of your own face 

beaming down at the action. 

You’ll smile, then laugh, then – 

if you’re like us – try and take 

a photo of yourself pulling 

stupid faces with the 

in-game camera. 

 Scrapheap challenge

Scraps come in various shapes and 
sizes – some fly, some walk around 
on stilts – and can be dispatched in 
loads of ways, the best of which is 
when you shove your own finger 
into the world and send them flying.

JUDGEMENT

 Media Molecule have knocked it out of the 
park. Tearaway is the best game on Vita by far.

95
%

GRAPHICS 92%

GAMEPLAY 96%

ACCESSIBILITY 95%

LIFESPAN 80%

INNOVATION 99%

» Getting handsy in Tearaway

Fastest finger
You can use your finger to bounce Iota 
(or Atoi) into the air – an ace addition to 
platforming sections. 

Printing press
You’ll often need to manipulate the 
environment by poking at the papery 
world with the touchscreen.

To the beat
Drum skins act like trampolines – 
tap them to send Iota soaring through 
the air.

did – you can simply bask in Tearaway’s 

artistic beauty. 

Because above all is the naked joy of 

exploring the world. There’s always 

something unexpected around the next 

corner; something that will either make 

you laugh or gasp in astonishment as 

you wonder how the hell someone at 

Media Molecule thought up that. 

If there’s a criticism it’s that the ending 

– which is one of the most brilliant things 

we’ve seen on any platform – comes too 

soon, but that’s more because we didn’t 

want the game to end than it’s too short. 

Simply put, Tearaway is a game worth 

buying a Vita for and you absolutely 

have to play it. ROB PEARSON 
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New-gen 
decisions
» The PS4 edition is 
the way to go if you 
want the prettiest 
gunfire, coming in at 
1080p, while the 
Xbox One only 
manages 720p.

 Info
FORMAT PS4, XO 
(reviewed), Wii U, 
PC, PS3, 360 
OUT Now 
DEV Infinity Ward  
PUB Activision  
PLAYERS 1-16
PRICE £39.99
RATING 18

WHAT IS IT? The 
latest addition to the 
FPS CoD franchise.

Infinity Ward have always been great 

at constructing action setpieces and they 

don’t flag here. One mission sees the 

player struggling to survive after a burst 

dam floods a city. Another sees them 

stealthily picking their way through a 

skyscraper before bombs split the 

building in half. 

The dialogue in the campaign is 

plonkingly bad at times and the plot 

is utterly nonsensical. Like previous 

entries, CoD: Ghosts operates like a 

Saw film: if you just run with it, it’s highly 

enjoyable, but if you stop to think about 

it, your brain will melt and pour from 

your ears. 

 You and your bots

However most players are here for for 

the multiplayer. Infinity Ward have 

managed to build on the legacy of 

Modern Warfare while taking a couple 

of notes out of Treyarch’s open-ended 

approach to the multiplayer in BlOps 2.

For the first time there’s an easy 

entry for noobs. Squads mode allows 

players to try out the multiplayer mode 

without having to plunge in at the deep 

end by pairing you up with AI bots. 

W 
here does a developer 

take a game franchise 

after it’s conquered the 

world? Stay the same and 

you risk stagnation. 

Change too much and you risk 

alienating the core. Infinity Ward doesn’t 

want to simply make Modern Warfare 4 so 

they’ve created a vision that plays to their 

shooter’s strengths while casting the 

player as the underdog. 

First up, the game’s campaign is a 

brief, six-or-so-hour affair that 

establishes new characters and a new 

world. In Ghosts, the United States is no 

longer an unstoppable superpower and 

is trying to fend off invaders from the 

South American Federation. The set-up 

is no less preposterous than that of 

Modern Warfare 2, but it’s interesting 

that the player is cast as part of a force 

that’s constantly on the back foot.

Since the Ghosts are essentially a 

stealth-based infiltration unit, the CoD 

game template has been tinkered with in 

places. Some missions are your standard 

run-and-gun affairs but Ghosts finds time 

to toss players into scenarios where lying 

low and leaping from the shadows is 

better than the direct approach. 

 Lock n’ load for this year’s iteration  
of Activision’s war machine

Call of Duty: G
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 Where does CoD’s latest 
addition Ghosts file in? 

93%COD: MODERN 

WARFARE 3

92%BATTLEFIELD 4

89%COD: BLACK OPS 2

78%COD: GHOSTS

Where it stands

  



Over four match types, players can learn 

maps, experiment with different 

loadouts and generally get the feel of 

the CoD online experience, while playing 

in co-op or just going head to head with 

one each other. 

Once you feel your reflexes have been 

honed, you can tackle CoD’s multiplayer 

where a veritable world of pain awaits. 

And it all dovetails nicely into CoD’s new 

Clan Wars feature, which is accessible 

through an app on both Android and 

iOS. Infinity Ward have created a space 

where the player’s level of involvement 

in the online community is down to 

them, but everything they do will feed 

back into their profile.

CoD-heads will find that management 

is a far more malleable affair and clans 

are no longer platform-bound. It’s 

possible to round up a clan for a 

weekend-long shootfest but now you 

no longer have to ensure players are all 

on the same console. PS4 and XO players 

won’t be able to play together, but 

players can both contribute to the same 

clan pot on any platform. 

 Hi-jinkies

Progression is also open-ended. 

Players earn in-game currency (just as 

they did in Black Ops 2) to buy weapons, 

equipment and military tech. Nothing 

useful on the battlefield needs to be 

unlocked. Cosmetic attributes, however, 

are a rite of passage.

There is an overwhelming sense of 

familiarity one gets from playing Call 

of Duty: Ghosts and that’s probably 

because an iteration of this series 

drops every year 

without truly 

JUDGEMENT

 Brave in places, safe in others, Ghosts will 
delight fans but won’t sway anyone with doubts.

78
%

GRAPHICS 90%

GAMEPLAY 80%

ACCESSIBILITY 80%

LIFESPAN 80%

INNOVATION 60%

Ghosts
reinventing the wheel. Its formula is a 

world-record-breaking recipe for 

success. It’s fun, sure, but it’s not 

ground-breaking. But then, for the 

purposes of its audience, it doesn’t 

need to be. NICK COWEN 

 Big dumb fun

Call of Duty: Ghosts is as outlandish

and over the top in its action setpieces

as previous games in the series. 

Aside from underwater battles and 

gunfights in space, players will scale a 

skyscraper and then flee as explosives 

rip the building in half. 

 Like Treyarch’s zombie modes, 

Extinction is a co-op mode that puts 

a premium on working together. 

Instead of the undead, players have 

alien dogs to deal with. Players 

earn cash for every kill and 

they can use that to buy 

gear to help them 

survive.
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Brand new 
battlegrounds
The new match types and modes Ghosts offers online 

Extinction

Blitz

Cranked

Grind

Search & 
Rescue
Save your mates by 

reviving them while 

also planting bombs.

Charge into the 

enemy’s end zone to 

score points while 

blocking them.

Turn other players 

into zombies as 

they try to defend 

themselves.

Kill Confirmed with 

a twist as players 

now have to bank 

Tags to score kills.

You and four 

friends face an 

alien invasion. Kills 

earn you cash.

Survive waves of 

enemies with only 

random weapons 

drops to help you.

Chain kills together 

in 30 second bursts 

or your avatar 

explodes. 

The beginner’s 

guide to MP, fight 

other players’ bot 

armies. 

Infected

Hunted

Squads

  



I
 

magine, if your mind  

will conceive it, the 

debauched threeway 

coupling of Hot Pursuit, 

High Stakes and Most 

Wanted, all off their faces on Burnout 

Paradise. Okay, you’re ready for Need 

for Speed: Rivals – the twentieth 

incarnation of EA’s sexy, seminal, but 

arguably slightly sagging racing series.

There are new devs on board in Ghost 

Games, refined engine technology and  

a fresh pervasive online system. Even 

Ferrari have returned to the party. Sounds 

like a heady automotive cocktail to us, but 

is this lick of fresh paint enough to make 

jaded petrolheads feel the need for speed 

once again? 

Hell yeah, and then some. The actual 

handling remains exactly as you’d expect 

– beginner friendly, ultra arcadey, utterly 

unrealistic… and extremely fun. Initially, 

your various rides might seem a bit heavy 

and unresponsive, but that lasts ten 

minutes tops. Get to grips with the E-brake 

and you’ll soon be drifting around corners 

at 140mph-plus and unleashing an EMP 

charge at a fleeing racer as you cast a 

cheeky eye across at your HUD to see how 

many Speed Points (Rivals’ in-game 

currency) you’ve racked up… all while 

 The neverending ruckus between cops and racers roars onto new-gen… 
 Info

FORMAT PS4, XO, 
PC (reviewed), PS3, 
360 
OUT Now 
DEVELOPER Ghost 
Games/Criterion  
PUBLISHER EA  
PLAYERS 1-6 
(online)
PRICE £35 - £50
RATING 7

WHAT IS IT? The 
twentieth instalment 
of EA’s racing series.

the cop campaign, you’re rendered 

almost limp-wristed from all the 

hardcore automotive porn. Rivals’ 

various rides all look beautiful; shame 

there isn’t all that much to tell them 

apart in the distinctive handling stakes, 

besides obvious discrepancies in 

acceleration or top speed. You won’t get 

to customise cop cars in any meaningful 

way, while the pimping possibilities as a 

racer are muted at best – some scant 

performance boosts and decal fiddling 

being your lot.

In terms of over-the-top, visceral 

racing thrills, Rivals is arguably the  

most adrenaline-pumping arcade  

racer ever committed to code. On PS4, 

XO and our bulging PC rig, it looks 

phenomenal (our i5 4.7Ghz, 16GB RAM 

and EVGA GTX 770 maxing out the 

whole shebang); up there with the most 

incredible visual tour-de-forces we’ve 

seen in games. The engine-tossing 

particle effects around the screen like a 

billion M&Ms; road sidings disintegrate, 

snow and sleet whip off your 

windscreen, red hot sparks fly, £100k 

supercars explode into fibreglass and 

chrome splinters. This being Frostbite 3, 

the weather effects are particularly 

gobsmacking; storm fronts roll in, 

banging in a route to your nearest 

command post on the ol’ GPS. 

Rivals’ greatest achievement is 

arguably AllDrive, a Test Drive-alike 

holistic system that melds single and 

multiplayer. Race around an island 

populated by a legion of AI cars and up to 

six human strangers or pals, team up 

with them in co-op… or challenge them, 

take them down and pinch their Speed 

Points. The lack of any kind of lobby is 

both organic and refreshing, even if 

organising larger-scale races with 

humans can be a real fiddle – we 

experienced more than our fair share  

of ‘host migration’ boots from the  

server. AllDrive definitely represents a 

compelling on and offline future, even if 

it arguably lacks refinement at this stage.   

 Car crash telly

Let’s talk motors. After all, NfS throws 

supercars at you as if they were Mars 

bars. There’s no slogging through  

Golfs and Mazda Miatas here; you’re 

powersliding around the island in 

high-end Porsches and Chevys from the 

get-go. By the time – as a bleedin’ rozzer, 

no less – you’re handed the keys to a 

bright red Enzo Ferrari half-way through 

Need for Speed: Rivals

Road rage
» There’s a 
reassuring variety 
of asphalt in Rivals, 
from wide interstate 
jobbies through to 
narrow dirt tracks. 
The sheer particle 
and lighting effects 
chaos mean high-
speed chases at 
night can descend 
into an epileptic’s 
worst nightmare.

10%  
Cruising around 
like a boss.

5%  
Getting kicked 
from a server. Grr!

35%  
Busting street 
trash racers.

35%  
Letting pigs choke 
on exhaust fumes.

15%  
Getting big air off 
hidden ramps.

What's 
it made 

of?
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 Loves

Redview County is a 
delight, wonderfully 
mapped and 
crammed with 
secret routes.

It might be 30fps, 
but the particle 
effects and visuals 
convey a fearsome 
sense of speed.

Isla bonita

Fast ‘n’ furious

AllDrive, when it 
works, is a corking 
amalgamation of 
traditional single 
and multiplayer.

Drive hub

  Hates
Server ‘n’ volley

McBusted

We got kicked from 
EA’s servers a few 

too many times for 
our liking. 

Getting collared as 
a racer before you 

can bag your Speed 
Points is an exercise 

in frustration. 

 Other Pursuit Tech bits include dosing rivals 
with a few thousand jolts of ’leccy. Shocking! 

 Racers also get to hit back – this burst of 
extra turbo is ideal for handy getaways.

 You’ve challenged the arrogant 

punk cruising about in the Lambo 

Veneno to a head-to-head in your 

McLaren P1. He’s edging ahead at 

200mph when a police Ferrari 

458 Italia explodes out of a 

sideroad and sideswipes 

our rival. Bonus!

lightning rages across the horizon and 

the sunlight dapples over the bonnet of 

your gleaning exotic. Shame all versions 

are hamstrung at 30fps (why EA, why?), 

something that’ll irk Burnout boys used 

to frame rates faster than a McLaren.

 Police, camera, thwack-tion

Closed circuit races are frowned upon  

in NFS Rivals, so there’s an open road 

Thelma & Louise (though in a Pagani 

Huayra instead of a clapped-out 

Thunderbird, natch) sense of 

emancipation to sprawling Redview 

County, as you roar across its seemingly-

endless asphalt in search of automotive 

adventure. See that racer speeding down 

the road ahead? If you fancy busting his 

cheeky arse, simply whack your sirens 

on, send a shockwave of Pursuit Tech 

pain in their general direction and 

initiate a pursuit. If you’re happy 

 Get yer chopper out

Up there with the coolest power 

ups about, one slice of Police 

Pursuit tech involves summoning 

Mr Heli here to fly on ahead and 

lay Spike Strips to deflate foes’ 

ambitions (and Pirellis).
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 Tech that and party

Pursuit Tech can cost a bomb, so what do we at GM 
recommend to get a rival off the road sharpish? Get 
aggressive if you’re a cop: hit racers with the devastating 
one-two that is the EMP blast, followed up with the Shock 
Ram. If you’re running away, consider dropping Stun 
Mines to slow your opponent before applying a bit of Turbo 
and disappearing into the sunset.

JUDGEMENT

 A scintillating return to form that’s all style… 
and no little substance. Blistering arcade racing. 

85
%

GRAPHICS 92%

GAMEPLAY 83%

ACCESSIBILITY 87%

LIFESPAN 80%

INNOVATION 80%

Custom  
duty
» Hardcore car 
tinkerers will likely 
be disappointed 
with Rivals’ 
relatively superficial 
approach to the 
under-the-bonnet 
stuff. As a cop, you 
can’t even tweak 
your ride, simply 
switch between 
them. Racers will be 
glad to hear they 
get a bit more room  
to manoeuvre.

to let said trash wind 

his merry way, just drive 

on by. Those who enjoy a marked 

sense of structure to their racing might 

be befuddled by all this choice (and 

barely-controlled chaos), but if you just 

enjoy putting your foot down and seeing 

what transpires, the eclectic nature of 

the action sits entertainingly alongside 

more traditional, static event fare such 

as point-to-points, Intercepters etc. 

The plot is – sorta expectedly, kinda 

still disappointingly – pure hokum, down 

there with the worst the series has ever 

‘boasted’. Still, what it lacks in cohesion, 

quality, acting chops or, well anything 

really, Rivals makes up for in breadth 

and challenge. You play both cop and 

racer, flitting between each campaign  

at will. Additionally, both factions also 

boast three distinct pathways which  

can be dipped in and out of according  

to your personal whims and play style. 

Progression is simple in Rivals; you can 

power through to the endgame and 

beyond by barely tipping your toe into 

the hostile waters that constitute the 

game’s ‘hard’ missions. Mastery – and 

access to the crème de la crème of the 

unlockable motor pool – is another 

matter entirely. Things can get tough; 

shaking high-end cops or catching the 

slipperiest racers will test your driving 

mettle to its limits.

Indeed, the action can tend to get 

insanely hectic – sometimes the hideout 

placement can grate, especially since 

being a racer is a lot tougher than the 

life of a cop. Why is this an issue? Well, 

race well during your session and your 

multiplier will increase, which is when 

you’ll start coining serious Speed Points. 

The catch? The 

better you get, the 

more heat you’ll accrue 

– so the more cops on your 

ass. If they bust you before you 

make it to a hideout and bank said 

Speed Points, Weakest Link-style, you 

lose the lot. It makes for some thrilling, 

pulse-racing successes… and some epic 

temper tantrums when you fail. Our tip: 

grind Speed Points as cops, then switch 

over to your racer persona and blow the 

currency on faster cars.  

 Paradise lost

So it’s action-packed, gorgeous and 

fairly innovative. Thing is, we’re not sure 

it has the sheer breadth or longevity  

that genuine arcade racing classics like 

Burnouts Takedown or Paradise can 

(still) boast. The move away from 

traditional course design to an organic 

open-world, race-anywhere formula is  

a thrilling one – and the sheer wealth  

of short-cuts and millisecond-saving 

mechanics mean you’ll be besting your 

various time-attacks ad infinitum, but 

there’s an argument to be made that the 

odd genuine circuit wouldn’t have gone 

amiss either. Rivals also misses that 

certain genius mechanic that Criterion’s 

classics based so many of its core 

principles on – here, destruction is 

merely an aesthetic treat, not the core  

of the racing experience. In lieu of 

destruction, there’s nothing for Rivals  

to hang its coat on. It’s a jack of all 

trades, master of none.

A fine debut from Ghost Games 

nevertheless, Rivals is gorgeous, 

progressive and anything but an also-ran 

in the new-gen launch line-up. It’s the 

strongest NfS in an age, one of the finest 

arcade racers ever and a cheeky 

right-hook to the jaw of Forza Horizon, 

Gran Turismo and Grid 2. Yet there’s also 

the feeling that, in terms of depth, it still 

can’t hold a candle to the near perfect 

playground that was Burnout Paradise. 

The latter remains the genre king of 

open-world arcade racers, but there’s the 

seed of something rather remarkable 

here. Here’s hoping it germinates under 

EA’s new racing wing. ROB TAYLOR 

A. There 
is offline – 
Redview County 
is simply 
populated with 
AI cars. You’ll 
miss out on 
some of Rivals’ 
most iconic 
moments if you 
don’t partake, 
though… 
chasing a 
fellow gamer is 
thrilling stuff.

Q. So, is 
Rivals – with 
its lauded 
AllDrive 
functional-
ity – always 
online? 
What if I’m 
the antiso-
cial type, or 
don’t have 
an Internet 
connection?

Engine 
trouble
» Lucky cops are 
given their rides 
gratis; racers unlock 
and then have to 
splash out on theirs. 
They can also – for 
extra Speed Points – 
buff up stats like 
speed, acceleration 
and strength. This is 
a good idea; you’ll 
struggle with low-
end vanilla motors.
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 The Dark Knight goes back to prison Info
FORMAT 3DS, PS 
Vita (reviewed) 
OUT Now  
DEV Armature Studio 
PUB Warner Bros
PLAYERS 1
PRICE £34.99
RATING 16

WHAT IS IT? A 
2.5D, handheld 
Batventure to 
Blackgate prison.

 All the Arkham combat tricks are there  
but it’s a watered down experience. 

L  
uckily for your vocal 

cords, there are a 

multitude of ways to feel 

like Batman these days 

without jamming a rubber 

mask over your head and doing 

impressions of Bale’s digitised growl. 

After Rocksteady’s tour de force of 

Asylum and City, TT Games’ more light 

hearted plastic heroics and WB 

Montreal’s current festive treat it’s 

refreshing to see an original handheld 

title from 2.5D maestros Armature. 

Asylum seeker

While mechanics from Blackgate’s bigger 

brother have been painstakingly and 

often slickly implemented, it’s an all too 

familiar set up for the Caped Crusader. 

Blackgate Prison has been overthrown by 

Joker and co and it’s down to the Bat 

(and, surprisingly, the Cat) to save the day. 

Three prison areas spread over a Crystal 

Maze style map – yes, there’s an Industrial 

zone – are a smooth way of creating areas 

for each Big Bad to set up camp while 

side-scrolling monotony is neatly avoided 

with cinematic set spinning. 

It’s the disguising of its 2D nature that’s 

Blackgate’s downfall. Combat controls are 

identical to Origins but here it stutters as 

goons appear from every direction. 

Button prompts arrive too late which 

means situations that should be an 

exercise in Bat-stealth descend into chaos. 

It’s disappointing as the touch 

implementation for Detective vision is 

great and the more puzzling elements 

utilising Batman’s tools are enjoyable on 

their own. Sadly not the Batman game 

you deserve. LOUISE BLAIN 

Batman: Arkham Origins Blackgate

JUDGEMENT

66
%

 There’s enjoyment to be had here but it’s 
bogged down by aspirations to be like Origins.

 Everything is not always better down where  
it’s wetter, take it from us.

B  
urial At Sea ticks two 

boxes the BioShock 

faithful have been 

clamouring for, for ages. 

First, it returns players to 

Rapture, the Art-Deco Metropolis 

beneath the waves. Second, and 

most importantly, it allows players a 

glimpse of what the city looked like 

before greed, corruption and ultimately 

war tore it apart. Between its classic 

detective noir plot (which stars both 

protagonists from BioShock Infinite) 

and its nods to the first BioShock – 

which references plot points and 

characters from the first game – 

Burial At Sea is aimed squarely at fans  

of the franchise.

 Too shallow by half

It’s a pity, then, that Burial At Sea is an 

astonishingly brief affair. On easier 

settings, one can zoom through it in just 

over an hour and those players who rinse 

it of audio diaries and hidden rooms will 

find – even on harder difficulties – just 

under two hours of content. Given how 

glorious it all looks and how well it plays, 

Burial At Sea feels shockingly short. 

It’s perplexing because it’s clear 

Irrational have given Infinite’s first 

story-based DLC a loving touch. 

Beyond the swoon-worthy visuals 

and compelling plot, the game’s 

dynamics have been tweaked to mirror 

BioShock Infinite’s predecessor. The 

player is less on the back foot and more 

 Info
FORMAT PC, PS3, 
360 (reviewed) 
OUT Now  
DEVELOPER 
Irrational Games  
PUBLISHER 2K 
Games
PLAYERS 1 
PRICE £9.99
RATING 18

WHAT IS IT? The 
first story-based DLC 
for BioShock Infinite 
returns players to 
the sunken 
metropolis of 
BioShock’s Rapture.

 There are plenty of nods to the events of the first BioShock game waiting to  
be discovered in this version of Rapture.

JUDGEMENT

75
%

 Beautifully presented and fantastic fun to 
play, this return to Rapture is unkindly too brief.

able to plan out their attacks, given that 

the Splicers of Rapture give their 

positions away early and respond to 

player movement rather than attack with 

any coherence. 

The lack of gameplay innovation may 

also irk some, but then, if Burial At Sea 

piqued your interest it’s likely you’re one 

of the Cult of Rapture to begin with. If so, 

rejoice; this DLC is BioShock fan service of 

the very highest calibre. NICK COWEN 

 Goons are repeatedly prone to moaning about low wages and bad  
working conditions – they don’t even get coats!
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 Noir beneath the waves

BioShock Infinite:  
Burial At Sea  
Part 1 DLC

  



 Mechs come in a variety of shapes, but not sizes. 
Showdowns are anticlimactic, though.

 Crytek go F2P… Happyface?

 Info

FORMAT PC 
OUT Now 
DEVELOPER Crytek  
PUBLISHER  
Trion Worlds  
PLAYERS 1-16
PRICE Free
RATING 16

WHAT IS IT? The 
minds behind Far 
Cry and Crysis 
plunge players into 
a violent, mech-
starring near-future 
in this free-to-play 
online shooter.

Warface

Looks could 
kill
» Warface: daft 
name, pretty game – 
think 2007 PC title 
Crysis running on 
Ultra settings. The 
engine scales well 
too, so even rubbish 
laptops can run it.

 Making the environments larger would 
be a tremendous step forward; current 
PvP maps are grindhouse bloodbaths.

 Many would say the boss scraps 

between gaggles of grunts and a 

missile-spewing mech, but we’re 

personally loving the slide 

mechanic. It’s a wee bit 

Vanquish-y in its execution, 

and leads to some really 

slick skill kills.

GRAPHICS 83%

GAMEPLAY 61%

ACCESSIBILITY 87%

LIFESPAN 63%

INNOVATION 51%

JUDGEMENT

 Oh so ordinary FPS. Gratis, but then Modern 
Warfare is only a few quid more on eBay.

53
%
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C
 

rytek are the masters 

of game engines, 

whatever Epic or Id may 

tell you, because – at full 

whack – nothing 

currently comes close to the sheer 

fidelity of CryEngine. Crytek are not 

so hot at creative gunplay. Even though 

it’s both really gorgeous and free, 

their browser-based curio Warface does 

little to dissuade this naysaying.

Boiling down into two game modes, 

Versus and Co-op, it begins promisingly. 

There are four classes, plus a wealth of 

unlockable guns and gear. (You know the 

drill here; either upgrade via admittedly 

not-too-intense grinding or reach for 

the credit card and kerching your 

way to glory). It’s a shame the maps 

are so cramped; you’ll constantly 

dissolve into bits of bone and 

cartilage as corner-campers spam you 

with yet another perfectly-lobbed 

grenade. The cads.

 Warface off

Humans vs bots co-op is a rather fresher 

story; class-based play springs to the fore 

and teamwork prevails as you’re forced 

to manage your squad to get through 

missions alive. Finally your sniper feels 

like a vital cog in the team, and your 

medic isn’t just another meatbag packing 

a pea-shooter and a first aid kit. 

Warface is certainly competent, and 

seems popular as we pen this. Its servers 

are buzzing, matchmaking seems 

relatively balanced and we had no 

problem jumping speedily into close, 

satisfying games. Shame then the actual 

shooty stuff is so bloody generic – and 

even the appearance of big stompy 

robots can’t save the done-to-death 

Battlefield/CoD mash-up gameplay. 

Tellingly, there are better free-to-play 

shooters out there, and even though 

squeezing this much visual fidelity into a 

browser is a gob-smacking technical 

achievement, Warface just doesn’t have 

the character to crack a smile across our 

cynical mugs. ROB TAYLOR 

  



 More reviews than you can count*!

*on your fingers

Christmas sto 
 The Mark IV isn’t the only suit of 

armour you wear as Iron Man.

 Repetitive and dull levels break 
up the very funny cutscenes.

 Sliders begone. Hello sideline 
screaming at The Crazy Gang.

 War of the words: let your 
fingers do the zombie fighting.

L  
isten up, True Believers! There aren’t many 

games that can boast a playable Howard the 

Duck, Stan Lee cameos around every corner 

or the Merry Marvel Marching Society song 

over the credits, but LEGO Marvel Super Heroes can. In 

fact, TT Games’ latest LEGO adventure might just be the 

ultimate piece of Marvel fan service in any medium.

If you’ve played a LEGO game you know the drill by now: 

charming minifigs progress across a series of linear levels 

by solving gentle puzzles, collecting studs and smashing 

everything in sight. LEGO Marvel finesses the formula, 

established in LEGO Batman 2, by adding an open world 

New York packed with hundreds of side missions, full voice 

acting and Big Figs, such as The Hulk and Juggernaut.

 New Kids On The Block

The six to eight-hour story mode takes you from Doctor 

Doom’s dank Latverian stronghold to the splendour of 

Asgard and, unlike LEGO Batman 2, doesn’t wait for its  

final moments to let you play as a superhero dream team, 

throwing Marvel characters together in unlikely alliances 

throughout. With its colossal character roster Marvel 

couldn’t be a better fit for the LEGO series.

Gleeful character animation, cheesy humour and a 

seemingly endless barrage of in-jokes are all present and 

correct. Stylistically, LEGO Marvel’s cheery New York isn’t 

quite as enticing an open world as LEGO Batman 2’s blocky 

Gotham though, and after more than a dozen games the 

bug-riddled engine is creakier than 90-year-old knees.

Old problems persist then, and there isn’t much 

innovation in this iterative update, but with so much  

to do and genuine joy pouring from every 

frame, LEGO Marvel is a heroic addition  

to the series. JORDAN FARLEY 

N  
ew to the world 

of Pendleton 

Ward’s bonkers 

and utterly 

brilliant animated series 

Adventure Time? Then this 

isometric dungeon crawler 

set in the land of Ooo 

probably isn’t for you. 

The combat is simplistic, 

the enemies a chore to hack 

and slash through and the 

Candy Kingdom’s 100+ 

dungeon floors quickly 

become dull. Boss battles 

every 10 floors break up the 

tedium, and you can warp to 

a surface hub every five to 

upgrade stats, buy items 

and swap characters. It has 

a pleasing 16-bit aesthetic 

with superb pixel art, while 

the hilarious cutscenes 

could be running on a SNES. 

Fans will get a kick out of it, 

but anyone else would be 

advised to try the glorious 

cartoon 

instead.

JF 

G  
oodbye sliders. 

The age-old 

tactics inputs  

have been red 

carded for Football 

Manager 2014. In their 

place are a series of orders 

which you can bark from 

the touchlines with the aim 

of upping players’ tempos, 

changing their passing 

choices, forcing them into 

new areas and starting or 

stopping them from 

shooting on sight of goal, 

SAS-style. 

It’s a wholly positive 

change – putting you in the 

shoes of a proper manager 

with all the tools you’d 

actually have in a real life 

match, bar the ability to do 

an ecstatic Di Canio knees 

slide when your team 

scores. If you have no idea 

what we’re talking about 

then Football Manager  

2014 probably isn’t for you; 

despite help options pouring 

out of every screen orifice, 

it’s a deep game focused on 

keeping kickball obsessives 

happy – and succeeds  

at doing 

just that. 

MP 

F  
aeces.’ That’s 

one zombie’s 

head truly 

exploderised. 

‘Slit your gizzard.’ We’ve 

just rescued a civilian. 

‘Bubbly personality.’ Ooof 

– an entire zombie just 

popped like a balloon 

overfilled with ketchup. 

Taking the bloody  

stupid, bloody offensive  

and bloody, er, bloody 

grindhouse lightgun 

blasterpiece that was The 

House of the Dead: Overkill 

and retrofitting it for 

keyboard controls, The 

Typing of the Dead: Overkill 

has you frantically spelling 

out phrases on demand  

to slap corpses back into 

graves with finger taps  

and dictionaries.

It’s incredibly dumb,  

yes, but it works. Overkill 

was a gloriously stupid but 

enjoyable romp, now with 

added typing tests that put 

your brain through the 

wringer. Besides, what other 

game lets you kill somebody 

with ‘man 

boobs’? 

MP 

Adventure 
Time: 
Explore The 
Dungeon 
Because I 
Don’t Know!

The Typing 
of the Dead: 
Overkill

Football 
Manager 2014

LEGO Marvel 
Super Heroes FORMAT Wii U, PC, PS3 (reviewed), 

360, 3DS OUT Now PRICE £39.99

FORMAT PC OUT Now PRICE £14.99

FORMAT PC OUT Now PRICE £34.99

FORMAT PS4, XO, Wii U, PC, PS3, 360 (reviewed), 3DS, PS Vita OUT Now  
DEV TT Games PUB Warner Bros PLAYERS 1-2 (co-op) PRICE £44.99 RATING 7

 Marvel’s mightiest assemble in  
the year’s best superhero game

85
%

55
%

88
%

81
%
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  cking fillers

 It’s party time for Rayman, 
showing Mario how it’s done.

 Everyone’s disappeared. What 
should you do? Put the kettle on.

 Get packing. You collect decks 
by finding or purchasing cards.

 You’ll have to pay extra to get 
your hands on Woody’s figurine.

MirrorMoon EP
FORMAT PC OUT  
Now PRICE £6.99

A minimalist indie 

puzzler that sees you 

exploring lonely planets 

and plotting courses 

through space to find 

unexplored lands. It’s  

a fascinating journey  

into the unknown with 

some great touches 

backing up a superb 

central dynamic. 84%

The Raven – Legacy 
Of A Master Thief
FORMAT PC  
OUT Now PRICE £20.99

This three-part point and 

click adventure about the 

hunt for a presumed-

dead thief initially 

promises great things, 

but its puzzles disappoint 

and the story lags. 59%

Hakuoki: Memories 
of the Shinsengumi
FORMAT 3DS 
OUT Now PRICE £37.99

Phoenix Wright fans 

might be tempted by this 

Japanese supernatural 

thriller with a romance 

subplot, but the story  

is slow and meaningful 

choices are rare. A good 

yarn eventually unfolds, 

but it’s sadly no Virtue’s 

Last Reward. 61%

H  
ere’s something 

you can say 

about Rayman. 

He has the balls 

to go places that even 

Mario won’t dare. 

Jungle Run proved that 

big name mascots don’t all 

have to be forced into Sonic 

Dash-like clones of other 

successful mobile games. 

And Fiesta Run does it all 

over again. Beautiful 

backgrounds whiz by as 

your chosen Rayman 

character sprints ever 

onward. This time out you 

have the option to use 

collected lums to unlock 

various skills. Don’t expect 

this to make the game 

easier, however. Ultra hard 

levels become available 

each time you collect every 

lum in a stage.

Pretty much the only 

complaint we can level at 

Rayman: Fiesta Run is that 

it’s too similar to its stellar 

predecessor. However, when 

we’re talking about a game 

of such inarguable quality, 

that’s not necessarily a  

bad thing 

at all.  

MSG 

T  
his exploration-

based Source 

mod turned 

full-blown game 

places you in the role of 

Stanley, an office worker 

who one day discovers  

all of his co-workers have 

mysteriously vanished.

What he does next is 

wholly up to you. No it isn’t. 

Is it? We’re not really sure…

In constructing The 

Stanley Parable, creator 

Davey Wreden makes us 

painfully aware that our 

potential actions, such as 

heading up to your boss’ 

office, hiding in a broom 

cupboard or simply standing 

still, are predicted and 

rewarded. Accompanied  

at all times by a narrator 

(brilliantly voiced by Kevin 

Brighting), your adventures 

with Stanley question 

everything we do when  

we sit down to play games. 

To tell you much more 

would spoil the ride. Step 

away from this review  

and play it now. Or don’t. 

Whatever you do is already 

ordained. 

OR IS IT?! 

MSG 

T  
here are plenty 

of games that 

try to convey 

the atmosphere 

of a traditional tabletop 

adventure, but Card 

Hunter manages to do so 

with a charm it’s hard not 

to be disarmed by. 

A cross between 

Dungeons & Dragons and 

Magic: The Gathering, this 

free-to-play browser game 

is split across a surprisingly 

lengthy campaign and a 

meaty multiplayer mode. 

The former is neatly sliced 

into Modules, each pitting 

your party of three against 

steadily tougher foes as you 

trawl through dungeons. 

You can build decks by 

collecting and equipping 

loot that you find or buy. 

But it’s over in the 

multiplayer tab that you’ll 

realise just how satisfyingly 

deep the kobold hole goes. 

It’s all wrapped up in an 

impressively easy to grasp 

package. Those interested  

in CCGs, but slightly daunted 

by endless rule sets, will find 

Card Hunter the perfect 

place  

to be.  

MSG 

P  
lay Set number 

six for Disney 

Infinity is Toy 

Story in Space, 

and it comes with figurines 

of Buzz and Jesse – so 

everyone’s favourite 

character (Woody, duh!)  

is a standalone buy. 

Forget Andy’s room:  

here you’re tasked with 

rebuilding a Star Command 

base on a planet filled with 

‘oohing’ and ‘aahing’ 

squeeze toy aliens. Natural 

lakes bubbling with shrink 

goo and grow goo give rise 

to interesting puzzles, but 

with Emperor Zurg’s forces 

confined to a simulator 

rather than actually, y’know, 

threatening the world you’re 

in, the Play Set feels too 

casual. This is a by-the-

numbers retelling of other 

Play Sets with Toy Story 

trappings – very similar to 

Cars’ ‘build town, customise 

town, play with town’ setup. 

Perfectly fun, but not as 

beyond-infinity-amazing  

as it really 

should be. 

MP 

Rayman: 
Fiesta Run

Card Hunter Disney 
Infinity: Toy 
Story Play Set

The Stanley 
Parable

FORMAT iOS, Android OUT Now 
PRICE £1.99

FORMAT PC (browser) OUT Now 
PRICE Free

FORMAT Wii U, PC, PS3, 360 OUT 
Now PRICE £29.99

FORMAT PC OUT Now PRICE £9.99

85
%

90
%

86
%

71
%
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 The various planets are a beautifully bright 
reminder of the joys of PS3. 

F  
irst off, hinted at by the 

fact that there’s not even 

a sniff of a number in the 

place of a word in the 

title, Nexus thankfully 

takes us back to the shooty platformy 

single-player delights of the Ratchet 

and Clanks of yore. The beloved 

PlayStation duo are back to finish the 

Future series for good in this epilogue 

and Nexus is a beautiful and hilarious 

return to form for Insomniac. 

Once again expertly juggling combat, 

seriously big guns and platforming, Nexus 

sees our favourite Lombax and his metal 

pal planet-hopping after the evil Vendra 

who has escaped their clutches. Combat 

as ever is satisfyingly deft and the new 

guns on offer are deliciously ridiculous. 

The Winteriser transforms its victims into 

snowmen, while the Nightmare Box 

resurrects undead nasties to distract and 

attack your victims, which makes bouts of 

combat even more joyously manic.

 Fly robot

Accompanying old favourites such as the 

Grav boots and Jetpack is the all new Grav 

Tether that creates a Grav Stream between 

two targets. Creating Portal-esque puzzles 

in order to traverse the huge (and visually 

stunning) levels, this is a worthy and 

satisfying addition to Ratchet’s ever 

growing arsenal.

Vendra is embroiled in a dastardly 

realm-hopping plot that means nasty 

beings known as Nethers are making their 

way into reality. This slickly adds a series 

of devilish side-scrolling mini puzzles 

 Danger! High Boltage! 

 Restored to default JRPG settings

 Info
FORMAT PS3 
OUT Now  
DEVELOPER 
Insomniac Games  
PUBLISHER Sony 
Computer 
Entertainment 
PLAYERS 1 
PRICE £19.99
RATING 7

WHAT IS IT? The 
final entry in the 
Future series for the 
Sony exclusive 
Ratchet and Clank 
platforming games.

 Info
FORMAT 3DS 
OUT 6 December  
DEV Square Enix  
PUB Nintendo 
PLAYERS 1
PRICE £34.99
RATING 12

WHAT IS IT? A very 
traditional Japanese-
RPG adventure.

 Among the new additions to Ratchet’s absurd arsenal – absurdesnal?  
– is the hilarious Nightmare Box, firing out terrors to attack villains. 

 With so many jobs to choose from you 
can customise your team any way you want.

 This not so little piggy clearly should have 
stayed at home today.

Bravely Default

Ratchet and Clank: Nexus

JUDGEMENT

78
%

 Great if you’re a stickler for tradition, but 
progress can feel overly slow at times.

JUDGEMENT

85
%

 Bright, funny and with a ridiculous array of 
weaponry – a fitting finale on PS3.

F  
our heroes, fours crystals 

and four hours until 

things actually start to get 

going. Yep, this Japanese 

role-playing game is as 

traditional as they come. 

This doesn’t come as much of a 

surprise as Bravely Default has been 

billed as the spiritual successor to Final 

Fantasy: The 4 Heroes of Light. Much like 

in the very first FF games you chase down 

crystals to right the world’s wrongs with a 

party you can customise by assigning a 

different job to each one, be that a heavy- 

hitting warrior or a quick-footed thief.

 Time share

However the Bravely Default battle 

system is the one area that breaks with 

tradition. You can stack moves by either 

Braving and taking them all at once at the 

expense of later defence, or by Defaulting 

which means you’ll take less damage but 

are unable to act until later. Juggling your 

moves and choosing when to go all out to 

finish off your foe or when to hold back 

and brace for impact adds a tactical and 

engaging dimension to battles.

While Bravely Default is one of the 

best-looking games on 3DS that we’ve 

ever seen, it still has some serious flaws. 

You’ll spend frustrating amounts of time 

grinding levels in order to get anywhere 

and the characters, while fun to battle 

with, are incredibly dull to listen to. 

With so many modern games taking a 

speedier aproach to progression, Bravely 

Default often feels clunky and out of 

touch in comparison. DANIELLA LUCAS 

where Clank must traverse shadowy 

Limbo-esque levels with changeable 

gravity fields. It’s fiendish and fun in equal 

measure and adds another layer to what 

already feels like a packed and polished 

finale for the pair. 

Never without a tongue in cheek and 

bolstered by fun scripting, Nexus is a 

fabulously old school Ratchet and Clank 

with a few Raritanium upgrades in there 

just for good measure. LOUISE BLAIN 
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 You can now take six of your soldiers out on 
excursions. Don’t expect an easier ride though…

XCOM: Enemy Within

 New enemy types, such as the Mechtoid, 
force you to mix up your tactics even further.

Rocksmith 2014 Deadfall Adventures

D  
on’t baulk at the fact that 

this standalone expansion 

isn’t the full-blown sequel 

that you were hoping for. 

While it may take place 

within the same timeframe and even 

boast many identical mission priorities 

as its predecessor, Enemy Within is the 

perfectionist’s choice when it comes 

to XCOM.

Your squad is made even more 

personal thanks to a plethora of new toys. 

With a genetics lab in your base you’re 

able to recombobulate selected team 

members’ genetic make up. Do this and 

you get access to customisable skills. For 

example, attain a height advantage 

through Depth Perception or turn-based 

healing through Adaptive Bone Marrow.

Opt for a Cybernetics lab, however, and 

you can suit up chosen units with fully 

upgradeable mech suits. The unifying 

currency tying all these new choices 

together is MELD, a glowy orange 

substance found scattered throughout 

the various new maps. Its presence tests 

your priorities even further. Do you risk 

everything to obtain some extra MELD, or 

play it safe and lose out?

 Hello commander

The sizable new arenas are noticeably 

geared towards elongating the 

effectiveness of your late game upgrades. 

For example, remember how you’d finally 

get access to a jetpack but feel like there’s 

no real need for it? From the very 

beginning you’ll feel out of your depth as 

levels are filled with verticality. Enemy 

E.T.s seem much more inclined to use this 

height advantage against you as well.

C  
an you play guitar? If yes, then 

Rocksmith 2014 is probably not for 

you. Do you look on in awe of those 

more musically able than yourself, 

dreaming of one day joining them on stage? Then 

it’ll be right up your street. Providing, of course 

that you have a hefty helping of patience to go 

along with your enthusiasm.

Rocksmith 2014, while exuding an overall 

gamey flavour thanks to the returning Guitarcade 

minigames, is at its core a teaching aid. If you’re 

up for learning how to play guitar then we can 

think of no better way short of having someone 

teach you. Don’t jack in expecting to bust our ear 

splitters right away though. Rocksmith doesn’t 

make learning the guitar 

easier. It does, however, make 

it more fun. MSG 

I  
n the world of cinema we often 

talk about films being so 

reekingly awful that they come out 

the other side popcorn-munchingly 

good. With games this is a tough trick to pull 

off. Our interactions with first-person Indiana 

Jones wannabe Deadfall Adventures was 

peppered with egg-wafting dialogue, wobbly 

shooting and the occasional obtuse puzzle. 

And yet somehow it managed to entertain. 

Perhaps it’s the surprisingly atmospheric, 

Unreal Engine-powered landscapes you get to 

explore. This matinee yarn brimming with 

treasure hunting Nazis and comfortingly 

predictable plot twists isn’t going to win any 

prizes, but it manages to capture the spirit of 

the B-movie surprisingly well. 

We’re pretty sure it’s 

deliberate, too. MSG  

One of our favourite new inclusions 

is the medal system. Medals you earn 

through combat can be customised and 

awarded to chosen squad members. 

This new feature highlights what made 

XCOM: EU standout in the first place. It 

makes your favourite squaddie’s deaths 

even more palpably harrowing. Who 

knew that was possible?  

MATTHEW SAKURAOKA-GILMAN 

 We learn once again, never go full rookie…

FORMAT PC, PS3, 360 OUT Now PRICE £44.99 (PC + 
cable), £64.99 (PS3/360 + cable)

FORMAT PC, 360 OUT Now PRICE £32.99

T  
his may be the one zombie game 

that broke the cadaver’s back. 

Stodgy controls and clunky combat 

don’t help, despite a concept that 

would make Diablo fans purr. Stranded on a 

typically infected chain of tropical islands you’re 

tasked with gathering materials to craft the 

weapons and gear necessary for survival. What 

starts out as a unique loot-flavoured approach 

to the apocalypse quickly devolves into an 

exercise in boredom peppered with the 

occasional moment of frustration. Especially 

annoying are the safe houses. These are 

numbing exercises in horde clearing which 

seem to take an age to complete. The fact that 

the campaign is so short is 

actually something of a 

blessing. MSG   

 Info

FORMAT PC, PS3, 
360 (reviewed) 
OUT Now 
DEV Firaxis 
PUB 2K Games 
PLAYERS 1
PRICE £19.99 (PC), 
£29.99 (console)
RATING 18

WHAT IS IT? A 
standalone 
expansion to the 
celebrated tactical 
strategy series 
reboot, XCOM: 
Enemy Unknown.

How to Survive
FORMAT PC, PS3, 360 OUT Now PRICE £11.99 (PC),  
TBC (PS3), £9.99 (360)

8
%

65
%

51
%

JUDGEMENT

90
%

 Plenty of new features make this the 
perfect excuse to jump back into XCOM.
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  GOING 

OVERBOARD

FOR GAMES!

 CYBERNOID  

WILL HAVE YOU 

SWEARING TILL 

YOUR TONGUE 

DROPS OFF 
Your Sinclair (May 1988) 

 The colours! The colours! Almost all the colours that the Spectrum had to offer, 
in fact, wheeled out to cheerfully depict a ton of things about to kill you.

 Amiga and ST got a fat extra level and tweaks to 
the difficulty. Boo! Make it more impossible! 

BEST BIT

 All guns blazing
The Fighting Machine subtitle didn’t consistently 
apply, but the rooms where space pirates arrived 
as a mob while you were already under fire from
gun or rocket emplacements did a good job of
keeping the battle running. Better yet, mashing 
the fire button resulted in treasure and weapon
upgrades raining from their shattered husks. Nice.

1 
Skill streak
This was the Dark Souls of its day, with 

immense bragging rights locked away at its 
grand, booming core. Drop into the zone 
with pixel-perfect positioning and mad 
panther reflexes to earn nuff respect.

2 
Boom town
Sometimes everything was blowing up 

at once: pirates, rockets, volcanoes, huge 
alien plants. As an encore for Exolon’s 
hoofing explosions, it was beautiful.

3 
Hot chiptune
Dave Rogers’ tune in most versions 

was catchy if a bit twee for a cold-eyed 
space blaster, but Jeroen Tel’s C64 
composition was all searing SID chip 
synth majesty. 

The Cybernoid Effect
Three things that switched us  

on to The Fighting Machine

 Rise of the Cyber-men!  
Hewson and the gang hit hard

CYBERNOID: THE 
FIGHTING MACHINE

U
 

p until now, all our 

Legends of Gaming 

have extended retro 

tendrils into the 

modern world with 

remakes, Kickstarters or long 

overdue sequels. But not this time. 

There’s no Cybernoid XBLA 

crowdfunding pitch. Cybernoid III is 

unlikely to happen in our lifetimes. 

On the flipside, that means Cybernoid 

had only one way to earn its place 

here: by being a stupidly good feat 

of programming and a laser-focused 

late ’80s classic.

 The origins

Cybernoid sat at the peak of a well-

deserved rise to fame for both its 

creator Raffaele Cecco and its 

publisher Hewson. Just 20 and already 

turned freelance after his ‘cog in a 

machine’ phase at Mikro-Gen, Cecco 

built on previous sci-fi sure things 

Equinox and Exolon, while Hewson had 

been buffing their golden reputation 

since 1981 with the likes of Dragontorc, 

Paradroid and Uridium.

Plot was as much an afterthought 

as ever (Cybernoid pilot out to reclaim 

pillaged cargo from space pirates) but 

Cecco’s new flip-screen Spectrum 

venture would fly high all the same. 

With friend Nick Jones taking the C64 

shift, they’d create one of the most 

astoundingly assured and nails-hard 

challenges of the era – a game that 

encouraged suspicious examination of 

your system to work out where all the 

extra juice was being pumped in.

 The legend

In that moment of glory 25 years ago, 

gamers went starry-eyed over 

Cybernoid’s startling fusion of detail, 

colour and speed, with every port (apart 

from the NES black sheep) playing to its 

host machine’s strengths.

Progress demanded pinpoint 

precision as you eased into tiny, safe 

niches then rocketed out on the crest of 

a bullet hell onslaught. Float like a 

butterfly, sting like a B-class military 

gunship. Aggressors were everywhere: 

space pirates on a collision course, 

target-locking defence mechanisms, 

weird organic bulbs and growths 

gobbing unhygienic space phlegm.

Your own loadout included lasers, 

bouncing bombs, seeker missiles and 

the famous orbiting mace of death, but 

as you tried to deploy them all while 

taking on timing-based hazards, 

gathering salvage and sparing a 

split-second to check the time limit, 

things had a habit of unravelling fast.

 The legacy

A more-of-the-same-but-no-bad-thing 

sequel followed, even as Cecco and his 

close-knit collaborators came down from 

the stars to invoke fairies and vengeful 

demigods in new project Stormlord. 

Later, the shift to 16-bits would result in 

First and Second Samurai – another pair 

of legends, but the last before ballooning 

team sizes made that individual creative 

stamp a thing of the past.

Apart from launching expectations for 

new IP into the stratosphere at a time 

when almost every game was new IP, 

Cybernoid’s legacy was a point well 

made: that the gulf between 8-bit and 

16-bit machines, even 8-bit and arcades, 

could be narrowed to almost nothing 

with ingenuity and hard-headed graft. 

And so it became an ally to millions of 

‘underpowered’ system owners in spite 

of its difficulty. That’s right. We tamed 

this bad boy with love. LEIGH LOVEDAY 

 Info
FORMAT Spectrum, 
CPC, C64, ST, Amiga, 
NES
PUB Hewson
YEAR 1988
GET IT iOS (Spectrum 
version), C64 Direct-
to-TV 

REVIEWED! 

“Cybernoid defies all 
adjectives; it just has 
to be played to be 
believed – and once 
you do play it, you’ll 
never leave it. If only 
all Spectrum games 
were like this!” – 
Crash (April 1988)

of Gaming #9
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 Retro Cameo

Sentient ship from Fantasy Zone (1986) 

Opa-Opa reported back for shooty duty

in Space Harrier sequel Planet Harriers

(2000) before his Sega All-Stars Racing

cameo this gen.

Shmups are rich pickings for bosses, R-Type 
more than most. Gomander, also delightfully 
known as Cyst, was flanked in the early 
levels by cover star Dobkeratops and the 
Bydo Warship – a level in itself of turrets, 
jet thrusters and tight spaces. But nasty 
biomechanical body-horror bosses were 
always R-Type’s bread and butter.

Back in ’87, Gomander’s “WTF” factor was 
unmatched: a house-sized heart thing with a 
metallic worm circulating through its arteries. 

And it wasn’t a one-off, as grisly Gomanders 
rose again in the sequels. R-Type Final even 
let you enter one. Heave.

 Winning strategy
The Outslay worm did all the attacking, so 
by learning its flight path you could lurk 
between its coils before swooping in on 
Gomander’s blue ‘eye’ to let the Force pod 
deal some damage. Voilà! Giant mutant  
flesh-mass, barbecued to your liking.

Cosmetic surgery for the Terminator on a 
tight budget! Or not. Despite a rep as ‘just’ 
SNK’s Metal Slug prototype, Cyber-Lip 
had much to enjoy: early 2P support and 
otter-smooth controls, handsome scenery 
such as rising space colony curvature years 
before Vanquish or Elysium did it, androids 
that crumpled into T-800 debris under fire, 
a chirpy tone despite those bio-mutant boss 
wrong ’uns... and a final plot twist showing 
all your hard work in a very different light.

 Cyber-Lip
FORMAT: Neo Geo PUBLISHER: 
SNK YEAR: 1990 GET IT: Neo Geo X

Vs.

 In the red corner

Atari attacker and price point 
prizefighter, on a mission for 
MIDI musicians! Atari were first 
into the ring for the 16-bit dust-up, 
aiming to attract non-C64 gamers 
while earning musical cred with 
Fatboy Slim, Utah Saints & co.

 Who won?

Each born from ex-employees of the other, these evolutions of the ’80s computer gaming crib were fated to clash even before launch. But despite that ST headstart, the 
extra Amiga muscle won over developers and, when the price fell, gamers too. Another near miss, sadly typical of Atari’s inability to get a break after the videogame crash.

GAMING’S GREATEST BATTLES

DODGY
CHARACTER

FAREWELL TO 
GAMING’S 

FAILED 
HEROES

Dodgiest thing 
about Phil 

from GameBoy 
Advance Zone 
of the Enders 

game... his girly 
hair? His potential 
betrayal? No. His 
name, Philbright 

Westriverside 
Warehouserock 

XXVI. We despair.

Philbright

 Classic one-shots and 
underappreciated IP

 In the blue corner

Commodore commander and 16-bit 
strongman, setting out to succeed 
the C64 and smack down the Mac! A 
weighty opening price and fumbled 
marketing meant an early struggle, 
but confidence grew as success 
came its way in Europe (but like the 
ST, less so in the US).

MOMENTOUS MATCHES

1985 – Atari 520ST hits the streets first, closely followed by pricey Amiga 1000
1987 – Affordable Amiga 500 takes on ST’s top gaming asset, Dungeon Master

1989 – Ignoring enhanced Atari STE, Amiga Batman Pack seals the deal at Xmas
1992 – Amiga kids upgrade to A1200 as Atari pitch true ST successor, the Falcon
1993 – Both turn to consoles: Jaguar and CD32 fail, ST drifts but Amiga stays on

 Hands-on hardware 

it’s hard to forget
Like A Boss
 The Big Bads that blew our minds

Powerplay Cruiser
Teal! Cyan! Pink! Yellow! Every colour  
you could want in a controller, combined  
for maximum mid-’80s awesome. It 
wasn’t the only available colour scheme 
(rational ones included blue and white/
black and red) but it was very clearly the 
man’s choice.

Loaded with microswitches and 
built to last, the Cruiser even had 
an adjustable ring for tightening 
the stick to one of three levels. 
Most surprising was how few rivals 
swiped this idea, as any seasoned 
joystick juggler could tell you that the 
ideal shaft resistance for something 
like Cybernoid was very different to that 
for Daley Thompson’s Decathlon...

GAME: R-Type (Irem, 1987) LOCATION: Stage 2, Creature Cave

Functional 
feat
» Even competing 
format fanboys can 
share the Cruiser 
memories, as it 
worked with a 
spread of Atari, 
Commodore and 
Sinclair machines.

AMIGA

Gomander 

ATARI ST

   JANUARY 2014    87

  



1998
» Need for Speed III: 

Hot Pursuit 
(PlayStation, PC)

2003
» Need for Speed: Underground  
(PS2, Xbox, GameCube, PC, GBA)

» The Need for Speed Collection (PC)

2004
» Need for Speed: Underground 2 (PS2,  
Xbox, GameCube, PC, DS, GBA, mobile)

» Need for Speed GT (arcade)

1994
» The Need  
for Speed (3DO)

2002
» Need for Speed: Hot Pursuit 2 
(PS2, Xbox, GameCube, PC)

1997
» Need for Speed II 
(PlayStation, PC)
» Need for Speed II: 
Special Edition (PC)
» Need for Speed: V-Rally 
(US title) (PlayStation)

1995
» The Need for 

Speed (PC)

2005
» Need for Speed: Most Wanted (360, PS2, 

Xbox, GameCube, PC, DS, GBA, mobile)
» Need for Speed: Underground Rivals (PSP)

» Need for Speed: Most Wanted 5-1-0 (PSP)
» The World of Need for Speed (PC)

1996
» The Need for Speed 
(PlayStation, Saturn)
» The Need for Speed:  
Special Edition (PC)

2000
» Need for Speed: 
Porsche 2000 (AKA 
Porsche Unleashed) 
(PlayStation, PC, GBA)

1999
» Need for Speed: Road 
Challenge (AKA High 
Stakes) (PlayStation, PC)
» Need for Speed: V-Rally 2 
(US title) (PlayStation)
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 The Need for Speed
YEAR: 1994 FORMAT: 3DO PUBLISHER: EA GET IT: eBay/Amazon (£20)

Presented by Pioneer Productions, EA Canada and Road & Track 
magazine back when the word ‘The’ was still cool. A titillating grab bag 
of eight supercars with visuals and FMVs to flabbergast the 16-bit kids, 
all-terrain tracks with police and civilian traffic, and a level of detail in 
the car balancing and physics that hinted at a series planning on 
sticking around.

 Need for Speed III: Hot Pursuit
YEAR: 1998 FORMAT: PlayStation, PC PUBLISHER: EA GET IT: 

eBay/Amazon (£5-£10)

First sighting of the subseries rebooted by Criterion (gracing the 
world with Autolog) in 2010. Jaguar, Mercedes and Aston Martin 
joined the ’98 pack just in time for the pinnacle of the original 
NFS trilogy. The highlight: Hot Pursuit mode turned any track 

into a stupidly fun 
arcade cop chase 
frenzy with 
roadblocks, spike 
traps and massive 
tigers. Okay, no tigers.

Need for Speed: Most Wanted
YEAR: 2005 FORMAT: 360, PS2, Xbox, GameCube, 
PC, DS, GBA, mobile PUBLISHER: EA GET IT: eBay/
Amazon (£5-£10)

Most Wanted put paid to any, “well I don’t want 
it LOL,” review gags by being one of the series’ 
top games, with its clear Blacklist goal structure 
nailed on to the best aspects of Underground. By 
joining the 360 at launch it even bridged two 
console generations. 

 Need for Speed: Porsche 2000
YEAR: 2000 FORMAT: PlayStation, PC, GBA PUBLISHER: EA 
GET IT: eBay/Amazon (£5-£10)

With its laser focus on a single manufacturer, Eden Studios’ 
interim effort between the EA Canada and Black Box reigns had 
a Marmite effect, but taking a leaf or two from Gran Turismo’s 
log book helped out – Factory Driver mode was ‘slightly similar’ 
to the GT licence tests while Evolution was a fine career mode/
Porsche hoarder’s paradise.

 Need for Speed: 
Underground

YEAR: 2003 FORMAT: PS2, Xbox, GameCube, PC, 
GBA PUBLISHER: EA GET IT: eBay (under a fiver)

Boulder Dash with cars! Or not. Second stab at the 
series from EA Black Box (NFS’s chief caretakers 
for a full decade) and the game that applied some 
opinion-dividing course adjustment to the entire 
endeavour. It rolled in with perfect timing to 
capitalise on a wave of street racing cinema, and 
fired up a stream of copycat games on its way out.  



 DID YOU KNOW? American classic car MMO Motor City 
Online (2001-2003) was known as Need for Speed: Motor City 
in the planning stages. Not until 2010’s NFS: World did EA 
attempt an official NFS online-only game.

RETRO

2012
» Need for Speed: Most Wanted (Wii U, PC, PS3,   
360, PS Vita, iOS, Android, Kindle Fire)
» Need for Speed: The Run DLC – Italian Pack,  
Supercar Pack, Heroes and Villains Pack (PSN, XBLA)
» Need for Speed: Most Wanted DLC – Ultimate  
Speed Pack (PSN, XBLA, PC)

2007
» Need for Speed: ProStreet (360,  
PS3, Wii, PS2, PC, PSP, DS, mobile)
» Need for Speed: ProStreet DLC –  
Collector’s Edition Upgrade (PSN, XBLA, PC)

2014
» Need for Speed 

(film)

2006
» Need for Speed: Carbon (360, PS3, Wii, 
PS2, Xbox, GameCube, PC, Mac, mobile)
» Need for Speed Carbon: Own the City  
(PSP, DS, GBA)
» Need for Speed: Underground (arcade)
» Need for Speed Collector’s Series (PS2, PC)

2010
» Need for Speed: Hot Pursuit  
(360, PS3, PC, Wii, iOS,  
Android, Windows Phone,  
Kindle Fire, mobile)
» Need for Speed: Shift DLC –  
Ferrari Racing Series, Exotic  
Racing Series (PSN, XBLA)
» Need for Speed: Hot  
Pursuit DLC – Super Sports  
Pack, SCPD Rebels Pack  
(PSN, XBLA)
» Need for Speed World (PC)
» Need for Speed: Nitro-X  
(DSiWare)

2011
» Need for Speed: The Run  
(360, PS3, PC, Wii, 3DS)
» Shift 2: Unleashed  
(360, PS3, PC, iOS)
» Need for Speed: Hot Pursuit  
DLC – Porsche Unleashed  
Pack, Lamborghini Untamed  
Pack, Armed and Dangerous  
Pack (PSN, XBLA)
» Need for Speed: The Run  
DLC – Signature Edition  
Booster Pack (PSN, XBLA)
» Shift 2: Unleashed DLC  
– Speedhunters Edition  
Pack, Legends Pack  
(PSN, XBLA, PC)

2013
» Need for Speed: Rivals  

(PS4, Xbox One, PC, PS3, 360)
» Need for Speed: Most Wanted U (Wii U)

» Need for Speed: Most Wanted DLC –  
Terminal Velocity, Movie Legends,  

NFS Heroes (PSN, XBLA, PC)
» Need for Speed: Rivals DLC – Ultimate Cop 

Pack, Ultimate Racer Pack (PSN, XBLA, PC)
» Need for Speed: Rivals DLC –  

Origin Digital Deluxe (PC)

2008
» Need for Speed: Carbon (arcade)

» Need for Speed: Undercover  
(360, PS3, Wii, PS2, PC, PSP,  

DS, iOS, Windows Phone, mobile)

2009
» Need for Speed: Nitro (Wii, DS)

» Need for Speed: Shift DLC – Team Racing (PSN, XBLA)
» Need for Speed: Shift (360, PS3, PC, PSP, iOS, Android, mobile)

 2. Stunt Race FX
FORMAT: SNES  
PUB: Nintendo
Second game after 
Star Fox to use the 
Super FX chip. 
Took on Ubisoft’s 
own kart effort, 
Street Racer.

 5. Ridge Racer
FORMAT: Arcade, 
PlayStation  
PUB: Namco
One of the few 
other racer series 
as durable as 
Need for Speed 
hit Western 
arcades and 
Japanese 
PlayStations 
this year.

Like the OutRun 
Testarossa 
cartwheeling down 
an embankment, the 
racing genre picked 
up momentum in 
1994. The Need for 
Speed couldn’t take 
all the credit. These 
big hitters were also 
burning tyre marks 
into the starting grid...

 TRACK 

MATES

 4. Cruis’n USA
FORMAT: Arcade, 
N64  
PUB: Midway
Lightweight racer 
not quite on par 
with some of its 
peers, but 
memorable as 
one of the ‘Ultra 
64’ originals.

 3. NASCAR 
Racing
FORMAT: PC PUB: 
Virgin/Sierra
PC million-seller 
from racing realism 
specialists Papyrus. 
Series rumbled on 
almost annually 
until 2003!
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for  Speed custodians all the way  

up to new boys Ghost Games 

tirelessly shift the balance between 

gritty simulator and balls-to-the-

wall arcade racer. Here’s how they 

all line up on the grid. Floor it! 

LEIGH LOVEDAY 

trilogy. But NFS – a good three years 

before Gran Turismo – felt like our 

first serious opportunity to whip the 

whole lot out on the track and down 

the open road.

Two decades on from that 3DO 

starting point, we’ve watched Need 

T  
he gaming public’s 

hunger for supercars 

started to swell in the 

late ’80s and early ’90s, 

taking in the likes of 

Accolade’s Test Drive, Titus’ Crazy 

Cars and Gremlin’s luscious Lotus 

 Need for Speed: Nitro
YEAR: 2009 FORMAT: Wii, DS PUBLISHER: EA GET IT: Available now

This year saw a shift as EA cut off the Nintendo platforms from the 
main event, Slightly Mad Studios’ gritty NFS: Shift, redirecting them to 
this purpose-built kaleidorace where ‘Own It’ mode splattered the 
race leader’s tags and colours all over the environment. Some things 
worked, some didn’t, but the extra effort was duly noted.

 Need for Speed: ProStreet
YEAR: 2007 FORMAT: 360, PS3, Wii, PS2, PC, PSP, DS, mobile PUBLISHER: EA 
GET IT: Origin

In a period when NFS seemed to be forgetting the basics, ProStreet got rid of free 
roam, illegal street races and the trademark angry coppers. Fans squawked, and 
those neat online modes and big sexy buffet of race types could only deflect so 
much indignation. Not to worry: after 
2008’s underwhelming Undercover, 
the series’ third wind was on its way.

 Need for Speed: The Run
YEAR: 2011 FORMAT: 360, PS3, PC, Wii, 3DS PUBLISHER: EA  
GET IT: Available now

Poor old NFS: The Run. And poor old Black Box, trying to follow up 
Criterion’s slam-bang Burnout influences and keep up the pace over 
a full US East-West Coast run. This would-be blockbuster wasn’t 

bad, just a step back – and 
those QTE on-foot bits felt 
about as right as reaching 
the last battle in Street 
Fighter IV only for Seth to 
challenge you to an egg 
and spoon race.

 We all have needs... selling 100m copies satisfies most of ’em

 1. Daytona USA
FORMAT: Arcade  
PUB: Sega
With this and Sega 
Rally Championship, 
Sega made the 
arcade your very own 
happy place back in 
1994.  





N  
ow into its sixth series, the 

WWE Slam Attax Trading 

Card Game promo’d its 

way into this month’s New 

Stuff card when Topps and 

2K Games partnered up to create 12 

exclusive WWE 2K14 cards for the 200+ 

card collection. The special edition packs 

containing these cards are normally only 

available at select events listed on http://

wwe.2k.com, but we’ve formed a stable 

with 2K and Topps this month to give 

every print reader an exclusive packet of 

their very own to start their collections.

A two-player game at heart, Slam Attax 

sees you go head-to-head with a 

competitor across nine rounds where 

players attack and defend with different 

superstars and buff stats with object 

cards and managers. Different match 

types and PPV arena cards don’t have an 

affect on the rules, but an optional 

Extreme Ruleset puts a limit on the cards 

you can have in play for more even bouts.

Rare shiny variants and Limited Edition 

cards are of course available and the 

Superstars range marks the debut of 

the manager cards and NXT subset, 

but it’s the WWE 2K14 range that truly 

impresses, as it’s only in these packs 

that you’ll find legendary superstars 

such as Diesel, Shawn Michaels and 

Stone Cold Steve Austin to drop into 

matches and surprise your friends 

with. Anyone care to offer a, “hell 

yeah!”? MATTHEW PELLETT 

 Info
PRICE £4.99 (starter 
pack), £1 (booster 
pack)
OUT Now
PUBLISHER Topps
PLAYERS 2

WHAT IS IT? Card-
collecting and 
battling game 
based on WWE and 
WWE 2K14. 

Forget the pads!

WWE 
SLAM ATTAX SUPERSTARS 

TRADING CARD GAME

Opening bell
» Aside from a 
collector’s binder 
the Slam Attax 
starter pack comes 
with trading card 
checklists, rules for 
newcomers and the 
all-important battle 
mat for the matches 
themselves. Sadly it 
reveals that there’s 
an unbeatable Cena 
card with 100 for 
both Attack AND 
Defence. BOO!

NEW STUFF

 When games 
aren’t enough…

EXTRA
LIFE

 The gaming gear, gadgets and tie-ins to die for

Assassin’s Creed IV: 
Black Flag

£6.99 – www.
forbiddenplanet.com
The sixth (!) book in the

Assassin’s Creed series, 

it’ll surprise nobody to 

learn that this one 

focuses on the events 

depicted in the game of 

the same name that sees privateer 

Edward Kenway become one of the 

most notorious pirates of the 

Golden Age of Piracy. If gaming 

novels are your thing, this one’s well 

worth some pieces of eight.

The Art of 
Assassin’s Creed 
IV: Black Flag

£23.99 – www.
forbiddenplanet.
co.uk
Or if novels are too 

wordy for you then 

grab a spyglass and a 

flask of rum and sit 

down with Ubisoft’s art 

extravaganza that is The Art of AC 

IV. Split into seven sections 

(Abstergo, Dramatis Personae, 

Cities, Exploration, Pirate Life, Sea 

Battles and Underwater World), it’s 

a fascinating glimpse into the work 

that was needed to make Black Flag 

come to life. 

Minecraft 
Redstone 
Handbook

£5.75 – www.
amazon.co.uk
Building on the 

success of the 

Beginner’s Handbook, 

the Redstone edition 

covers pretty much 

everything you need 

to know about your favourite, uh, 

red stone Ð kicking off with mining 

and launching into complex circuits 

and mechanics. The best bit? Not 

the step-by-step instructions but 

the chance to marvel at some of the 

best community creations from top 

Minecraft players.
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 They don’t want you to know…

Pride of place on your virtual mantelpiece

 Batman: 
Arkham Origins

PS3, 360

First Riddler Trophy

The world’s greatest 

detective shouldn’t 

have any problem 

tracking down every 

single collectible.

Gamerscore 30/Silver

 Batman: 
Arkham Origins

PS3, 360

Free Flow Fifty 

Show them who’s 

boss. Score a mighty 

x50 combo. 

Gamerscore 15/ 

Bronze

 Batman: 
Arkham Origins

PS3, 360

Crime Fighter

Do what Batman does 

best. Stop no fewer than 

20 Crime in Progress 

missions.

Gamerscore 10/ 

Bronze

 Assassin’s 
Creed IV: 
Black Flag

PS3, 360

Cannon Fodder 

Form a motley crew of 

over 500 hundred 

sailors, savvy.

Gamerscore 5/Bronze

 Assassin’s 
Creed IV: 
Black Flag

PS3, 360

Excavator

You’re not a real pirate 

until you’ve found some 

buried treasure.

Gamerscore 10/

Bronze

 Assassin’s 
Creed IV: 
Black Flag

PS3, 360

All Aboard!

Board an enemy vessel 

and win the day, without 

losing a single man. 

Gamerscore 30/

Bronze

 Talk to a troubled NPC on the Helicarrier 

and he’ll reveal that Director Fury told 

him to, “Get these snakes off this God Darn 

Helicarrier.” This is a Snakes On A Plane 

reference, which also starred Samuel L. Jackson.

 Suit Trevor up in the right gear and 

it’s possible to make him resemble 

Breaking Bad’s main protagonist, Walter 

White. What’s more, you can also find a 

familiar-looking RV...

 Navigate to Extras in the pause menu 
before selecting Enter Code. Now enter: 
UZFBG4, to receive a 2x stud bonus.

God darn snakes
LEGO Marvel Super Heroes, PS4, 

XO, Wii U, PS3, 360 

Let’s cook
GTA V, PS3, 360

LEGO Marvel Super Heroes, PS4, XO, Wii U, PS3, 360

3. Break and Enter

Stand in the left corner of the 

doorway and jump. Your 

character will climb up and 

into the building.

2. Wash and Cut

Head to the hairdressers in 

North Los Santos and look 

for a shutter doorway with 

a small red sign on the wall. 

to the left of it.

1. God Mode

YouTuber oChaoticRavenger 

has found an easy way to 

achieve a five star wanted 

level, while remaining 

technically invincible. 

 Raise your wanted level, and stay alive in GTA V

3 ARRR!
EASTER EGGS!

3 SUPER!3 BATS!

Trophy

Trophy cabinet

 LEGO Marvel 
Super Heroes

PS3, 360

Billionaire 

Philanthropist

Amass a one-billion 

stud fortune.

Gamerscore 40/ 

Gold

 LEGO Marvel 
Super Heroes

PS3, 360

Cosplay

Create your very own 

custom super hero.

Gamerscore 20/

Bronze

 LEGO Marvel 
Super Heroes

PS3, 360

It’s Clobberin’ Time!

We can think of more 

challenging tasks than 

simply downing 100 

opponents as the - hard 

as nails - Thing.

Gamerscore 20/

Bronze

4. Wanted Man

From within the building you 

can shoot through the walls. 

However, NPCs cannot shoot 

in. Jump into the grey areas at 

anytime to respawn outside.

92     JANUARY 2014

  



SECRET SERVICE

 Reader-to-reader tip action!

?

 The end of Batman: Arkham Origins RUINED! 
(Take a mirror, read the reversed text and spoil yourself!)

1  Super 
villains cheat
LEGO Marvel Super Heroes, PS4, XO,  

Wii U, PS3, 360

WIN A 
MYSTERY

GAME!

THE BEST  
TIP PRINTED 

WINS A  
GAME!

» Email your 
tips and cheats: 
gamesmaster@
futurenet.com

1 
Nintendo’s Green Star gremlins 

often hide their bounty tantalisingly 

out of view – but there are tricks you 

can use to sense when one’s nearby. 

Green Stars emit a sickly-green aura 

which can make their presence easier to 

detect in gloomy or underwater levels. 

Similarly, stamps broadcast a shimmery 

sound effect when one is nearby so keep 

the GamePad speakers cranked up to 11.

2 
Mario 3D World is a more  

vertical game than its 

predecessors – in part to 

accommodate the cat bell power-up, 

which lets you shimmy up and down flat 

surfaces. Even if you’re not catted-up, 

most lofty platforms can be reached by 

performing a back-flip: crouch with 

your back to the wall and keep the 

button depressed until powered up, 

and you’ll vault to new heights.

3 
3D World uses visual trickery to 

keep you from stuffing your face 

with green astral goodness. 

Manually rotate the camera with the 

R-stick to gain new perspectives of the 

stage around you – pits which seem to 

spell certain death may contain hidden 

delights. And remember that the 

boomerang power-up can be used to 

remotely collect stars that are 

agonisingly out of reach (or are just too 

plain risky to attempt yourself).

 Alex Dale reviewed Super Mario 3D 

World for Wii U. Check out p44.

WINNER!

“I might have to 
chop you up into little 

pieces, before spraying your 
pulp mess down the drain.”

Treevvooor PPhilliiipss ((GGTTAA VV)

“No I didn’t kill 
him. But I did kidnap 

his wife.”
TTTreeeevvooorr PPhhiliippss 

(GGGTTAAAA VVV)

“Do they even  
have manners where 

he comes from?”
JJookkkkeerrr ((AAAAArkkhaaamm 

OOrrriggginss)

“You’re ruining 
my ****ing yoga!”

Ammmaaanndddaa DDee Saaannta 
(GGGTTAAAA VV)

“Big dog,
 big nuts.”

LLaaaammmaarrr Daavvis 
(GGGTTAAAA VVV)

 Send us your verbal whoop-ass to gamesmaster@futurenet.com. Make Trash  

Talk the subject matter and let rip with the best sledging you’ve heard recently!

 A quick dose of the verbals!

 While at the pause menu, go to Extras 

and then Enter Code, before inputting 

the following codes to receive the 

corresponding vehicles or characters.

5T3CQU – Avenging Cycle 

H8CSE6 – Classic Thor 

OAW2LB – Hooded Wolverine 

2NGSRZ – Mark 17 Iron Man 

CK7SDS – Mark 38 Iron Man 

7HWU4L – Classic Captain America 

WFOZXQ – Future Foundation Spider-Man 

SH9MZQ – Spider Bike 

Ishan, via email

2  Pulling stunts
GTA V, PS3, 360

Having finally toppled Bane and 

successfully restarted his heart, Batman 

chases the Joker through a devastated 

Blackgate Penitentiary and into the 

prison chapel. He finds the Joker 

kneeling in front of the altar, laughing, 

and proceeds to smash his face in with 

the most brutal beatdown of the night. 

Once finished he confronts Gordon 

before disappearing to let the GCPD

 take Joker into custody. Post-credits 

(during which the Joker sings once more

 and Quincy Sharp makes an 

impassioned radio speech to reopen 

Arkham), the Department of Justice 

hires Deathstroke for a secret mission…

THE SPOILER

THE GOLDEN RULES!
 GO GREEN OR GO HOME WITH 

OUR STAR-GOBBLING GUIDE

 If you’re looking to 

make a quick buck, 

especially if you’re a GTA 

V greenhorn, a good way 

to make fast cash is to 

rob an armoured truck. 

If you happen to come 

across one, simply 

kill the driver and 

passenger, before 

shooting the vehicle’s 

back doors until they 

pop open. A good 

haul could gift you 

around $7,000.

laddielofty_legs, via 

email

3  Robbed 
blind

GTA V, PS3, 360

 To find out where every single stunt jump is in the game, 

you simply need to access the in-game internet, typing the 

following into your browser: junkenergydrink.

com/page5. After agreeing that you are 21, 

select the Adrenaline Junkies link in the 

top right and you’ll navigate to a map of 

the game world. Here, every single stunt 

jump is plotted, making the Show Off 

achievement that little bit easier. 

Marcus Patten

JANUARY 2014    93

  

mailto:gamesmaster@futurenet.com
mailto:gamesmaster@futurenet.com
mailto:gamesmaster@futurenet.com
http://junkenergydrink.com/page5
http://junkenergydrink.com/page5


ONLINE
Just head to www.futurecomps.co.uk/gmwwe14 

where you can fill in your details, submit your 

answer and enter the competition.

TEXT US
Just text GMWWE14 (space) A, B or C (eg, 

GMWWE14 A) to 87474 followed by your name, 

age and address. The compo is £1 plus standard 

charge to enter.

HOW TO ENTER

The Main Event!
 This issue’s prize is the Grandaddy of Them All…

D
 

ing ding ding – welcome 

to the main event of the 

issue and boy has GM got 

a slobberknocker lined 

up for you. To celebrate 

last month’s WWE 2K14 we’ve 

tag-teamed with the series’ new 

publishers 2K Games to let six lucky 

readers enter the competition ring and 

pin us for prizes. Er, figuratively 

speaking, that is – we’re not sure we’re 

cut out for suplexes and DDTs.

Given that WWE 2K14 is all about 

WrestleMania we’ve pulled together 

a prize fit for a champ, comprising an 

Xbox 360, a Phenom Edition copy of 

WWE 2K14 signed by the Undertaker 

himself, a Topps WWE Slam Attax 

starter pack and a bundle of WWE 

DVDs. Five lucky runners-up, 

meanwhile, will each receive a copy 

of WWE 2K14 on Xbox 360.

To be in with a shout of winning, 

pull on your kneepads, lace up your 

boots and answer the following question 

by 5 January 2014:

 
Which city will host 

WrestleMania XXX in April 2014?

A. New York

B. New Haven

C. New Orleans

Terms and conditions: By entering this competition you are agreeing to receive details of future offers from Future Publishing Ltd, if you do not want to receive this information please text the word STOP to 87013. The closing date is 5 January 2014. Texts will be charged at £1 plus standard network tariff rate. By taking part 
in a Competition, you agree to be bound by the Competition Rules, which are summarised below but can be viewed in full at www.futurenet.com/futureonline/competitionrules.asp. Late or incomplete entries will be disqualified. Proof of posting (if relevant) shall not be deemed proof of delivery. Entries must be submitted 
by an individual (not via any agency or similar) and, unless otherwise stated, are limited to one per household. The Company reserves the right in its sole discretion to substitute any prize with cash or a prize of comparable value. Unless otherwise stated, the Competition is open to all GB residents of 18 years and over, 
except employees of Future Publishing and any party involved in the competition or their households. By entering a Competition you give permission to use your name, likeness and personal information in connection with the Competition and for promotional purposes. All entries will become the property of the Company 
upon receipt and will not be returned. You warrant that the Competition entry is entirely your own work and not copied or adapted from any other source. If you are a winner, you may have to provide additional information. Details of winners will be available on request within three months of the closing date. If you are a 
winner, receipt by you of any prize is conditional upon you complying with (amongst other things) the Competition Rules. You acknowledge and agree that neither the Company nor any associated third parties shall have any liability to you in connection with your use and/or possession of your prize.

WIN! A 360, WWE 2K14 AND A BUNDLE OF WWE GOODIES!
COMPO

WIN!

 What you can win

One main winner will receive the following:

1. Xbox 360 (250GB)

2. WWE 2K14 Phenom Edition

3. Topps WWE Slam Attax Starter Pack

4. 50 Years Anniversary of WWE DVD

5. Royal Rumble 2013 DVD

6. WrestleMania 29 DVD

Five runners up win:

7. WWE 2K14 on 360

1

7

6

5

2

4

3
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SUBSCRIPTIONS OFFER

 You’re guaranteed 
to get your copy

 It costs less than
buying it in the shops

 There’ll be free 
stuff every issue

 It’s delivered direct 
to your door

More great 
reasons to 

subscribe…

HACK 
DOWN THE 
PRICE OF GM!

HACK 
DOWN THE 
PRICE OF GM!

 Pay only £18.99 every six months by Direct Debit

We’ll chop 35% clean off the cost 

when you subscribe! 

A killer saving!

You’re an intelligent person, right? So why wouldn’t you want to save 

yourself some money – by slashing the cost of your GM? Make sure 

you don’t miss out on any issues of GamesMaster – packed 

with news, previews and reviews – by subscribing. You’ll 

keep up with what you NEED to know from the world 

of gaming and save 35% off the cover price 

– that’s just £2.92 per issue! 

myfavouritemagazines.co.uk/GMSP2B
 

Order online now!
or by phone (and quote GMSP2B) 0844 848 2852

Terms & Conditions: Savings compared to buying 13 full priced issues from UK newsstand. This offer is for new UK print subscribers (paying by Direct Debit) only. You will receive 13 issues in a year. Full 

details of the Direct Debit guarantee are available upon request . If you are dissatisfied in any way you can write to us or call us to cancel your subscription at any time and we will refund you for all unmailed 

issues. Prices correct at point of print and subject to change. For full terms and conditions please visit: myfavm.ag/magterms Offer ends: 31st January 2014. Order ref: GMSP2B.

35%
off

Hacking
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 It’s all change at the top 
from next month...

XBOX 360
 1 GRAND THEFT AUTO V ............................. 99% 
 2 THE ELDER SCROLLS V: SKYRIM .................98% 

 3 GRAND THEFT AUTO IV .............................98% 

 4 HALO 4 ..................................................97% 

 5 BATMAN: ARKHAM CITY ...........................97% 

 6 PORTAL 2 ...............................................96% 

 7 BATMAN: ARKHAM ASYLUM ......................96% 

 8 RED DEAD REDEMPTION ...........................96% 

 9 SUPER STREET FIGHTER IV ........................96% 

 10 DISHONORED ..........................................95% 

PS3
 1 GRAND THEFT AUTO V ............................. 99% 
 2 THE ELDER SCROLLS V: SKYRIM .................98% 

 3 GRAND THEFT AUTO IV .............................98% 

 4 BATMAN: ARKHAM CITY ...........................97% 

 5 PORTAL 2 ...............................................96% 

 6 LITTLEBIGPLANET ...................................96% 

 7 BATMAN: ARKHAM ASYLUM ......................96% 

 8 SUPER STREET FIGHTER IV ........................96% 

 9 RED DEAD REDEMPTION ...........................96% 

 10 THE LAST OF US ......................................95% 

Wii U
 1 THE LEGEND OF ZELDA: WIND WAKER .........92% 
 2 RAYMAN LEGENDS ................................... 91% 

 3 EARTHBOUND ......................................... 91% 

 4 MASS EFFECT 3: SPECIAL EDITION ............. 89% 

 5 MONSTER HUNTER 3: ULTIMATE ................ 88%

 6 SKYLANDERS: SWAP FORCE ..................... 88% 

 7 ASSASSIN’S CREED III .............................. 88% 

 8 TEKKEN TAG TOURNAMENT 2 WII U EDITION 88% 

 9 DARKSIDERS II ....................................... 88% 

 10 NINTENDO LAND .................................... 86% 

PC
 1 THE ELDER SCROLLS V:  SKYRIM ................98% 
 2 BATMAN: ARKHAM CITY ...........................97% 

 3 PORTAL 2 ...............................................96% 

 4 DISHONORED ..........................................95% 

 5 BORDERLANDS 2 .....................................95% 

 6 THE ORANGE BOX ....................................95% 

 7 COD: MODERN WARFARE 2 ........................95% 

 8 LEFT 4 DEAD 2 ........................................95% 

 9 GUILD WARS 2 ........................................ 94% 

 10 DEUS EX: HUMAN REVOLUTION ................ 94% 

3DS
 1 MARIO KART 7 ....................................... 94% 
 2 THE LEGEND OF ZELDA: OCARINA OF TIME ...93%

 3 POKÉMON X&Y ........................................92% 

 4 KID ICARUS: UPRISING .............................92% 

 5 LUIGI’S MANSION 2 ..................................92% 

 6 ANIMAL CROSSING: NEW LEAF ................... 91% 

 7 RESIDENT EVIL: REVELATIONS ................... 91% 

 8 FIRE EMBLEM: AWAKENING ....................... 91% 

 9 METAL GEAR SOLID: SNAKE EATER 3D ........ 90% 

 10 SUPER MARIO 3D LAND ........................... 90% 

PS Vita
 1 PERSONA 4 GOLDEN ............................... 94% 

 2 LITTLEBIGPLANET .................................. 94% 

 3 GRAVITY RUSH ........................................93%

4 HOTLINE MIAMI .......................................93% 

 5 SOUND SHAPES.......................................92% 

 6 RAYMAN ORIGINS ................................... 89% 

 7 KILLZONE MERCENARY ........................... 88% 

 8 DRAGON’S CROWN ..................................87% 

 9 METAL GEAR SOLID HD COLLECTION ...........87% 

 10 BLAZBLUE CONTINUUM SHIFT EXTEND .......87% 

 A welcome salute to the class of January 2014

Battlefield 4
FORMAT PS4, XO, PC, PS3, 360 PRICE £39.99 FROM DICE 

 With its sprawling, destructible maps supporting up to 64 players, the multiplayer modes 
here will be enough to see you through to the other side of Christmas. It also comes with a 
short but spectacular single-player campaign and is wrapped in a beautiful new-gen sheen. In 
every area that counts, Battlefield 4 blasts your socks clean off. 92%

Pokémon X&Y
FORMAT 3DS PRICE £34.99 FROM Game Freak 

 The series has Mega Evolved with the arrival 
of 3D models. Despite following the traditional 
Pokémon formula, X&Y feels fresh. 92%

Skylanders: Swap Force
FORMAT PS4, XO, Wii U, PS3, 360 PRICE £59.99 

FROM Vicarious Visions 
 The new swapping mechanic adds extra 

layers of depth to the series. 88%

Assassin’s Creed IV: Black Flag
FORMAT PS4, XO, Wii U, PC, PS3, 360 PRICE £39.99 FROM Ubisoft 

 With a treasure trove of great experiences, 
this is a must have adventure for your new 
console of choice. 90%

Batman: Arkham Asylum
FORMAT PC, PS3, 360 PRICE £39.99 FROM Rocksteady 

 After Origins’ credits rolled we jumped back 
into the vastly superior Arkham Asylum. We 
suggest you do the same. 96%

1

2 3

4 5

THE GOLD 
STANDARD

  



NICK COWEN
Collar duty

A gaming veteran who’s new 
to these pages, Nick’s already 

loyal like CoD’s Riley. We 
could do without him eating 
grass and throwing up over 
the GM floor again, though. 

Bad Nick.

IAN LLOYD-
EDWARDS
Getting Tyred

After eleven years at the 
helm of GamesMaster 

as Art Ed, Team GM bids 
farewell to Ian who’s wheel-
spun over to sister mag Fast 
Bikes. “How’s the new job?” 

“Wheelie fun!”

MICHAEL 
GAPPER
Frighty Max

A badass one man 
wrecking-crew traveling 
through post-apocalyptic 
scarescapes to make ends 
meet, Mike and Mad Max 
share a lot of character 
traits. Mostly, if we’re 

honest, the word ‘mad’.

A member of the Audit  

Bureau of Circulations

18,624
Jan-Dec 2012 

We are committed to only using magazine paper 
which is derived from well managed, certified 
forestry and chlorine-free manufacture. Future 
Publishing and its paper suppliers have been 
independently certified in accordance with the 
rules of the FSC (Forest Stewardship Council).
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LOUISE BLAIN
Bat with a bang
A month later than 

planned, Batman admirer 
Louise finally locked 

herself inside Blackgate 
Penitentiary this issue. 
She picked the PS Vita 

version because her 3DS 
battery’s on the Wayne.

STEPHEN 
HANLON

Han’s going Solo
The world’s biggest Star Wars 
fan also waves goodbye this 
issue to become a full time 

Jedi. That’s what we think he 
meant when he told us he 

was planning on playing with 
his lightsaber all day.

LEIGH LOVEDAY
Speedy Gonzales

After a full-throttle drag race 
through Need for Speed’s 

timeline Leigh’s figured out 
why Aaron Paul was cast in 
the new NfS film. “Duh! It’s 
because Breaking’s Bad!” 

INSIDER ACCESS TO THE 
BIGGEST GAMES OF NEXT YEAR! 

STARRING…

 DESTINY   TOM CLANCY’S THE DIVISION

 METAL GEAR SOLID V: THE PHANTOM PAIN  

 THE WITCHER 3: WILD HUNT   MARIO KART 8  

 CASTLEVANIA: LORDS OF SHADOW 2 

+ MANY MORE!
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