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Ben Tyrer
staff writer
So young is our Ben he 
asked us whether Richard 
Hammond was back on 
commentary for WipEout’s 
return. Ben is fired again.

game of The monTh
I Expect You To Die
mosT wanTed remasTer
MediEvil

milford Coppock
managing art editor
With ancient PS1 heroes 
making comebacks, Matt 
asked OPSM1 art guru Milf 
if he wanted to remaster 
himself. “4K off,” he said. 

game of The monTh
The Last Guardian
mosT wanTed remasTer
RIIIIIIIIIIIIIIIIIIIIIIIIIIIIIDGE RACER!

Jen simpkins
games editor
Jen returned from the 
PlayStation Experience 
with aLL the exclusives for 
this issue. Also: aLL the 
lurgy for the team. Thanks.

game of The monTh
Let It Die
mosT wanTed remasTer
Cool Boarders

miriam mcdonald
operations editor
Feral cat rescuer Mim’s so 
used to wild beasts she’s a 
Werewolves Within master. 
But she does spend some 
time away from the team.

game of The monTh
Werewolves Within
mosT wanTed remasTer
The X-Files Game (in VR)

welcome

t h i s  m o n t h ’ s  g o o g ly- e y e d  g a n g

game of The monTh
Werewolves Within
mosT wanTed remasTer
Vib-Ribbon

“I’VE WAITED 
GEnERATIOnS 
FOR THIS GAME 
TO HAPPEn On 
PLAYSTATIOn.”
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Back in the ‘90s, I was platformer-mad. 
Crash Bandicoot, Spyro The Dragon, 
Ape Escape… you name it, I played it.  

I loved my PlayStation platformers, but – and 
I appreciate this might not go down too well 
with everyone – I was also rather jealous of 
my best friend. You see, he owned an n64 
and had access to a treasure trove of genre 
greats I could only dream about on PS1, 
including a certain Banjo-Kazooie.

Banjo was made by a brilliant UK studio 
called Rare. The developer responsible for 
the likes of Donkey Kong Country, GoldenEye 
007 and Perfect Dark away from PlayStation 
is still going, but in 2015 a splinter group of 
former employees took its dream of reviving 
the glory days of 3D platforming to crowd-
funding site Kickstarter. That dream, Yooka-
Laylee, was very quickly destined for PS4. 

This issue we’ve got two huge exclusives 
on Banjo’s spiritual successor: a world-first 
multiplayer reveal, and a free CD with tunes 
sure to stick in your brain. I’ve waited 
generations for this game to happen on 
PlayStation. It’s been worth it.

matthew Pellett
editor
matthew.pellett@futurenet.com
@pelloki

secure  
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Death StranDing’S amazing new 
trailer waS captureD Directly on 
pS4 pro at 4K reSolution.

Mikkelsen is one of the 
hottest actors around. 
We’re sure he’ll be a 
chilling delight in DS.
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01
when Konami 
canned Silent 
hills, we 
thought 
Kojima-san 
and hellboy 
director 
guillermo del 

toro’s burgeoning partnership was 
dead. yet here we are, watching 
Death Stranding’s amazing new 
trailer – captured directly on pS4 
pro at 4K – and we’ll be damned if its 
bespectacled gent isn’t hideo’s 
hollywood pal.

there’s even bigger news: the 
metal gear creator has finally found 
an engine for the adventure. after 
going on a worldwide tech tour with 
pS4’s lead architect mark cerny, 
the visionary designer has chosen 
Decima, the guerrilla games engine 
powering horizon zero Dawn.

“we believe their engine will 
help make a better game, and a 
better future for our industry,” 
says Kojima, speaking during an 
ign video filmed shortly after 
Death Stranding resurfaced at last 
December’s pSX. “their engine is 

well suited to the tools and systems 
of an open-world game. this was a 
very important aspect to us.” ‘open-
world’? could Death Stranding be 
an mgS V-style sandbox? hold us. 

death crab for shooty
as for the trailer, it’s peak Kojima. 
hell, it’s 2000 feet above the 
summit of hideo’s highest, maddest 
hill. like Death Stranding’s e3 
showing, it kicks off by doubling 
down on an eco-conscious theme. 
last time it was beached whales, 
now it’s extra dead, upended crabs.

as the portly del toro character 
walks down a canal in the ruins 
of a city, the scene reminds us of 
world war ii imagery. the decaying 
rubble and crumbling masonry is 
desaturated in tone; it all screams 
Saving private ryan. planes with a 
mitsubishi bomber’s silhouette (but 
trailing whiplike tendrils) zoom by 
above, racing against a sky that’s 
split by an inverted rainbow. 

the militaristic vibe – this is 
Kojima, after all – is reinforced 
when a tank rumbles into shot. 
unlike your garden variety panzer, 

Kojima’s latest 
Strands tall with 
ace new footage

we dive into Death Stranding’s latest 
showing to decipher hideo’s mads world

11 PaRaPPa The CRaPPeR
turns out he’s intentionally bad… 

12 aRkneSS FallS
the pc dino sensation roars onto pS4. 

19 FühR The Win
Sniper elite asks you to kill hitler again.
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dev talk
“The teaser we 
showed at e3 was in 
a different engine. in 
January this year, i 
visited studios all over 
the world together 
with Mark Cerny to 
find the right engine. 
Guerrilla Games had 
the right engine, 
and so i started a 
collaboration with 
hermen hulst and his 
team… i hope that  
they can learn 
something from our 
knowledge, too.”

hideo kojima
Studio founder,
kojima Productions

this war beast is giving a piggyback 
ride to a squid-like entity, and if you 
look closely, you can spot human 
bones above the caterpillar track. 
Despite the presence of troops who 
are dressed like they’re fighting 
for the axis powers, there’s an 
underlying, subtle alien presence.

saved by the del 
the action then cuts back to del 
toro. as he heads towards a stone 
bridge you’re given the briefest 
hint at who he may be working 
for. one of the lapels on his jacket 
is emblazoned with a logo for an 
organisation known as ‘Bridges: 
united cities of america’. is he 
some sort of foreign diplomat? 
interestingly, digital del toro also 
sports surgical stitching across 
his forehead. has he recently 
undergone a cranial procedure? 

there’s little time to pore over 
his scars, because soon strange 
baby shenanigans are afoot. again. 
in the last trailer, norman reedus’ 
character tenderly embraced an 
infant who vanished into thin air 
as the walking Dead thesp was 
cradling it. here, del toro’s pS4 
twin is covertly smuggling a child 
inside a mysterious capsule. 

you know what’s even freakier 
than all this secretive toddler 
transportation? Shortly after the 
trailer debuted, folk on twitter ran 
it side-by-side with the e3 footage. 

carefully sync both videos and you 
can see the moment reedus’ infant 
vanishes almost exactly matches 
the point where the baby in del 
toro’s capsule suddenly appears. 
are these scenarios happening 
at the same point in time? Did del 
toro just remotely kidnap the kid? 
even by Kojima’s clever fourth-wall 
breaking standards, this trailer link 
up is a head-spinning humdinger. 

the cool details don’t stop there. 
the eagled-eyed viewer should spot 
warnings on del toro’s device – 
the container’s pump mechanism 
says ‘caution: use designated tool 
to remove bolt’, while the glass 
casing reads ‘ensure lock is tight’. 
clearly, lugging nippers around in a 
paranormal Kinder Surprise is  
a complex business. 

whether it’s the secrecy that 
surrounds this child-ferrying or the 
downbeat stylings, Death Stranding 
feels like Koj’s take on children of 
men. like in alfonso cuarón’s bleak 
sci-fi thriller, childbirth is seemingly 
symbolic; yet here it appears 
it’s an event to be hidden, not 
celebrated. is procreation banned 

in this universe? the one-legged 
doll that sadly trickles towards del 
toro has a pronounced X marking 
on its naval (reedus had abdominal 
scarring in the earlier trailer). 
is this yet another sign that the 
governing forces of this world are 
against naturally born babies?

and then there’s mads mikkelsen. 
ah, unbearably handsome mads. 
the hannibal/casino royale actor 
pops up near the end, conjuring 
memories of metal gear villains. 
the dark oil that’s so prevalent in 
both trailers bleeds from his eyes, 
he may have telekinetic powers – 
witness his headgear dissolve – and 
it appears he can summon inky 
tendrils. whoever mads is playing, 
his character is channelling the 
Sorrow, psycho mantis and Vamp  
in one incredible package.

strand and deliver
Does any of this clue us in on how 
Death Stranding will play? not really. 
it could be a stealth game, it may 
be something more experimental. 
For now, it’s just heartening to 
see Kojima return to his brazenly 
bizarre roots. and with Kojima 
productions and guerrilla games 
sharing tech and expertise, pS4’s 
future couldn’t look brighter. well, 
once you scrub all that oil away…

Del ToRo’S PS4 TWin 
CoveRTly SMuGGleS a 
ChilD in a MySTeRiouS  
SCi-Fi CaPSule.

■ The ‘sad sea life’ theme continues. 
note the dead dolphins near the bridge.

■ old-timey planes and odd rainbows – 
where/when exactly does DS take place?

 expect to read much more on Death 
Stranding in oPM later this year.

Tech iT easy
To test out the Decima engine, kojima 
Productions’ devs recreated their 
meeting room using Guerrilla’s tech. 
Though it’s nothing to do with MGS v’s 
konami-owned Fox engine, the lighting 
and character models do look similar.

Don’t get too excited just 
yet – Death Stranding 
won’t arrive until 2018  
at the very earliest.
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■ The doll in the trailer looks like a nod to MGS v’s venom Snake. it only has one working eye, and its forehead seems to have been punctured by shrapnel.

Whoever Mads plays, 
he appears to be the 
villain. he’s totally rocking 
paranormal powers, too.

Mikkelsen’s soldier is 
flanked by troops wearing 
skull masks. The MGS 
parallels are strong.
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At E3 last year, 
Resident Evil VII 
made people 
queasy. In the case 
of our Jen, the 
dancing leprechaun 

in her stomach was conjured from 
pure terror: glimpses of ghosts and 
moving mannequins messed her up. 
For others, 
however, PS VR- 
fuelled motion 
sickness was to 
blame. So with the 
intense horror 
mere days away, 
what has Capcom 
done to ensure PS VR players will be 
gagging for all the right reasons? 

“The worry about whether you 
can go too far when you translate an 
experience that’s hitting the right 
level on a screen onto a head-
mounted display was obviously 

there,” opens up Capcom’s lead VR 
engineer Kazuhiro Takahara. “Is it 
going to be too scary to deal with?  
I did feel a big sense of responsibility 
when it came to making one of the 
first big VR projects out there. 

“Normally when we make a game 
we get a bit numb to the scariness, 
but even when we know where the 

enemies are going 
to come from, 
when I put PS VR 
on it’s still scary 
every time. It’s a 
level above the  
TV experience.” 

Despite 
suggestion that things have been 
toned down a notch with this in mind, 
our recent playthrough of a third of 
the game doesn’t seem to hold back. 
Indeed, one scene in which we’re 
grabbed by the throat and hoisted 
into the air is so intense some of our 

colleagues have to pause afterwards 
to recover, while lashings of gore 
and a deliberately low brightness 
(“We tune VR to know exactly how 
it’s going to look,” says Takahara, 
“and that hardware consistency 
really helps in the horror genre 
where light/dark contrast is such a 
key element.”) shows little evidence 
of any form of restraint.

sewer gaitors
But one change we can verify is a 
different walking speed. “We knew 
straight away that something felt off 
about it when you experience 
movement in VR, even when it felt 
fine on the screen,” says Takahara. 

Despite the movements of 
protagonist Ethan being fine-tuned 
to perfection on TV sets, Capcom’s 
testers simply couldn’t handle the 
default walking speed. The solution? 
With PS VR mode activated, you’ll 

Is Resident Evil VII 
too much in VR?

Capcom slows things down to combat motion sickness

we knew 
straight away 
that something 
felt off.

resident evil Vii is 
playable from start  
to finish in Ps Vr…  
if you’re able to cope.

dev talk
“in terms of how we 
envisioned resident 
evil Vii, it’s almost like 
Call of Duty 4: modern 
warfare. CoD 4 wasn’t 
a complete reboot. it 
still stayed true to the 
franchise and what 
the franchise meant, 
but at the same time 
it allowed the series 
to grow in different 
directions and expand 
its horizons. that was 
the process that we 
took with reVii.”

masachika kawata
Producer
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actually move slower than normal. 
But pack away worries about having 
a tougher time when it comes to 
escaping the game’s nasties – 
during our test we discover that 
thanks to head-tracked shooting, 
playing in PS VR is much, much 
easier than unsteady aiming with a 
thumbstick. That reduced speed is 
merely just adjusting the balance.

“Yeah, I think it’s a great way of 
controlling it,” says Takahara, 
agreeing with our assessment. “Just 
looking at what you want to aim at is 
such a direct way of inputting.” With 
resources low, every single bullet 
counts – and that easier aiming 
system means PlayStation VR is 
hands-down the best way to play 
Resident Evil VII. Whether you can 
handle the fear is another matter…

 Can reVii bag a 10/10 as predicted last 
issue? find out in oPm #133, out 14 feb.

Think PaRappa’s a bit crap? That’s the point…

The art of fixing 
PS1’s iconic rapper

Parappa the rapper 
remastered is due out in 
2017, and a demo is on 
Ps4’s store right now.

03
Diving into PaRappa 
The Rapper 20 
years after the dog 
first spat his lyrics 
into our ears on 
PS1 has confirmed 

something we’ve long suspected: the 
mascot’s a bit… well… rubbish.

Not him. Not his game. And 
certainly not his music, which has 
aged far better 
than the game’s 
cutscenes (they, 
bizarrely, haven’t 
been remastered). 
But as a rapper? 
He’s less Eminem 
and more Um-’n’- 
um. How he isn’t 
branded “U rappin’ 
AWFUL!” and forever banned from 
picking up a mic again after botching 
that first Chop Chop Master Onion 
level is a mystery to us. Feel free to 
make all the raspberry noises.

“He’s a little bit ahead of the beat 
on some notes; a little bit behind the 
beat on others,” admits Worldwide 
Studios Software Development’s 
senior director, Dave Thach, making 
us feel much better about all those 

attempts we fluffed back in the day. 
How do you fix that timing to please 
newcomers but not completely 
change the beat and kill off veterans’ 
muscle memory? Well, that would 
suggest there was something wrong 
with the timings in the first place…

“If we tune it to match, then we’re 
breaking the game. That was never 
[creator] Matsuura-san’s intent. He 

wanted it to be 
more like a 
performance. Like 
improvisation. It’s 
purposeful.”

So what’s the 
secret to fixing 
PaRappa? It’s to 
leave his vocal 
“talents” well 

alone and instead introduce a pad 
vibration element, which generates a 
call and response effect matching 
the true beat. “We want it to feel like 
the controller is singing to you,” 
explains Thach. Sure enough, the 
feature does make it easier – and 
keeps the terrible raps intact. Brill.

he wanteD it 
to be more like 
a PerformanCe. 
more like 
imProVisation.

 for more mascot comebacks, turn to 
p36 for our Crash bandicoot hands-on.

silence of the lammy 
with Parappa on the horizon and 
Parappa 2 already available on 
Ps4 as a Ps2 port, surely it’s 
only a matter of time before the 
superior Ps1 sequel UmJammer 
lammy is remastered for Ps4?



don’t approach ark 
expecting the finished 
allosaur article. it’s still 
a work in progress.
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04
what a fine 
day for a 
prehistoric 
stroll. wait, 
what’s that 
bundling 
towards us..? 
oh, we’ve 

been stomped to death by a wild 
female doedicurus. swell. fret not, 
this new respawn point looks pretty 
saf… dang. we really should have 
spotted that level 70 thorny dragon 
sooner. welcome to ark: survival 
evolved, the online sandbox where 
both dinos and smaug’s second 
cousin want to eat your face.

studio wildcard’s t. rex-riding 
adventure hit steam early access in 
June 2015. since then, over five 
million pc players have hopped onto 
its servers, and its success 
prompted the team to bring ark to 
ps4 last december. hold onto your 
butts… and every other craftable 
supply you can get your mitts on. 

don’t go into ark expecting the 
finished allosaur article, though. like 
the pc original, this toothy open 
world is still a work in progress. Buy 

ark life finally 
comes to ps4

survival evolved makes its sony dino debut

 The Founder’s Edition is available on  
the PS Store right now for £29.99.

■ The Survivor’s Pack edition is £39.99  
and includes the Scorched Earth DLC.

■ Both PS4 Pro and PS VR support 
have been promised. Fingers crossed.

Jurassic ranch 
Hungry for more dinos? Wayward 

Sky developer Uber Entertainment 
is bringing Dino Frontier to PS 

VR later this year – a Wild West 
settlement sim that lets you herd 

velociraptors and other dinosaurs.

the game now, and you’re taking a 
gamble on studio wildcard hitting its 
goals for the final product. 

“ark’s going to receive a great 
many updates on ps4 between today 
and its ultimate ‘content complete’ 
point in spring,” promises team 
co-founder Jeremy stieglitz. “Beyond 
that we will continue to add 
creatures, items, and mechanics.”

come Dino with me
what state is it in now? it’s still fairly 
rough. graphically, ark is muddy, 
while ps4 performance chugs badly. 
the core action is bewildering, too, 
mainly because the game explains 
nothing. You’re dropped into the 
world cold and naked, then forced to 
survive by taming dinos, foraging for 
food and crafting weapons. expect 
to scour Youtube for help early on. 

Yet we can all agree it’s a very 
cool premise, and its pc audience is 
hooked for good reason. consider it 
a case of claws crossed that ark 
can improve and fulfil its potential.
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One more 
PlayStation 
Experience 
down, and still 
no Bloodborne 
2. (We’re on 

bended knee here, Miyazaki.) At 
least, not an official sequel…

Trust us: similarities between 
Bloodborne and Team Ninja’s new, 
brutal action-RPG extend beyond 
save point shrines (lamps), the 
Amrita currency (blood echoes) 
and boss fights that’ll leave 
mental scars. Combat, as you 
slash through old Japan as a 

samurai, evokes the sensation of 
hunting in Central Yharnam.

Quickstepping is king. So is 
heading into the fray and staying 
there, the Ki Pulse on u allowing 
mid-combo stamina regeneration 
or stance-switching. But Nioh’s 
chained attacks are even more 
advanced than Bloodborne’s trick 
weapon combos – and the ability 
to block is ace. Not aggressive, 
you say? Try this: Nioh’s guns are 
actually used for headshots. Boom.

Prepare to die… 
a different way
Is Nioh the next Bloodborne?

 Get ready – Nioh’s coming to steal 
your Souls when it launches on 8 Feb.

the big shot
eagle-eyed analysis 

Ogress’ predatory, high-
damage leaps and horribly 
spindly fingers are already 
haunting our dreams.

While Bloodborne can’t 
run at 60fps, Nioh’s got 
the frame rate sorted in 
‘Action mode’ on PS4 Pro.



015

number game
we do the maths 

20,000

£169.99
The hefty price tag on Nier: 
Automata’s ‘Black Box Edition’.

14
Hours it took a player to punch one of 
Let It Die’s toughest enemies to death.

50,000,000
PS4 smashes yet another sales target 
by shifting over 50 million consoles.

06
SFV Capcom Cup players using 
gamepads instead of fightsticks.

100%
US finalists in this year’s Capcom Cup: 
the first-ever all-American affair.

01/03
New UK release date for Horizon Zero 
Dawn, two days earlier than planned.

Final Fantasy XV fans voted in a “Who 
Is Best Boy?” poll. Noctis won. Pfft.

$11.8m
Ratchet & Clank’s box office takings – 
the budget was an estimated $20m.

As in Bloodborne, a D-pad 
quick menu lets you equip 
different items without 
obstructing your view.

Fancy dual-wielding your 
weapons? Spears are a 
no-go, but you can rock 
twin katana if you wish.

Holding p has William 
grab his bow (or gun) for 
long-range shots. 

 zooms in even further.
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06
”When’s Marvel?” 
Imminently! After a 
whole lot of excited 
whispering in the 
run-up to 2016’s 
PlayStation 

Experience (and a not-so-subtle hint 
in the form of Capcom producer 
Yoshinori Ono’s meme-tastic event 
attire), Marvel vs 
Capcom 4 was 
revealed for 2017.

Not that it’s 
called that. The 
cross-universe 
fighting series has 
dropped the four 
in favour of the 
ambitious moniker of ‘Infinite’. Why? 
The fiercely technical scrapper is 
opening its combo-loving arms to  
a new slew of PS4 players. It’s  
the perfect time to do so – the 
mainstream success of all things 

Marvel-flavoured at the movies and 
on the tellybox means it’s a no- 
brainer for games to grab a slice  
of the superhero sensation pie.

Closely following Insomniac’s 
Spider-Man and Telltale’s Guardians 
Of The Galaxy reveals, the return of 
the team-based brawler series has 
pleased a lot of fans. And although 

what we’ve seen of 
the roster so far 
will be familiar to 
MvC enthusiasts 
– Captain Marvel  
is the only new 
fighter at the time 
of writing, with 
Iron Man, Captain 

America, Morrigan, Ryu and Mega 
Man X all back from previous games 
– it still looks set to switch things up.

Quite literally. The biggest, most 
important change is the reduction of 
your tag team’s size; the 3v3 clashes 

of ye olde MvC are now a much more 
digestible 2v2. Selecting a well-
balanced trio of characters was 
sometimes tough for newcomers, so 
the simplified choice is a deliberately 
friendly change – alongside the new 
tag system. Gone are the tricky-to-
time, super-punishable Cross-Over 
Attacks with Assist characters: in 
their place, a much more freeform 
system. Infinite allows you to tag in 
teammates seemingly as and when 
you like (though the limitations on 
this are currently unknown) with far 
less risk of being force-fed a cheesy 
combo-string if you bungle it. 

But dedicated fans needn’t fear. 
With skill, you can tag in the midst of 
a combo to open up infinite (geddit?) 
potential for high-level play. And 
thanks to the Infinity Stone mechanic 
replacing a third star, the crossover 
fightin’ titan looks set to add optional 
complexity. Torn from the canonical 

The biggesT 
change? 3V3 
clashes are 
now a much 
simpler 2V2.

A new Marvel 
to behold

Crossover fighting series continues in Marvel vs Capcom: Infinite

The dev team is working 
hard to ensure mvc: 
infinite is both fightstick- 
and gamepad-friendly.

team talk
“why is a new marvel 
vs capcom game a 
big deal? The series’ 
emphasis on improv 
and fluidity means it’s 
become known for 
insane combos and 
ridiculous comebacks. 
it’s an unapologetically 
gimmicky pleasure 
both to watch and 
play. sure, street 
Fighter and Tekken 
are purist sports, but 
nothing gets me truly 
hyped like mvc.”

Jen simpkins
games editor
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The Big 10
STorieS everyone’S Talking aBouT

annals of the Marvel Universe, these 
equippable, team-affecting items 
work like Marvel vs Capcom 3’s 
‘X-factor’ when activated, putting 
your duo into powerful buffed states.

BLOOD FROM A STONE
Pick the Power Stone, for example, 
and your two warriors’ attacks will 
do increased damage – and even 
cause opponents to wall-bounce, 
meaning a chance to extend combos 
and make the most of the beatdown 
potential. Or perhaps the Time 
Stone’s more your style? Selecting 
this makes even the chunkiest of 
brawlers (Iron Man’s still not lost 
that Xmas pud weight) incredibly 
speedy, able to link together 
lightning-quick barrages of blows 
and even appearing to grant an 
invincible command dash that 
teleports you through your foe.  
Hello, surprise cross-up attack…

Various combinations of Stones 
and teams will certainly inspire 
endless evolutions of the game’s 
meta, and keep matchups flexible 
and exciting. Considering the Marvel 
Universe tells of six mystical Infinity 
Stones – the other four being Mind, 
Soul, Space and Reality – building the 
optimal pair of pugilists is going to 
become our new obsession.

UNIVERSALLY SPEAKING
What will those Infinity Stones do? 
We’ve heard nothing yet, but we’d 
bet our fightstick on Space awarding  
an extra jump or air-dashes to 
characters lacking them, and Soul 
buffing health bars or survivability  
in a (hopefully) balanced way.

As for what we’ll be fighting for, it 
sounds like for the first time in the 
series, Marvel vs Capcom: Infinite’s 
cinematic Story mode will address 
exactly why the Marvel and Capcom 
universes have collided (and keep an 
eye out for the stages: worlds really 
are smashing into each other here).  
With the Marvel Games team more 
involved than ever, and Capcom keen 
to finally make the series accessible 
to everyone, even Street Fighter V 
should be quaking in its robes…

 can’t get enough kung fu? Flip to p74 
for our sFV feature, starring ono himself.

■ arcade, Training and mission modes 
at launch, too? capcom has learnt…

■ expect a big graphical overhaul:  
like sFV, this runs on unreal engine 4.

info patches
update your brain 

Visions of the future
not content with remastering the bandicoot 
(p36), skylanders dev Vicarious Visions has 
set its sights on a new horizon: Destiny. a 
Facebook post reveals it’s “partnering with 
bungie to further expand the award-winning 
Destiny universe.” we can’t be the only ones 
hoping ghost and co. also invade skylanders…

floody beautiful
You won’t find a more faithful, sumptuously-
rendered survival experience than roguelike 
indie The Flame in The Flood. out imminently, 
our psX hands-on charmed (you get a dog!) 
and challenged us equally. The ps4 ‘complete 
edition’ includes gameplay tweaks and 
commentary. expect our review next issue.

sony phone home
hot on the heels of nintendo, sony interactive 
entertainment has revealed it’s bringing some 
of our fave playstation franchises to mobile. 
both hot shots golf and psp puzzler what Did 
i Do To Deserve This? arrive this spring and 
summer, with wild arms and a new parappa 
to follow. That’s right, mario: you better run.

ultimate Warriors
You’ve mastered hadokens, 

but not happy birthdays? 
scoop up ultimate marvel vs 
capcom 3 on the ps4 store 

for £19.99 to try out peak 
mvc before infinite drops.



the rumour machine
our sources understand…

07
Your lugs deserve 
only the very best, 
which is why it’s 
great news that 
Sony’s Platinum 
Wireless Headset 

is now out. Coming in at a competitive 
price of £129.99, this pair of comfy 
cans works with all versions of PS4 
as well as PS VR. More importantly, 
you can expect the highest level of 
aural quality thanks 
to 7.1 virtual 
surround sound 
that takes 
advantage of 3D 
audio technology. 

As VR players will 
know, 3D audio 
enables you to hear 
sounds from every 
angle, whether a noise comes from 
over your shoulder or under your 
feet. Certain non-VR games are 
taking advantage of it as well, 
including upcoming Freaker thriller 
Days Gone and smash-hit Uncharted 
4: A Thief’s End (via a patch).

Uncharted 4’s creative director, 
Neil Druckmann, explains why 
Naughty Dog is keen to embrace the 
headset. “We have all this technology 
for creating this incredible 3D audio 

sound that really engulfs you 
in the spaces we want to  
put you in. If you’re listening 
through your TV speakers, 
it would be like taking the 
amazing look of Uncharted 
and watching it through a 
black-and-white television.” 

Sound InveStment
The headphones don’t just 

sound 
impeccable, 
they also 
make talking 
to your 
friends online 
easier thanks 
to multiple 
noise-cancelling 
microphones. 

You’ll also be able to get a lot more 
playtime out of them, with an 
extended-life rechargeable battery 
inside too. Plus, should you decide to 
leave the house, a handy 3.5mm jack 
allows you to plug them into a mobile 
phone to listen to some tunes on the 
go. If you do? Make sure it’s this 
issue’s Yooka-Laylee soundtrack.

Sony’s new headset is a winner

Platinum-grade 
audio? Ear, ear!

3d audio 
enables you  
to hear sounds 
from every 
angle.

a foldable design 
means you’ll be able to 
easily take the headset 
wherever you want.

 fancy grabbing a pair? head to  
bit.ly/Platheadset to buy it now.

Hang on – Terry Crews 
spotted on Blizzard’s 
campus in California?! 
Looks like he might well be 
voicing rumoured gauntlet-
wielding new Overwatch 
hero Doomfist.

Norman Reedus’ 
foetus-juggling 
Death Stranding 
character is 
listed as ‘Adam’ 
on IMDB. Very 
symbolic, Koj.

NeoGaf is already abuzz 
with whispers about 
MvC: Infinite X-Men and 
Fantastic Four DLC.

An FFXV art book 
contains details about 

the upcoming 
DLC – expect 
recurring 
villain 
Gilgamesh…

Street Fighter 
V’s Season Two 
DLC could 
add Story 
Mode’s 
Ed and 
Helen.
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PlayStation 
voices
the month in 
mouthing off

“Let It Die. I 
was honestly 
surprised. It’s 
actually good. 
What’s going on, 
Uncle?” Shuhei 
Yoshida tells it 
like it is. We’re 
pretty pumped 
about LID too…

 Keep your sights trained on OPM for a 
full Sniper Elite 4 review in a future issue.

08
Hands up who 
hates Hitler. (Er, 
actually, on second 
thought – put your 
arm down.) Do 
we have a bonus 

Sniper Elite 4 mission for you! 
Included if you’ve pre-ordered the 
tactical WWII snipe-’em-up (out 14 
February) and purchasable as DLC 
for everyone else, extra campaign 
‘Target Führer’ tasks you with the 
messy business of killing Hitler. 

Again. Yes, popping a cap in the 
German dictator’s nefarious Arsch 
has become something of a running 
joke for the franchise: previous 
Nazi-nixing outings Sniper Elite V2 
and Sniper Elite 3 both boasted him 
as a Target in optional add-ons.

This time around, you’ll find 
Shadow Chaplin pottering about 
a heavily-guarded U-boat facility 
in a sprawling seaside location, 
practically begging to be shot, 
knifed or, say, squished by the giant 
metal Reichsadler (eagle) hanging 
from the ceiling. Mmm – delicious 
irony. What’s more, you can even 
plot the downfall of the Nazi 
empire with a mate, as the mission 
supports two-player co-op.

There are “dozens” of ways to 
assassinate Adolf, meaning replays 
are required to ping specific 
trophies – but if there isn’t a  
‘Testi-Kill’ pot, we want a refund.

■ It’s a real shame that the mission isn’t set 
in the Albert Hall. Maybe next year, eh?

Nutty Hitler-killing 
DLC returns

Sniper Elite 4’s pre-order mission looks führ-miliar…

GhoSt In the ShellS 
Sneaking up on elite sniper Karl 
Fairburne? It’s Sniper: Ghost 
Warrior 3, an open-world, first-
person tactical shooter set in 
Georgia. Check back next issue 
for our hands-on preview.

Kill him yet again, you 
say? Well, why not – 
that’s a mission that 
never grows old.

“F*CK KONAMI.” 
Kojima’s mate 

(and Death 
Stranding 

cast member) 
Guillermo del 

toro 
drops 

the 
mic.

“Regret not 
spending time 
with Vince 
Zampella at the 
awards to tell 
him how much  
I liked TF2’s 
campaign.” 
Bioware 
VP Aaryn 
Flynn 
loves 
BT.
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 Find out more about Uncharted 4’s new 
story expansion in our preview on p32.

■ In second spot? FFXV. Good things 
come to those who wait… for ten years.

09
It’s Official 
PlayStation 
Magazine tradition 
for us to ask what 
your game of the 
year is, and despite 

a packed 12 months, 2016’s battle 
was anything but close. You picked 
Uncharted 4: A Thief’s End to be 
your winner with over 50% of the 
vote. Considering we also gave it our 
GOTY 2016 gong, it’s a remarkable 
clean sweep for Drake.

 Of course, it’s easy to see why 
everyone loves 
Naughty Dog’s epic. 
Scoring a 10/10 
from us at launch 
thanks to its mature 
story, instantly 
classic set-pieces 

and grander levels than anything 
we’d seen before, it’s undoubtedly  
a worthy choice. 

Plus, it’s also been consistently 
bringing us free goodies since its 
release. The most recent addition, 
Survival mode, which allows three 
players to take on waves of enemies 
together, adds a huge new chunk of 
game at no extra cost (see p101). 
This is a game that keeps on giving. 

But what about the other 
contenders? It was a much tighter 
race down the ballot, with Final 

Fantasy XV nabbing 
your second place 
thanks to its strong 
and charming cast 
of characters and 
some genuinely 
breathtaking places 
to roam. After that? 

Battlefield 1 and Rise Of The Tomb 
Raider put up good fights to end up 
sharing the bronze medal spot. 

The only question now is: which 
game will step up to the plate to take 
home the award in 2017? There are 
certainly going to be some very 
strong contenders vying for the 
crown in the months ahead – as  
we debate over to the right…

Naughty Dog has done it 
again. Will the studio ever 
make a game that isn’t a 
GOTY winner? Maybe not.

a WOrThY 
chOIce, ThIs Is a 
GaMe ThaT keeps 
ON GIVING.

The OPM Readers’ 
Game Of 2016

You’ve voted Uncharted 4: A Thief’s End into top spot

instant 
opinion
strong vs 
wrong

Zero Hour
Long-awaited Japanese 
mafia prequel Yakuza 0 
has finally arrived on 
PS4. Look out for our 
big review next issue.

reso-tons of fun 
PS Plus favourite 
Resogun is getting a lick 
of upgrade paint with a 
patch for PS4 Pro,  
and Housemarque has 
confirmed both 4K and 
HDR support. Our eyes 
might not cope…

Bear witH us
Tekken 7 has just 
gained two classic 
characters: Kuma 
and Panda. We think 
their inclusion is a 
bear necessity for 
the brawler. [Ben, 
you’re fired – Ed.] 

not Quite final
News that Final 
Fantasy XV is getting 
a patch that’ll add 
scenes to flesh out the 
story is a massive 
red-soled boot in the 
teeth for those of us 
who’ve already finished. 

walking DreaDful
Telltale’s The Walking 
Dead S3 is skipping PS3. 
To transfer your save 
files, you’ll need to dig 
your old console out, 
download a patch and 
upload it to a Telltale 
account. What a chore.

loot Pox
Modern Warfare 
Remastered’s online is 
sullying itself with 
Supply Drop micro-
transactions. There  
are no exclusive items; 
it just sours the fun.

r e a D e r 
g o t y  
2 0 16
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10

MiriaM McDonalD
OperatiOns editOr

Jen SiMpkinS
Games editOr

Matthew pellett
editOr

Ben tyrer
staff Writer

Which game will take home the 
Game Of The Year 2017 award?

Resi Vii is GOinG TO 
scaRe YOu inTO 
fORGeTTinG 
eVeRYThinG else.

if a mere kitchen in a VR 
demo can leave people 
shocked, the full version 
of Resident evil Vii: 
Biohazard will sear its 
way into our minds like 
nothing else. What we’ve 
played so far has been 
terrifying – after a while 
you forget about the V in 
VR. What’s more, we 
don’t yet know how ReVii 
will tie into all the titles 
that preceded it; any 
familiarity will only 
heighten the anxiety as 
we anticipate horrors to 
come. after walking 
through dark corridors 
and fighting the Molded, 
just going to the loo in the 
night is going to cause 
flashbacks. and it’s the 
games that give us deep 
experiences that become 
Game Of The Year. n

hORizOn zeRO 
daWn’s hunTinG 
Will haVe a Vice-
like GRip On MY 
heaRT in 2017.

Yes, i was there for the 
psX conference. and yes, 
those new playstation 
experience reveals were 
ridiculous. But a new 
trailer and the gooseflesh 
on my arms reminded me 
i’m still besotted with 
horizon zero dawn. i’ve 
never experienced 
anything quite like this 
RpG’s combat. it looks so 
complex on screen, but in 
the hands, it’s both 
intuitive and inexplicably 
fluid – logical and magical. 
To my mind, it already has 
The Witcher 3 beaten.  
i can’t help but feel that 
hunting Grazers, hassling 
Watchers and discovering 
aloy’s mysterious origins 
in a wild sandbox world 
will prove to be 2017’s 
definitive experience. n

has eVeRYBOdY 
else fORGOTTen 
ThaT Red dead 
RedeMpTiOn 2 
eXisTs? huh?

come on. This isn’t even a 
debate. i know that 
between Resident evil Vii, 
horizon zero dawn, Mass 
effect andromeda and 
persona 5 there is a glut 
of titles that could bag 
perfect scores in 2017 
(and that’s without 
considering the likes of 
destiny 2, which is bound 
to release this year), but 
the future’s already 
written. so long as Red 
dead Redemption 2 
doesn’t suffer a massive 
delay and is dragged by 
its stirrups into 2018, 
Rockstar’s open-world 
Western will snaffle all 
the awards come 
december. i declare a 
high-noon showdown 
against anyone who 
claims differently. n

Mass effecT 
andROMeda’s neW 
BeGinninG Will Be 
iTs finesT hOuR.

despite never taking 
home the OpM Game Of 
The Year award, 2017 will 
see the series secure the 
title it so richly deserves. 
Why? for starters, 
there’s the furiously fast 
combat. Ryder’s speed is 
instantly satisfying, 
putting an emphasis on 
striking fast and hard 
that will appeal to action 
fans. Then there’ll be the 
alien galaxy you explore. 
let’s be honest here, 
when has a Mass effect 
game let us down on that 
front? add in the deeper 
customisation from the 
class system, where you 
choose which powers 
your Ryder boasts, and 
you’ve got a magnificent 
mix of ingredients that 
looks set to dominate  
the competition. n

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

Helping Hands 
The drip-feed of reveals for Ben’s 
GOTY pick continues. Ryder’s 
crew in Mass Effect Andromeda 
has further expanded thanks to 
the addition of male Krogan 
Drack and female Turian Vetra.



@truebluegillard
Just saw the trailer for 
The Last Of Us 2. WOW 
just WOW.

@dazfink
If there’s one dev I trust 
to not screw up a sequel 
that doesn’t need to 
happen, it’s Naughty Dog.

@ninaki_limpi
This time Naughty Dog 
didn’t copy Ellen Page’s 
face. Just the guitar 
scene from Beyond!

@Spaghettidude1  
Amnesia really started 
the transition from third- 
person survival horror  
to first-person. 

@alanjuk
Who knew that it was 
journalists graffitiing 
toilets these days?

@crinolinerobot 
@Pelloki is blasting OPM 
with the PaRappa OST. 
GamesMaster and SFX 
are collateral damage.

@bigsmokerbuddah 
That hallway simulator 
[PT]? You’re kidding right? 
That was a mistake like 
Vampire Rain…

@stephenParry80
I’d like an Airwolf game.

@wakingoniart  
Horror games have 
reached a new level of 
intensity. VR might be  
my mental limit.

@tommy4s1210 
Anyone think Final 
Fantasy XV reminds them 
of PlayStation Home?
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can I get a Rt?
The most pleasing tweetings 
from the @OPM_UK timeline 

rePlies
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#131 2017 Preview 
special, Game Of The 
Year Awards, 2016 Quiz.

Mayo mayhem 
While on a trip back from 
London, my daughter and 
I found ourselves sitting 
opposite three Future 
employees returning from 
the Golden Joystick 
Awards. All three were 
extremely friendly and we 
chatted for nearly the 
whole journey. My 
daughter was delighted 
that Overwatch did so 
well at the awards, as it’s 
her favourite game at the 
moment. Being an older 
gamer (40) I also 
managed to give the three 
some history on older 
Future Publishing games 
magazines – I actually 
started reading Mean 
Machines back as a teen. 
Ah, the good old days! 

Keep up the excellent 
work and please tell Jen 
that Armpit Mayonnaise is 
definitely a better option 
than a regenerating 
Gammon Hand.  
Stuart Wood via email

that letter really took 
a surprise turn at the 
end there, didn’t it? We 
can only assume Jen 
managed to temporarily 
lose her minder at some 
point. We apologise 
profusely for her 
behaviour and are 
pleased to confirm her 

PLEASE cAN YOU TELL JEN 
THAT ARMPIT MAYONNAISE IS  
BETTER THAN A REGENERATING 
GAMMON HAND. DEFINITELY.

day pass privileges have 
been revoked, so the 
public transport around 
Bath is safe once more.

Feeling Blu
Never written in before 
but thought I’d just 
mention something’s 
that’s on my mind. I’ve 
been a PlayStation fan 
since PS1 and never been 
interested in the “other 
side.” I’m also a massive 
film fan. Normally the two 
work in harmony together. 
PS2 was my DVD player, 
PS3 was my Blu-ray 
player… BUT PS4 isn’t my 
4K Blu-ray player! It’s a 
real shame and baffles 
me that Sony didn’t 
include this in the PS4 
Pro. Now, I know you’re 
going to say “physical 
formats are dead and 
it’s all about streaming,” 
but I just don’t agree. 
Movies need to be owned 
and they still sell. So I’ve 
bought a brand-new 
Xbox One S purely for 
the 4K Blu-Ray. Sale lost. 
PS4 will always be my 
main console, but sadly it 

won’t be used to watch 
Blu-rays. Surely the cost 
would have been minimal 
to make Pro a real Pro?
David Bronze via email

Its omission surprised 
us too – most of us 
would have paid extra 
for a Pro with one in. 
But Sony has a lot of 
fingers in physical media 
pies, and there’s no 
way it would leave it out 
without consulting sales 
data and crunching the 
numbers first. PS4 Pro 
isn’t Sony’s next-gen 
machine, don’t forget…

 Star letter Not so special?
I really love Collector’s Editions of games, but have 
noticed a new trend: Hitman’s Collector’s Edition 
came with no physical game, and now the Resident 
Evil VII: Biohazard Collector’s Edition is £99.99 but, 
horror of horrors, has no game included. I think game 
companies owe us the decency of including the game 
when they are charging that amount. I would love a 
‘Collector’s Editions coming soon’ section, by the way.
Diane crane via email

It’s done to allow players who’ve bought a game to 
“top-up” their experience. even so, why not offer 
two versions of collector’s editions: one 
with and one without? Have a free 
Battleborn: VIP edition on us. Here, 
the lack of game is actually a bonus.



exIt 
Poll
Our Facebook 
fans answer a 
final question

next 
montH
With Horizon 
stomping ever-
closer, what’s 
the greatest 
dinosaur game 
in Playstation 
history?

3% Have tears  
in their eyes from 
the reveal of 
Wipeout Omega 
Collection. Or is  
that just from the 
speed of the craft?

18% Are smashing 
crates in joy at the 
first-ever look at 
Crash Bandicoot  
N. sane Trilogy.

6% Want to see 
iron Man and Mega 
Man scrap in Marvel 
vs Capcom: infinite. 

9% leapt in the  
air for Chloe and 
Uncharted: The  
lost legacy.

60%
Of you know that 
The last Of Us 
Part ii clearly 

stole the show.

Which reveal at 
PsX 2016 was 

the pick of  
the bunch?
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1 the last of Us  
Part II  
Goosebumps. chills. Tears. 
Yelps. No matter what you felt/
elicited during that reveal at 
the PlayStation Experience, 
you all reacted in a big way. 
Begin your countdown to 
the return of Naughty Dog’s 
greatest ever adventure 
over on p54.
FoRmat Ps4 
eta TBC

2 Horizon  
Zero Dawn
Guerrilla’s open-world 
wonder is less than 
two months away, 
and only the shock 
reappearance of Joel 
and Ellie is holding it 
back from the top spot. 
Make sure you grab our 
next issue for a huge 
Horizon special. 
FoRmat Ps4 
eta 1 MArCH

3 Uncharted: the lost legacy
Only Naughty Dog could create an expansion 
that was more exciting than most other games. 
Nathan’s journey might be over, but chloe Frazer 
and Nadine Ross are teaming up for an Indian 
excursion that’s sure to be a highlight of 2017.  
FoRmat Ps4 
eta 2017

4 Resident evil VII: 
Biohazard 
Tightening its grip on 
fourth spot, capcom’s 
reinvented horror 
surpassed all our 
expectations in last 
month’s big feature. Look 
out for our huge review 
next issue, out 14 Feb.
FoRmat Ps4
eta 24 JAN

5  Red Dead 
Redemption 2 
Just keeping Kojima’s 
Death Stranding from this 
month’s list, Rockstar’s 
Wild West sequel is still 
holding strong, despite 
the onslaught of new 
PlayStation Experience 
announcements. The wait’s 
already unbearable.
FoRmat Ps4 
eta AUTUMN 2017

Vote  
noW!

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

opm@futurenet.com

best comments from facebook.com/officialplaystationmagazine

“No Playstation 
console is complete 
without a Wipeout.”
ashfaq ahmed likes its return.

“it better sell well. Now it’s time to see if all 
the people who said they wanted a new Crash 
Bandicoot will actually buy this.”
Ali Essa dreams of n. sane trilogy leading to brand-new crash games.

ReaDeRS’ moSt WanteD
Which games are bleeping loudest on your radar?

4% Are thankful 
that Yakuza 6:  
The song Of life  
is heading to  
the West.
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Dave Meikleham

PS4 Pro isn’t for everyone, but it’s still great value

 As someone who’s 
blown obscene money on  

Pc PArts, sony’s entry 
Price for 4K gAming is  

A dAmn steAl.

B
e in no doubt: I’m an 
obsessive buffoon who 
pays way too much 
attention to pixel density. 
Want to know how far 
down the rabbit hole of 

4K fanaticism I’m prepared to go?  
I can remember exactly what I was 
doing when PS4 Pro was announced. 
Like, ‘to the minute’ exactly. Safe to 
say, I’m a big fan of Sony’s beefed-
up PlayStation.

Skip back to 7 September last year, 
and you’d find little Meiks sipping the 
world’s weakest Bloody Mary in a 
Parisian bar (near Notre-Dame, to be 
exact); finger desperately jabbing at a 
phone trying to resuscitate a faltering 
YouTube stream of the Pro’s 
PlayStation Meeting. That’s right, I 
was so excited about a new PS4 finally 
squeezing extra pixels out of my Ultra 
HD telly, I chose to look at a 260p 
stream of a 
videogame conference 
rather than savour 
the glorious sights  
of autumnal Paris. 
Now that’s how  
you holiday. 

The phrase you’re 
after is ‘silly git’. Why 
am I so obsessed 
with PS4 Pro? 
Because it’s a 
brilliant-value piece 
of kit. Having owned 
the console since 
launch, and spent 
over two months 
enjoying games at far 
higher resolutions 
than the standard 
PS4 is capable of, I’m 

absolutely certain it’s the best £350 
I’ve ever spent.

As someone who’s blown an 
obscene amount on PC 

parts, I know just 
how prohibitively 
expensive chasing 
the 4K gaming 
dream is. Take a 
sec and Google 
‘GTX 1080 price’. 
That’s the 
crazy-expensive 
graphics card I 
own… um, 
actually, I have 

two of ’em. Now, my rig can easily 
handle games at Ultra HD – usually at 
60fps to boot – but with the amount 
of money I’ve spent building that PC,  
I could have bought enough PS4 Pro 
consoles to construct a fort.

Sony’s entry price for 4K gaming is 
a damn steal next to the PC 
equivalent. To build a rig that can 
comfortably handle the likes of Rise 
Of The Tomb Raider at 2160p, you’re 
looking at a machine that would likely 
need 16GB of RAM, a £400 graphics 
card and a £300 CPU. Throw in a 
decent motherboard and 4K monitor, 
and that’s basically a £1500 outlay.

Go biG or Pro home
£350 is starting to look pretty tasty 
now, right? Admittedly, I’m part of a 
very specific, hardcore niche that PS4 
Pro is targeted at. I own a 4K TV, I 
care about high resolutions, and I want 
the best console experience possible. 
Would I recommend PS4 if I ‘merely’ 
had a 1080p set and wasn’t that 
fussed about playing 4K games? 
Probably not. 

That shouldn’t detract from Sony’s 
admirably aggressive pricing, though. 
Yes, most games offering Pro support 
don’t run at native 4K – clever 
chequerboard rendering cheats a tad to 
upscale the image – but the vastly 
cheaper end results are absolutely 
comparable with playing titles at 
2160p on PC. Trust me, I’ve done 
dorky side-by-side comparisons. 

Even if you’re happy with the base 
PS4 – and you absolutely should be, 
it’s still great – Sony’s latest system 
offers serious value for money. A few 
months in, I’m head-over-heels for 
the Pro’s 4K revolution.

Writer bio
Former news editor Dave Meikleham is 
obsessed with TVs, pixel-counting, and 
running PS4 games at their absolute best. 
When he’s not drooling over The Last Of Us 
Remastered in 4K, you can find him rocking 
back and forth… or hugging his OLED telly.
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Matt Clapham Alex Donaldson

S
o long 2016. Now 
that the hectic rush 
of Christmas has 
faded, there’s finally 

time to catch up on the 
backlog of great games that 
were crammed, stuffing-like, 
into the tail end of last year. 

For the cash-strapped 
player, it’s a wonderful way to 
coast through pre-spring 
blues. But for the teams 
behind the critically acclaimed 
games that got trampled in 
the Black Friday crush 
(Titanfall 2, Dishonored 2  
et al), it must be scant 
comfort to see your work  
as a January sales bargain.

This is an industry that 
thrives on conflict, but it  
all seems so needlessly 
competitive. Every year, June 
and July are a desert for big 
releases, then suddenly we’re 
surrounded by more nines 
than a Numberwang 
contestant. Why?

The problem is, I suspect, 
historical. Public holidays 
(Thanksgiving, Christmas) 
were seen as a good point to 
sell games because players had 
time and were more likely to 
treat themselves or others, 
while summer became a dead 
spot as money was siphoned 
into holidays abroad. But is 
that true any more? Real wage 

growth in the UK has been 
low since the recession, which 
takes a direct bite out of the 
spending clout of what’s still 
gaming’s biggest market: 
under-30s. The ‘staycation’ is 
a thing now. I could go on.

Frosty recePtion
So little wonder EA head 
honcho Andrew Wilson 
seemed to be issuing 
statements from atop a throne 
of unicorn skulls in La La 
Land when he suggested that 
Titanfall 2 and Battlefield 1 
could be released at the same 
time and not compete. They 
appeal to different audiences, 
he said, or people who just 
had to have both. The sales 
figures suggest otherwise: 
Battlefield 1 and Skyrim 
gobbled up last November.

 The money you have to 
spend on entertainment in a 
month doesn’t multiply each 
time a game in a different 
genre is released (I wish it 
did). But there is a solution: 
don’t drop so many of the 
biggest games of the year into 
the artificial arena of a few 
short holiday weeks. That 
used to work, but times, and 
family finances, have changed. 
Maybe publishing schedules 
should shake off their 
booming ’90s hangovers too.

T
en years is a very long 
time to leave fans 
waiting for the next 
videogame in a 

much-loved series, and  
the pressure on the Final  
Fantasy XV team must  
have been immense.

They can breathe a sigh of 
relief now – the game is out 
and it’s rather good. They 
stuck the landing.

I admit, FFXV isn’t without 
its flaws. Its story isn’t the 
best told – or even the best 
in the series – and its camera 
is rubbish. In many places, it 
barely resembles what was 
shown in even relatively 
recent trailers, proof Square 
Enix should stop revealing 
stuff before it’s truly ready. 
Far more important than all 
that, however, is that FFXV 
shows an exciting sense of 
vision, passion and heart. 

neW sPirit
For a game that began life a 
decade ago, many of the great 
things about FFXV seem 
smartly informed by the best 
role-playing games out right 
now. In its beautiful open 
world I see slices of The 
Witcher, of Skyrim, even of 
Mass Effect. I love some 
turn-based action, but it’s 
thrilling to see Final Fantasy 

hosting such accomplished 
real-time battles.

At FFXV’s lavish unveiling 
event in Los Angeles, series 
creator Hironobu Sakaguchi 
took to the stage to support 
the game. This was a shock: 
Sakaguchi hasn’t worked at 
Square Enix for years and has 
openly criticised recent 
entries. He talked about the 
previous status of the series 
as a ‘challenger’ – a game 
series that isn’t afraid to try 
new things and upset the 
status quo. 

FF lost that innovative spirit 
for many years, playing it 
relatively safe with clever 
tweaks of ideas that had 
worked in the past. Evolve or 
die, Square suddenly realised, 
and FFXV is the result. For 
the first time in well over a 
decade this is a true 
challenger FF, unafraid to 
throw out the old and drag in 
the interesting and new.

This is the most exciting 
thing about FFXV and the 
potential future of the series. 
The next FF doesn’t have to 
be an action-based game or 
feature a realistic art style, but 
what it must continue to do is 
channel this spirit: to be bold, 
brave and never, ever ordinary. 
That is what FF was founded 
on and where it flourishes. 

At christmAs we’re 
surrounded by more nines 

thAn A numberwAng 
contestAnt. why?

ten yeArs of hArd 
worK hAve PAid off – finAl 

fAntAsy Xv feels liKe A 
turning Point.

Writer bio
Semi-professional beard owner Matt Clapham can often be found stalking the 
preowned aisles of your local indie game store, before retreating to his 
cardboard fort. He also owns a Chemistry degree. Only that last part is true.

Writer bio
Alex Donaldson is such a Final Fantasy nerd that he spent much of his teenage 
years managing FF fan websites. Stubbornly twisting that obsession into a job, 
he’s now the features man on VG247.com and publisher of RPGSite.net. 

A packed holiday slate looks good, but it’s time to 
change when great games get choked out

The game isn’t perfect, but it marks a return to 
the philosophy that made the series great

OpiniOn
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BATS

Bats
Getting flappy about PlayStation’s  
finest flying mammals

1 Batman:  
arkham knight
Strap yourself in for some 
hot bat-on-bat action. 
Arkham Knight doesn’t just 
star a bat-shaped vigilante, 
it also features one Dr Kirk 
Langstrom: aka Man-Bat. The 
zoologist creates a formula 
to cure his deafness, but  
the potion transforms him 
into a homicidal monster 
instead. Bummer.

2 Peter Jackson’s 
king kong
You can keep your dinos and 
25-foot-tall silverbacks; 
we’re here for Skull Island’s 
bats. Kong’s homeland 
doesn’t exactly do small – 
most of its creepy crawlies 
are human-sized – so it’s no 
surprise these toothy 
dastards are basically hairy 
pterosaurs. They’re still  
less off-putting than Jack 
Black, mind.

3 Yooka-LaYLee
Playtonic’s upcoming 
adventure is bringing sexy 
3D platforming bat, baby! 
Laylee is a wisecracking fruit 
bat who rocks the same sort 
of sarcastic attitude as a 
certain red-crested Breegull. 
The platforming pair’s look 
was cooked up by artist 
Steve Mayles – who also 
designed Banjo & Kazooie. 
We doff our bats to him.

4 sonic the 
hedgehog
We can handle aggressive 
echidnas, but worryingly 
sexualised bats? You lost us, 
Sega. Rouge the Bat loves 
the almighty dollar, which 
probably explains why the 
sonar-sporting seductress 
is obsessed with Chaos 
Emeralds. Oh, and she’s  
also a government agent. 
Because of course she is.

5 middLe-earth: 
shadow of mordor
And you thought Gollum was 
facially challenged. Mordor’s 
Morgul bats really are 
hideous things. Not only do 
they suck fluid from corpses, 
their teeth are smeared with 
rotten flesh that’s so stinky, 
it transforms into a lethal 
toxin in the bats’ manky 
mouths. Anyone else pining 
for the Shire?
 
6  metaL gear  
soLid 3
When you’re stuck in a 
Russian forest on a covert 
espionage operation, you 
can’t be fussy about your 
diet. Naked Snake is a real 
culinary trooper, and 
throughout his quest he 
chows down on spiders, 
cobras and even vampire 
bats. Sadly, scoffing the 
fliers only nets a small 
stamina boost. Bad bats.

7 castLevania: 
Lords of shadow
The vampires in Konami’s 
Castlevania reboot aren’t 
your normal bloodsuckers. 
Someone at MercurySteam 
clearly got Dracula confused 
with Planet Earth II, because 
these vamps don’t turn into 
bats, they are bats. We 
doubt True Blood’s casting 
agent will be on the blower 
to sign these fugly buggers 
anytime soon.

8 resident eviL 0
Resi really has a thing for 
t-Virus-tainted critters. One 
moment Rebecca is fending 
off a train-carriage-sized 
scorpion, the next her 
convict chum is battling a 
600-pound bat. Clearly, this 
feral beast is the pious type 
– it roosts in a spooky 
church – yet no amount of 
prayers can save his winged 
hide from Billy’s bullets.

9 mLB: the show
We’ve given so many 10/10s 
to Sony’s base-stealing 
series, we couldn’t help 
cheating with this one.  
MLB may not have flappy 
mammals patrolling the skies 
above its stadiums, but it 
sure has some belting 
bat-on-ball physics. Hitting 
homers with the game’s 
awesome wooden clubs  
is a constant thrill.

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

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

Binding of isaac: rebirth
Isaac’s One Tooth bats will 
circle our hero, then charge  
him when in range. They’re 
annoyingly hard to avoid.

tomb raider
Bats are the weediest enemy 
Lara faces in her first trinket- 
hunting adventure. One bullet 
will down their screeching rears.

spelunky
The bats in this cave-diving 
quest are tricky. They attack 
from above, making them hard 
to whip with the Spelunker.

1

2

3
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Discover how Tarsier Studios moved from 
LittleBigPlanet to something a little less 

cuddly in issue 302, on sale now   
Try two free issues of the iPad edition

today – search “Edge” in the App Store

You will receive two free issues (the current issue and the next issue) when you 
start a no-obligation trial subscription to Edge’s iPad edition. Available to new 

subscribers only. iPad is a trademark of Apple Inc, registered in the US 
and other countries. App Store is a service mark of Apple Inc.

“It felt like it was time to get 
some of our nastier side out.”

Dennis Talajic, lead game designer, Little Nightmares
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36 crash 
bandicoot  
n. sane trilogy 
ps1’s biggest icon is spinning back to 
playstation, and we’ve played his return.
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we wondered whether 
Uncharted could continue 
without Nate. Consider 
this an emphatic “YeS!”
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Preview

 
Seeing an Uncharted game without 
Nathan Drake at the helm is like 
witnessing a Call Of Duty game 
without guns. It shouldn’t feel 
right. After all, his rakish style 
is a big part of what makes the 

whole series work. Turns out it might not be 
essential to it, though, as after the reveal of this 
long-gestating expansion, any doubts we have 
over his absence disappear faster than Rafe Adler’s 
inheritance funds.

For this Uncharted 4 DLC-turned-standalone-
expansion, Chloe Frazer takes over the hero role and 
is forming an unlikely partnership with Uncharted 
4 villain Nadine Ross. It’s certainly a left-field 
coupling, though both the Australian treasure hunter 
and the South African mercenary have already 
proved they are capable of holding their own. “The 
idea of the chemistry of Nadine and Chloe together, 
it gets the gears turning and it’s exciting to think 
about the prospects of where that relationship could 
go,” says game director Kurt Margenau.

Geographically, their relationship is going to India. 
The pair’s on the trail of an ancient artefact known 
as the Tusk of Ganesha, hidden somewhere in the 
country, and in classic Uncharted fashion they’re up 
against another mysterious antagonist who has an 
army on his side. “India’s got really nice iconography,” 
says creative director Shaun Escayg. “Hidden temples 

Uncharted:  
the Lost Legacy
Chloe and Nadine are doing it for 
themselves in this story expansion

 Format PS4 / eta TBC  
PUb Sony / dev naughTy Dog

“any DouBTS 
vaniSh faSTer 
Than rafe’S 
inheriTanCe.”



Preview

Left Sneaking around 
appears to be more 
important to the overall 
experience. Chloe seems a 
dab hand… er, foot.

right An early interrogation 
proves Ms Frazer can still 
bluff with the best of them.

1when riley forces ellie to 
wear a Halloween mask, the 
game takes a breather so you 

can explore the shop they’re in and 
play with all the interactive treats.

3Proving that ellie would crush 
us at Street Fighter, riley 
helps her ‘play’ a broken 

arcade machine by describing 
actions as ellie pulls off moves.

2riley challenges ellie to see 
who can smash the most 
windows on two cars. it’s 

a subtle way of mixing character 
development and destruction.

4Finding an old photobooth, 
you get a chance to grab a 
few snaps and pick ellie’s and 

riley’s poses. The best part? The 
snaps go to your Facebook account.

one they made earlier
Four highlights from Naughty Dog’s previous story DLC, The Last Of Us: Left Behind

will we be seeing Nadine’s 
mercenaries again? we can 
imagine this is the sort of 
war zone they would love.
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and weird deities we can play off of, so it’s a perfect 
setting for Uncharted: The Lost Legacy.” 

hoUse oF Frazer
Making a point of confounding our expectations, 
Naughty Dog starts us off in a rough part of a war-
torn town. Checking her phone, Chloe receives a 
picture message of a red door as a clue for where 
she needs to go. Wearing a niqab to try to blend in, 
she strides through back alleys in a slow and tense 
opening that hints at a grittier and more muted 
Uncharted. “It [will] be tonally different, but in the 
same context of the Uncharted world,” says Escayg. 

This is certainly a darker part of said world. We 
see civilians being thrown out of their homes and 
guards harassing Chloe. But instead of blasting 
them away like Nate might, the focus is on stealthy 
avoidance. She’s even brought a handy lock pick with 
her, allowing her to quickly sneak into areas without 
kicking doors down.

The reason for all this sneaking around? Turns 
out she’s aiming to meet Nadine on the roof of a 
hotel, but things don’t go to plan. After all, this 
is an Uncharted game. A group of guards stumble 
onto their meeting point and a brawl breaks out, 
showcasing a more lithe style of melée combat. In 
one brilliant moment, Chloe uses her speed to slide 

along the ground and knock a guard to his 
knees before Nadine boots him off the roof. 

 “A lot of work has gone into making 
all the mechanics work for Chloe,” says 
Margenau, proud of the changes. “We had 
to rethink her fighting style and wanted 
all the melée moves to be different, so 
the animators [rethought] and recaptured 
a lot of all that stuff so she has her own 
personality when she’s fighting.” 

deLhi-cioUs 
The duo won’t be just hanging around a 
decaying urban war zone. While the entire 
game takes place in India, there’s a mixture 
of locations that’ll offer strong variety in 
level design. Margenau elaborates: “I would 

say we’re going a little more wide this time. I don’t 
want to give too much away, but it’s something 
we’re excited about on the gameplay side, this kind 
of contrast of an urban setting and a rural setting; 
a tighter experience and more open experience.” 
Uncharted 4 uses this dynamic to great effect, so we 
can’t wait to see even bigger areas to explore here. 
Chloe won’t have to worry about getting blisters 
either, as Margenau also confirms that driving will 
return in some form. 

Another point of note: you won’t need to own a 
copy of Uncharted 4 to play this, as it’ll be getting 
a standalone release. Creative director Shaun Escayg 
explains why: “It started as DLC, but we couldn’t 
find… well, we needed a longer time for the story to 
develop, and now I would say it’s a story expansion. 
That’s how we’re terming it.” 

Considering the pedigree Naughty Dog has with 
post-launch content, the fact this needs to move 
from a standard DLC model to an actual bespoke 
entry bodes extremely well. Given that the studio 
likes to experiment with new ideas in its expansions 
– The Last Of Us: Left Behind was almost nothing 
but new ideas, after all – we’re eager to see what 
The Lost Legacy will bring and how it might 
influence The Last Of Us Part II. Expect greatness. 

F a c t r i c k

Chloe was introduced in 
uncharted 2: among  
Thieves as a more 

ambiguous foil for nate.

1 .  F e m m e  F a t a L e

Chronologically, this 
comes after the events of 

uncharted 4. nadine’s story 
is getting a full resolution.

2 .  F o U r s h a d o w e d

Chloe is half-indian, which 
offers an explanation for 
why she’s heading to this 

part of the world.

3 .  F a m i Ly  t r e e

above Did you buy the Uncharted 4 Digital Deluxe edition or the explorer’s 
Pack? Then this standalone entry is yours when it’s released this year.

above You’ll be going up against a war profiteer in your  
hunt for treasure, hence the high number of soldiers.

above we’re drooling over the thought of this scene playing 
out on a PS4 Pro and 4K Tv. Mmm, realistic neon colours.

“we haD To reThink 
Chloe’S fighTing 
STyle… She haS her 
own PerSonaliTy 
when She’S fighTing.” 
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crash bandicoot  
n. sane trilogy
Reliving Vicariously through PlayStation’s remastered hero

scratching at an opulently-rendered 
russet ’hawk. Then, that famous 
eyebrow-wiggle, the demonstration 
spin a rainbow blur… and we’re off.

n. sane in the MeMbrane
Every bounce, jump and spin feels 
sublime. Crash now has the right 
amount of physical weight, agreeably 
hefty but with a tendency to hang in 
the air just long enough to make our 
eyes widen. Hammering him between 
crates like a living pinball, we see the 
wumpa fruit inside is no longer a 
painted texture, but collectibles jiggling 
independently of their container.

Grinning, we then load up the 
notoriously tricky Heavy Machinery 
stage – front-flipping over lava-filled 
pipes and hot-footing it away from 
activated TNT – and are overjoyed to 
discover the brutal Brio bonus round 
intact. We’re not even angry when 
we trigger new death animations, the 
trademark trainers soaring skyward… 
or when we miss a few boxes and 
watch them splintering over Crash’s 
bonce at the close.

Jog your muscle memory: this is a 
Crash remaster that wears its nostalgia 
‘N’ with pride. Get ready to channel 
Neo and flaunt your nerd one. 

 ForMat PS4 / eta 2017 / Pub ActiviSion / dev vicAriouS viSionS

F a c t r i c k

the original publishers 
wanted crash as ‘Wuzzle 

the Wombat’ ‘til dev naughty 
Dog threatened to quit. 

1 .  o l d  ’ c o o t

Want a taste? Go play 
Skylanders: imaginators’ 
crash level: the remaster 

uses the very same engine.

2 .  i n  n .  g i n

the remastered trilogy 
features a “modern save 
game system” with both 
manual and auto-saving.

3 .  s a v e  t h e  d a y

above For the uninitiated, 
Crash is wearing Aku Aku – a 
living mask that grants extra 
hit points. (Go with it.)

“it’S AS if our 
blooD turnS to 
WumPA fruit bubbly 
in our boDy.”

Flex those thumpin’, 
wumpin’ thumbs: every 
level of all three games 
will feature a Time Trial.

 
We remember it like it was only 
yesterday. Flip to the back of the 
Prima Strategy Guide for the 
iconic bandicoot’s kart racing 
spin-off Crash Team Racing, and 
you’d find an amusing nugget of 

info about Crash’s nemesis Dr. Neo Cortex. That 
giant black ‘N’ tattooed on his head? It stands for 
‘nerd’. To our mind, developer Vicarious Visions 
has branded the N. Sane Trilogy title with a much 
kinder ‘N’ – for ‘nostalgia’.

We know it’s soppy, but as our tangerine 
hero shakes himself awake – 20 years on 
from this first title’s original release – on 
the shores of a fully remastered N. Sanity 
Beach, it’s as if our blood turns to wumpa 
fruit bubbly in our body. Memories rush 
back: fuzzy images of what lies ahead flash 
before our eyes. We know this game.

But even in our fondest recollections of 
the original PS1 3D adventure, it’s never 
looked quite like this. PS4 Pro’s 4K Crash is 
truly fur-K. What used to be an assortment 
of orange polygons and approximated denim 
is now a modern marsupial, all fluffy hair 
and finely-stitched jorts. However, it’s 
the animations in this “remaster plus” (as 

Vicarious terms it) that enchant us. Crash always 
had personality, but the famous awakening is given 
new life by sublime details: he rocks unsteadily, yet 
smoothly, on his wave-lapped feet, jaw slackening, 
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1The original Crash Bandicoot 
arrived on PS1 in style, with 
revolutionary 3D platforming 

and iconic boss fights. PlayStation 
just found its new mascot…

3Threequel warped really 
defined the series. The time-
travel mechanic took us to 

beautiful places while the ability to 
learn moves transformed combat.

2The seventh-best selling 
PlayStation game ever got a 
sequel (obvs). Cortex Strikes 

Back was less linear and even more 
varied than the first.

4what we wouldn’t give for 
ace karting gem Crash Team 
racing to be remastered next. 

Pinpoint controls, brilliant tracks, a 
proper campaign… c’mon Activision!

crash course
The N. Sane Trilogy adventures to come (minus one…)

Crash’s lady, Tawna, is in 
the bonus stage. we’re 
not fans of her Jessica 
rabbit-esque redesign.

left Both the levels we play 
are bright, gorgeous affairs. 
it’s as if vicarious visions 
has turned the lights on.

above Crash 1’s a delight 
– but now we’re dying for 
some hands-on time with the 
other (better) two titles…
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“Techno and pulse 
Thundering, we’re 
slipping inTo a zen 
sTaTe of mind.”

 The Collection’s nine modes include WipEout HD’s Zone, Tournament and Speed Lap, and Career mode from WipEout 2048 on PS Vita.

Above While classic tunes such as The Prodigy’s 
Invaders Must Die return, devs say they’ll also 
update the soundtrack with new, modern tracks.

This beat-up beauty is just 
one of 46 ship models, 
each with unique stats and 
advantages. Ooh, shiny…
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Whether you were a seasoned 
videogaming veteran or barely big 
enough to hold the grey gamepad, 
1995 was a long time ago. PS1 
was the gateway to a whole new 
future: how fitting that it launched 

us face-first into it via anti-gravity racing title 
WipEout. Faster and fresher than a Listerine 
whippet, speeding hoverships around booby-
trapped tracks to a wicked synth soundtrack was 
the epitome of modern cool. And wouldn’t you 
know it? Twenty-one years and several follow-up 
games later, it still is.

PlayStation to the core, WipEout’s blessed every 
single format since the brand’s launch with its truly 
timeless sci-fi style. It makes all kinds of sense 
to see it skid onto PS4 now – but with miles of 
neon-lit track and the glittering wings of our ship 

reflected in our eyes, it’s never looked quite 
so… WipEout. The simmering cyan exhaust 
trails and fluorescent HDR-powered light 
strips of the Omega Collection seem 
almost as if they were hand-tailored for 
the powerful PS4 Pro. This is, however, 
a 4K remaster. Sharp, crisp and glowing 
with impossible circuitry, one of over 26 
reversible tracks (from PS3’s WipEout HD 
and expansion Fury alongside PS Vita’s 
2048) hums under our vehicle’s thrusters.

We could float here forever making 
goo-goo eyes at the pretty lights, of course, 
but what really matters – as it always has 
done – is how those three laps feel. And 
when we shoot off the starting line and 
immediately sense the essential clout of 

a liquid 60 frames-per-second behind our twitchy 
strafing, we’re sold. The Amphesium of the Fury 
expansion is suddenly a blur of bleeding colour 
behind us as we hurtle over boost pads and air-brake 
into the first corner with i.

Yes, we do mean literally into it. The legendary 
racer is as demanding as ever, with a steering system 
so unique and ultra-responsive that getting settled 
into top-speed corner-cuddling takes some time. 
A flurry of sparks kicks up as we scrape ourselves 
along around the outside of the hairpin right turn. 
Readjusting our air brakes (and egos), we accelerate 
out with q while the AI whizzes past, taking the 

next corner more carefully. This 
time, p gracefully swings us around 
an anti-clockwise U-turn – as The 
Prodigy’s Invaders Must Die kicks into 
overdrive – with almost no loss of 
momentum. Breath’s another story.

RACE INVADERS
New to one of PlayStation’s most 
iconic franchises? Then welcome to 
the quintessential experience: techno 
and heightened pulse thundering 
in your ears. We’re slipping once 
again into the zen-like state of mind 
required for pitch-perfect play, neurons 
noticing the lines of mines up ahead 
and allowing us to skirt neatly past. In 
the interest of fairness, WipEout also 
gives us some explosives of our own. 
Zoom over an on-track power-up and 
useful weapons can be yours: we send 
blasts the way of opponents ahead 
with r, “absorbing” our next pickup 
with e in favour of clawing back the 
shield meter we’ve accidentally lost on 
the nastier bends.

Confident in our long-dormant, 
now-regained abilities, we select a 
four-star-speed ship with slightly 
reduced handling and opt for WipEout 
HD’s Sol 2 as our second racetrack. 
This is an error, and wise old WipEout 
reminds us: without barriers to correct 
some of our oversteer, we’re spinning 
into the abyss again and kicking 
ourselves for not choosing a more 
conservative ride for this fiendish 
course. Even the most infernal of 
speed demons should think tactically.

Mastering this racer has always 
been about a sublime focus, a near-
clinical approach to memorising and 
perfecting. But as we zoom in on the 
menu’s newly-textured ship models 
– beautifully scuffed and grooved, 
battered by 21 years of love – it’s clear 
the raw thrill and dash of WipEout is 
still alive. PS4 contenders, prepare to 
be eliminated. 

wIpEout omEgA CollECtIoN
PlayStation’s techno racer returns for the ride of our lives

 FoRmAt ps4 / EtA summer / pub sony / DEV clever Beans/epos

F A C t R I C k

The first wipeout’s promo 
poster caused controversy 
– some thought it might be 
depicting a drug overdose.

1 .  H I g H  D R A m A

shuttered studio psygnosis 
(later studio liverpool) 

developed older wipeouts 
and published lemmings.

2 .  l E m m I N g  A I D

wipeout’s ps4 outing 
features local split-screen 

and eight-player online 
multiplayer modes.

3 .  m A t E S  R A C E
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“warhorse’s 
dedication to 
authenticity helps 
it stand out.”

Kingdom Come: deliveranCe
RPG-come-lately. Very lately…

 Talk about a long time coming. First 
announced in some form or another 
back in 2012, the big questions 
surrounding Kingdom Come were if it 

would ever see the light of day and, if so, what 
shape it would be in. A recent-but-brief showcase 
by new publisher Deep Silver answers that former 
question with a thumbs up, but the answer to the 
second question is, unfortunately, less clear-cut.

There’s little doubt that Warhorse Studios is an 
ambitious developer. Setting out to make an RPG 
based on the very real battle for Bohemia back in 
1403, all the traditional role-playing staples are 
present. The most important of these, of course, 
is an open world. Boasting a 16-square-kilometre 
map, Kingdom Come aims to make the most of its 
space by offering a story that doesn’t follow specific 
paths. There’s a linear narrative that fuels your 
progression, but screwing up is treated as a matter of 
circumstance rather than an outright failure – and 
it’s up to you to deal with the fallout.

the son also rises
Cast as the son of a blacksmith, our latest demo 
throws us into the game’s early section, where we’re 
sent to run a few errands. While this mostly involves 
fetch quests, it also highlights the key system at the 
heart of Deliverance: an Elder Scrolls-like attribute-
boosting mechanic. Take speech, for example. The 
more we talk, the more silver-tongued we become – 
and that’s an idea present throughout, whether we’re 
fighting, haggling or riding our horse. There are no 
classes here. Instead, the idea is to decide which skill 

sets are most important and then train 
our character based on those. 

Kingdom Come seems solid enough, 
but our early look gives us little idea 
of how it will shine in a genre that’s 
already chock-full of quality. One 
aspect that could help it stand out 
from its peers, however, is Warhorse’s 
dedication to authenticity. Combat is 
performed in first-person (again, think 
Elder Scrolls and you can’t go too 
wrong), but you won’t be punching 
anyone in the face. Instead, you’ll be 
using your palms. Why? Because in 
the 15th century that’s how people 
brawled, as relying on your fists risked 
injuring your knuckles and would 
render you unable to use a sword. 

But Kingdom Come: Deliverance 
will have to ensure all its mechanics 
have such thought and execution in 
order to hold its own. At this stage, 
it’s intriguing, but still needs work. 

  Format ps4 / eta 2017 / Pub deep silver / dev warhorse studios

danganronPa v3: 
Killing harmony
All the anime in the world 
has been chained away 
by the Bear of Black and 
White. You quest through 
the levels, unlocking colours 
until you can kick his furry 
butt in one final boss battle 
set atop a rainbow.
Format ps4/ps vita eta tBc

dreamFall 
ChaPters
You play a woman able to flip 
between two times: a highly 
mechanised future world, 
and a medieval past. Solve 
puzzles in one time zone to 
unlock areas in the other, 
and progress.
Format ps4 eta 24 March

gravity rush 2
Anime brawler in which 
the name is really taken to 
heart: before each round, 
the 1v1 action is locked to 
one of the four edges of 
the screen. ‘Cause gravity’s 
crazy, natch. *finger snap*
Format ps4 eta 20 jan

on 
the  
box
judged only by  
their covers

above Combat is very much like the Elder 
Scrolls… except you palm people in the face.

Kingdom Come may look 
like your standard RPG, 
but the whole premise is 
based on a true story.
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Friday The 13Th: The Game
Voorhees a jolly good fellow in this gore-packed multiplayer tie-in

 You promised you wouldn’t do this but 
you’re under the bed. The open window 
was right there but you panicked and 
ran up the stairs. Over the sound of the 

crickets outside, you can hear his boots stomping 
in your direction. He’s in the room. Stay still. Oh 
dear, it looks like you’ll be staying still for a long 
time. Jason Voorhees has just slammed a machete 
through the bed, skewering you to the floor. Ouch.

Welcome to enacting every terrible horror movie 
mistake you swore you’d never make. This 
asymmetric third-person multiplayer Kickstarter 
success is a slasher fan’s dream. Not only has 
original Friday The 13th maestro Tom Savini 
designed the kills but Jason himself, actor Kane 
Hodder, has been on mocap duty. Whether you 
decide to go behind the hockey mask as the 
monstrous mummy’s boy, or play as one of seven 
camp counsellors desperately trying to survive,  
this is a labour of terrifyingly gory love.

Scream Too 
While it would be simple just to throw out a basic 
deathmatch effort and hand someone a machete, 
that’s not what’s happening here. To make 7v1 a 

fair fight, counsellors come with all 
kinds of skills and stats, and Jason 
has to work up to becoming the 
ultimate killer. Yep, Voorhees unlocks 
various skills to become the scariest 
bogeyman of them all, complete with a 
Dishonored-style Blink and long-range 
morph moves. “The more brutal you 
are and the more cool things you do, 
the faster you get abilities like Sense, 
where Jason can scan the world for 
fear,” explains co-creator and designer 
Ronnie Hobbs. “All counsellors have 
a composure stat. Depending on the 
movie trope you pick, you have higher 
composure or lower composure and 
that determines your fear level.” Get 
scared and Jason’s coming to get you. 

There is a way out of this deadly 
game of cat-and-mouse, but players 
will need to work together to escape. 
A car can be repaired or a boat can be 
fixed, but there are only so many 
seats… And don’t worry about feeling 
guilt over leaving friends on the dock; 
a single-player mode is also coming. 

 FormaT PS4 / eTa SPring / Pub gun Media / dev gun Media/illfonic

above Sound is a good 
distraction. Turn on the 
radio while you slip out,  
and Jason will investigate 
the noise instead. You hope.

wait at windows, run  
your machete along walls 
and send counsellors 
running into the dark…

“unlock variouS 
SkillS to becoMe 
the ScarieSt 
bogeyMan of 
theM all.”
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“his bullets 
penetrate 
floorboards  
and flesh alike.”

 Wildlands’ open world is divided into 21 regions, each home to differing densities of cartel goons, government troops, rebel forces and beleaguered civilians.

Above Enemies and NPCs follow their own 
agendas depending on the time of day. Visit a 
stronghold at night and guards might be napping.

Wildlands can be played 
solo, or you can team up 
to tackle Santa Blanca in 
four-person co-op.



043

Preview

 
Sometimes, the Ghosts will stalk 
their target for hours, interrogating 
informants, gathering intel and 
making meticulous plans before 
striking from the shadows. 
Sometimes, the Ghosts will make 

use of advanced technology to support their 
mission, scouting enemy camps from a distance 
with their military drones. And sometimes, the 
Ghosts will all pile into a lorry and crash into an 
enemy compound before shooting the stuffing out 
of every cartel crony in their sights.

Whether you’re a calculating strategist or a cackling 
firebug, the sprawling open world of Wildlands 
promises an abundance of outlets for your preferred 
playstyle, allowing you to approach each mission 
using whatever blend of attentive espionage, 
coordinated teamwork, and gung-ho action you see 

fit. In one example of this open-ended 
philosophy at work, we witness a solo 
player infiltrating a Santa Blanca stronghold, 
making diligent use of squad commands to 
boss his three AI companions around the 
battlefields of Bolivia.

Arriving at the compound from the 
south, the Ghosts hunker down low and 
make use of dense jungle foliage to mask 
their approach, and we watch as the player 
character marks a succession of sentries 
for his squadmates to drop. Each of the AI 
Ghosts readies their weapon and, at the 
player’s command, they simultaneously fire 
a volley of suppressed shots to eliminate 
the perimeter guards. But rather than risk 
detection as a four-man squad, our guide 

instructs his comrades to hang back as he sneaks 
into the camp alone, moving out of the midday sun 
and into the deep shadow of a shanty town alleyway. 

Most HAunted
We watch, with a certain degree of nervousness, 
as this solo operator dashes from cover to cover, 
ducking beneath stilted houses to evade the swarms 
of Santa Blanca thugs. But it soon becomes clear that 
tracking down the cartel’s local lieutenant will be 
like finding a hypodermic needle in a drug-soaked 
haystack, so the grizzled Ghost reaches into his 
backpack and grabs a collapsible drone from inside. 

Within seconds, it’s hovering silently 
above the camp, and we’re afforded an 
aerial view of this den of vipers. 

Fortunately, the kingpin in question 
is sunning himself on a nearby 
balcony, granting the Ghosts’ eye-in-
the-sky a clear view of the target. The 
player character ducks out of the drone 
view and opens the command wheel 
to order his squad to form up around 
him. But, a second later, a wrinkle 
forms in this otherwise perfect plan. 
A lookout has moseyed onto the porch 
directly above our gallant Ghost, his 
heavy footsteps echoing around the 
dark of our shadowy crawlspace. And 
to make matters worse, he’s peering 
straight into the jungle thicket from 
which three burly special forces 
operatives are about to emerge. 

The low thud of silenced gunfire 
fills the Ubisoft demo room as our 
guide pumps round after round into 
the woodwork above him, splinters 
flying as his bullets penetrate 
floorboards and flesh alike. The guard 
crumples to the ground above, and we 
anxiously wait to hear if the mission’s 
been rumbled. Our Ghost has got away 
with it, and once the team has joined 
the leader in cover, they resume the 
march towards their target’s abode. 

Other sections of gameplay 
showcase very different approaches. In 
one, we watch the Ghosts run and gun 
their way into a dilapidated church; in 
another, we see the team chase down 
a target along perilous mountain roads. 
The open world of Bolivia offers a 
tremendous diversity of environments, 
and it’s this variety that enables 
such an emphasis on player freedom. 
So, whether you opt to skydive into 
enemy territory under cover of dark, 
or ramp a dirtbike into the middle of 
a cartel compound, Wildlands will let 
you, and its world will react. Just don’t 
be surprised if the Santa Blanca cartel 
doesn’t react too kindly. 

GHost Recon WildlAnds
First you get the money, then you get the power. Then, drones

 FoRMAt ps4 / etA 7 Mar / Pub ubisoft / dev ubisoft paris

F A c t R i c k

Wildlands depicts a near-
future bolivia in which a 

Mexican drug cartel, santa 
blanca, has seized control.

1 .  n e W  W o R l d

playing as part of a four-
person squad, your job 
is to oust the cartel by 

eliminating 26 key players.

2 .  o n e  b y  o n e

ubi claims this is its largest 
action-adventure open 

world ever, with deserts, 
rainforests and towns.

3 .  s P i c e  o F  l i F e
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while these robots are 
enemies, we see others 
that are friendly, begging 
us not to kill them.
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If you’ve ever played a 
PlatinumGames production, 
you’ll know that the Osaka studio 
designs its games around a single 
move: the beating heart of the 
game. Bayonetta’s Witch Time, 

Metal Gear Rising’s Blade Mode, Transformers 
Devastation’s Focus: all single moves, performed 
with simple inputs, that give a Platinum title its 
true identity.

In Nier: Automata, as in so many of Platinum’s 
games, the magic moment is performed with 
a squeeze of i. Again, as in many other 
PlatinumGames productions, it’s a generously 
invincible dodge, a guaranteed escape route from 
the toughest of situations. What makes Automata 
different is what happens next: depending on the 
button pressed you might knock a troublesome 
opponent away and onto their backside, or ping them 
up into the air for a stylish aerial combo, or have 
your drone companion smack them with a laser. 

automata for the people
It’s the most flexible system of its kind that 
Platinum has ever designed which, in the context of 
Nier: Automata as a whole, is kind of appropriate. 
After a decade of making spectacular, but linear, 
action games, this is Platinum’s first open world, and 
its first RPG too. After ten years of leading players 
by the hand, the studio is learning instead how to set 
them free; it has had to understand questing systems 

Nier: automata 
The Bayonetta developer ventures  
out into a brave new open world

 format PS4 / eta 10 mar
pub Square enix / Dev PlatinumGameS

“thiS iS Platinum’S 
firSt oPen-world 
Game, and itS 
firSt rPG too.”
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left Shoryuken! if you’re 
designing a gauntlets 
moveset, this must be the 
first thing on the list.

right Lighting has been 
another challenge for 
Platinum, as the developer 
can’t control how you view  
a scene in an open world.

1while the original Nier was, 
at heart, a human tale, 
in Automata you control 

androids on a mission to save the 
planet from invading alien robots.

3Nier wasn’t for the mass 
market, so composer Keiichi 
Okabe had free rein with the 

music. Square enix has higher 
expectations for Automata.

2in Japan, Nier was the tale of 
a brother and sister; in the 
west, a man and daughter. 

Automata’s about androids designed 
by FFXii legend Akihiko Yoshida.

4Nier’s combat was basic 
light-and-heavy stuff, spiced 
up with magic. Automata’s is 

lightning fast and deep, with your 
drone replacing a book of spells.

So Nier, and yet…
Four ways Automata differs from the original Nier

Careful now – Automata’s 
heroes might be robots, 
but they can still take 
damage from falling.
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and RPG inventories, rethink its approach to player 
progression, and introduce mechanics and economies 
that fans of the genre expect. What’s more, it has to 
do all this under the stewardship of a new, somewhat 
eccentric, director: Taro Yoko, creator of the first 
Nier, who has moved 300 miles from Tokyo to lead 
Platinum’s team in making the sequel.

taro reaDiNg
Unsurprisingly, when Platinum was approached by 
Square Enix about making Automata, the studio had 
some reservations. “There were two points I was 
a bit worried about,” says Atushi Inaba, Platinum’s 
co-founder, who is also serving as Automata’s 
producer. “The first was whether the staff would be 
on board, so I asked them and it turned out there 
were a lot more Nier fans than I thought there would 
be. They said they’d love to do it. The second point 
of contention was whether we should bring in an 
outside director, and how they’d feel about that. 
They said, ‘We really want to experience different 
ways of working, different ideas. Bring it on’.”

‘Different’ is one way of putting it. Yoko was, 
after all, the man who put a decision at the end of 
the fourth playthrough of Nier that, if you made 
a certain choice, would delete your save file. He 
ended another of his games, the RPG Drakengard 3, 

with a punishingly difficult rhythm-action 
sequence that you would fail if you missed 
a single note, and left the final button 
prompt until a cutscene long after the 
music had stopped. 

He’s been mischievous here, too, telling 
staff to alert players to certain items with 
a high-pitched buzzing sound that can’t 
be detected by the ears of anyone over 30. 
Melée weapons can be combined: we see 
a greatsword swung like a baseball bat at a 
heavy gauntlet. If it hits, the damage will 
be enormous; it used to hit all the time, 
until Yoko stepped in and insisted it be 
completely random.

Such moments are part of Nier’s appeal, 
but may chafe the developer’s fans in a 

game that is otherwise every inch the Platinum 
production. Combat is fast and flexible, with two 
melée weapons switchable in real time and the ‘pod’ 
drone companions offering everything from homing 
missiles to area-of-effect blasts and huge lasers. On 
top of that sits the Program Chips system, which lets 
you tailor the game to your own tastes. The action-
game hardcore can stack combat-focused Chips to 
expand their moveset and increase damage output. 
Novice players, or RPG die-hards, will be similarly 
able to tweak the game according to skill level.

How these elements work will be key to 
Automata’s success, and are our main lingering 
concerns after our time with the game. The combat 
is brilliant, of course – this is Platinum. But can 
a studio that has ploughed pretty much the same 
furrow for the entirety of its ten years in the 
business take on one of the most complex genres in 
games and get it right first time? A couple of hours 
with the game is nowhere near enough to judge, but 
Inaba thinks so, and believes the experience gained 
can only help Platinum in its second decade. “As a 
producer of action games, story isn’t that important,” 
he says. “How do you create a game that you play to 
experience the story? How do you set up an RPG? 
Mr Yoko really shared his skills. We learned a lot.” 

f a c t r i c k

the first nier was a deeply 
weird, slightly messy rPG 

that captured the hearts of 
the scant few who played it.

1 .  N i e r  w h o ?

automata’s lead designer 
made metal Gear rising: 

revengeance’s  
combat system.

2 .  f i g h t  c l u b

nier’s ethereal soundtrack 
was so popular it spawned  

a series of sold-out live 
shows in Japan.

3 .  t o p  S c o r e

above Bam! The drone pods add a lot of variety – and range – to Platinum’s 
signature melée action, and take the place of magic in the game.

above Partner androids are controlled by the Ai. An Auto-
Battle mode goes further, controlling the protagonist for you.

above Beautiful. while we doubt rockstar is losing much 
sleep, this is a big visual step up for PlatinumGames.

“how theSe new 
elementS work  
will be key to nier: 
automata’S chance 
of SucceSS.”
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OPM’s globe-trotting 
in both our real and 
virtual lives this 
month. We take in the 
bright lights of 
Akihabara in Akiba’s 
Beat as well as 
rounding up the 
more interesting 
indie gems from the 
showfloor of PSX…

preview  
round-up

way of The 
passive fisT

 formaT PS4 / eTa TBC 
pub HouSeHold GameS 
dev HouSeHold GameS

Button mashing won’t save 
you in this 16-bit beat-
’em-up. Putting you in the 
shoes of the Wanderer, 
you journey across an 
unforgiving planet where 
exerting too much energy 
is a death sentence. That’s 
why our hero can’t punch 
or kick enemies like in other 
arcade brawlers. Instead, 
his defensive fighting style 
relies on dodging, parrying 
and deflecting attacks. 
doing this charges up his 
augmented arm, a powerful 
weapon that will obliterate 
enemies or bits of scenery 
with one hit. This inverse of 
the typical brawler template 
has us actively anticipating 
its launch.  

akiba’s beaT
 formaT PS4/PS VITa 

eTa SPrInG / pub PQuBe 
dev aCQuIre

The bustling akihabara 
district of Tokyo is the 
distinctive setting for this 
promising JrPG. a mix of 
Persona and Groundhog 
day, the story follows hero 
asahi as he realises that 
he’s stuck in a time loop 
around those famous 
streets. our hands-on 
places us inside a 
dungeon-crawling section 
where we’re battling the 
delusions of a wannabe 
J-Pop idol. exploring the 
inner demons of a bunch of 
characters by fighting their, 
er… actual demons is 
fascinating. Indeed, the 
story’s already hooked us, 
but we’ll confess to being 
confused about the combat 
systems in this early look.  

fuTure 
unfolding

 formaT PS4 / eTa TBC 
pub SPaCeS of Play 
dev SPaCeS of Play 

 
feel like games struggle to 
let go of your hand these 
days? Then say hello to  
an exploration game that 
wishes you luck and lets you 
discover its systems as you 
play. This lush, top-down 
adventure is all about 
discovering a mysterious 
place that slowly unfolds as 
you venture deeper and 
deeper. There are minor 
environmental puzzles to 
solve and creatures to 
meet, although don’t expect 
all of them to welcome your 
presence here. While it 
looks lovely, we hope there’s 
a little more variety than we 
see during our time playing 
it at PSX in december.  

move or die
 formaT PS4 / eTa TBC 

pub THoSe aWeSome GuyS 
dev THoSe aWeSome GuyS

This multiplayer smash isn’t 
for anyone who prefers 
the slower things in life. 
an ultra-fast mini-game 
compilation, it pits you 
and three friends against 
each other in a series of 
sharp tests where you 
need to move or… well, 
just check the title. each 
match features a variety 
of quick-fire rounds. one 
moment you might be taking 
part in a race to the finish, 
the next you’re trying to 
dodge falling blocks. While 
PC gamers already have it, 
the developer is promising 
patient PlayStation owners 
new features when move 
or die launches. Towerfall’s 
reign over the couchplay 
crown is under threat…  

dragon QuesT 
heroes ii 

 formaT PS4 / eTa 28 aPr / pub SQuare enIX  
dev omeGa forCe

marrying the style of dragon Quest 
to dynasty Warriors’ combat, the 
predecessor to this mash-up is far 

more entertaining than you might expect. 
We’re happier than a blue slime, then, that 
this sequel is inbound, bring new characters 
and a new world for us to hack through. you 
won’t be on your own this time, as online 
multiplayer allows four players to team up. 
Just don’t expect the minecraft-aping fun of 
last year’s dragon Quest Builders.
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D
espite bagging a top ten spot in 
our 2016 Game Of The Year 
list, Hitman isn’t quite done. 
Just before Christmas we were 
surprised by the festive feast of 
a Home Alone-inspired Paris 
makeover (the two targets being 
the hapless goons from said 
film), and on 31 January, the 
same day as the game’s disc 

release, Hitman will receive a third Bonus Episode. 
It’s called Landslide, and it sees Agent 47 

returning to series high-point Sapienza to 
execute a corrupt politician. Just like the former 
two Bonus Episodes, the add-on will give its 
level a visual overhaul: this time around the 
sleepy Italian town is playing host to a concert 
in the piazza at sunset. Cue up all the ‘Murder 
On The Dancefloor’ gags…

So with the sun about to set on the first 
season, it’s time we catch up with IO 
Interactive’s studio creative director, Christian 
Elverdam, to see how the studio behind 
Hitman’s reinvention feels the project has 
evolved so far, and discover what’s in store 
for Season Two of the Danish developer’s 
ever-growing World Of Assassination.

OPM: Looking back, how happy are you 
with the complete first season?
Christian Elverdam: I’m really happy. 
There was a bit of skepticism about the 
episodic format and we made a hard bed 
for ourselves with the way we went back 
and forth in terms of what would be in 
the initial package. This was the first time 
we did our version of a Hitman sandbox in 

Infiltrating 
the hit 
crowd

IO Interactive studio creative 
director, Christian Elverdam,  

on the past, present and  
future of Agent 47

AQ
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Agent 47’s episodic debut 
was released digitally in 2016. 
waiting for the disc edition?  
It comes out on 31 January.
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Middle the Landslide Bonus episode gives Sapienza yet another major makeover.  
Left the holiday hoarders Bonus episode. Right Marrakesh looks amazing on PS4 Pro.

the Elusive Targets I love this! Our game is meant to be exploited. It’s not 
an eSport. It’s a sandbox. You’re supposed to have fun with it. Some 
people complete Elusive Targets by watching other people do a YouTube 
video of it, and I think that’s great because that’s the community working 
together. But then you have the purists who will only watch the briefing 
video and just go in on their own terms.

Our game is very much a case of you figuring out how you want to 
enjoy it. If you want to use the crazy exploits, that’s fine. It will take you 
hours to figure them out unless you use guides. But as long as people are 
having fun, that’s why we build the levels.

ten years, and we had no idea how that 
would fare for an extended period of time. 

I feel the intro was perfect. Sapienza stood on 
its own, and if we’d had a bigger starter package 
with more content in it we’d have the same 
problem as our other games, where people 
played them once and never touched them 
again. Watching how everybody was on the 
same page and finding everything together has 
been amazing. It’s exactly how I dreamed it 
would be. It fit the fantasy of being a hitman; 
every now and then getting a new assignment. 

Then seeing how Elusive Targets have had an 
impact… Traditional Hitman was always this 
Groundhog Day mastering of missions by 
replaying them until you were God. The Elusive 
Targets were a bold statement of the opposite: 
“You will never master this hit because it will 
only be there once.” That then gave a really 
intense moment of the assassination fantasy.  
A lot of hardcore modes are about “when do I 
fail?” but here it’s pretty unique because the 
moment will not come back. It was super-well 
received, albeit sometimes with agony. But that 
comes with the territory – I like that it’s ‘play 
for keeps’. It’s honest emotion.

OPM: We noticed you extended the Elusive 
Target duration as the season progressed…
CE: Yeah. We extended them because we saw it 
wasn’t a cool parameter to say: “Oh, you had a 
weekend in the countryside? Well, you missed 
out!” It didn’t really take away from the 
excitement of a time-limited target. If it starts 
to feel like you could do it whenever then we’d 
rein it back, but it hasn’t. Elusives will continue 
for a while longer. There will be more!

OPM: When you see people using exploits to 
kill Elusive Targets in just a few seconds, do 
you feel the need to step in and fix it?
CE: In general we have a lot of hardcore fans 
saying the game is too easy, but I think for 
many, many people it’s brutally hard. But for 

our game is 
meant to be 

exploited. it’s 
not an esport. 
it’s a sandbox. 
you’re meant  
to have fun  
with it.

elverdam joined IO back 
in 2007, a year after the 
studio shipped the classic 
hitman: Blood Money.
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OPM: Do you have a favourite Season One kill?
CE: I cannot pick from the ones we did! I can’t 
pick a favourite. I was laughing at the yoga kill 
from Hokkaido because I thought it was 
hilarious, but I was doing that with lots through 
the season. Also in Hokkaido, Helmut Kruger 
made a comeback, and that’s because we were 
so surprised that he became the poster child of 
Paris. One thing we learned pretty significantly 
is that some of our best moments aren’t 
assassination moments; it might be walking 
onto a catwalk, simply because it’s a cool 
experience. Isn’t that weird? In a game about 
assassination and silent assassins, one of the 
marquee experiences is: “Do you want to be a 
male model?” People were like: “YEAH!”

OPM: Was that the biggest surprise?
CE: [I’d say it was] understanding, truly, how 
crazy-diverse our group of players is. That has 
been profoundly reaffirming. I honestly didn’t 
know until I saw people doing some pure, crazy 
skills… I saw a ninja playthrough of a guy doing 
the Silent Assassin Suit Only in Hokkaido, 
dressed as a ninja – so he doesn’t have any 
outfits to open doors. He stealths his way 
through, and then sneaks into an illegal area 
where the door only opens from one side. Then 
he jams his katana into the door because our 
physics mechanics allow for doors to be 
blocked. He stops the door, does the kill, then 
sneaks back, takes back the katana and escapes. 

OPM: You must be pleased with the overall 
reaction to the series? 
CE: Two years before launching Paris, one of 
the big things for us was that we wanted to do 
a disguise system that was different. We had 
some good clues from Blood Money and 
Absolution, but we hadn’t hit the nail on the 
head. When Paris was out it was pretty clear 
that [system] was solid – it was working and 
didn’t need fixing. It might seem basic, but 
when you’re launching something you don’t 
always know how it’s going to pan out. That 

meant we weren’t afraid to tamper with the disguise system in Hokkaido 
– it felt like a cool thing to do. A fun and surprising diversion for players. 
If our disguise system had been met with criticism initially, I don’t think 
Hokkaido would have had the same playfulness. 

If you ask somebody who was a fan of Hitman: Blood Money about 
what makes Hitman so great, it wouldn’t be hard for them to talk about 
the non-linearity and about finding all these things to do. But if you look 
at the reality of it, a lot of people jumped into Blood Money, played it a 
little bit, didn’t really get above critical mass and just left the game. 

Absolution tried to solve that problem by making the game simpler, 
but then people couldn’t find any depth. But now we can see new players 
who’ve been spending a lot of time in Paris and Sapienza due to the 
episodic release, getting a little bit of guidance from the Opportunities, 
and it just clicking. They say: “Ah, that’s the fantasy! I get it!” We still 
need to figure out how to balance that. For as long as we make this game, 
we are walking under this knife edge of how much we assist you and how 
much of it is you calling the shots.

OPM: The episodic nature has meant every level has been scrutinised 
to an unprecedented degree. Do you need to be mindful of that when 
you saw the reviews roll in for, say, Marrakesh versus Sapienza?
CE: We do a lot of testing of our levels so we have a pretty good idea of 
roughly how levels will come out. We tried some things with Marrakesh 

 
where some areas were a bit closer to 
Absolution, and a bit more restrictive. But 
anything coming out after Sapienza was going 
to have a hard time! I’m a little sad because in 
terms of the feel of the level and the military 
coup I think Marrakesh is super-interesting. 

It was good learning experience. People are 
obviously down in the studio if your level 
doesn’t get a perfect reception, but it’s par for 
the course. There’s no doubt in my mind it 
wasn’t as strong as Paris or Sapienza.

OPM: But surely Season Two can’t just be six 
Sapienzas! You need ups and downs…
CE: I don’t think you need ups and downs in 
terms of quality – I would like a game where 
all levels are ups! There are many things like 
themes, size and the feel of a level that can be 
vastly different from one level to the next. We 
don’t need to make the levels identical: if you 
think about it, Paris and Sapienza are two open 
levels, with widely different feelings. Hokkaido 
is a pretty open but super-condensed map. 

In terms of game mechanics it’s definitely 
possible to do a variation without making 
something way better or way worse. The 
baseline must be if you’re spending a month 
inside a level it has to be worthwhile and it has 
to keep surprising you, because people will dig 
down and find everything. 

OPM: Will small levels the scale of A New Life 
ever return outside of the training zone?
CE: We don’t know yet. In my mind Hokkaido 
is pretty small. If you measure it in square 
metres it’s not that huge, but it just goes to 
show what you can do in the way you construct 
a level. Most people would be surprised to 
know that Paris is the largest when measured in 
pure square metres, even though Sapienza and 
Colorado feel huge. So there’s also a huge 
mind-trick going on when you think about 
what makes a big level. If it’s the intimacy of a 
house in the suburbs, it’s not about size but the 
complexity, with a lot of moving parts and lots 
to discover. That needs to be the key ingredient.

OPM: So what will we get in Season Two?
CE: Well, I can tell you that we always wanted 
an ever-expanding world; this feeling that you 
travel to locations for assignments. There would 
be an overarching story that spans seasons, and 
the story of Season One is just an opener that’s 
established some pretty central characters. 

Now we’re asking ourselves: “What worked?”
For the teams that did Sapienza, Marrakesh, 
Hokkaido and Colorado… it’s a good time for 
them all to reflect and see what clicked. They’ve 
now watched other people play their levels and 
have a wealth of emotional data, and actual 
metrics about where players went and what 
they did. I feel really good that we’re now 
looking at a ton of stuff that worked, and are 
asking “how can we make that better?” rather 
than asking “how can we fix that?” 

A lot of uncertainty and questions that we 
had before Season One we now don’t have for 
Season Two, which gives us some freedom.  

ChRiSTiAN 
ELvERDAM

LOOkINg BAck ON A  
fuLL decAde At IO

n e e d  t o  K n o w

2010
kANE & LYNCh 2: 
DOg DAYS
n Having joined IO as a level 
designer in 2007, Elverdam 
steps up to the role of lead 
level designer in the year 
before the release of the 
Kane & Lynch sequel, which 
ends up greatly improving 
upon the patchy original.

2012
hiTMAN ABSOLuTiON
n With work on Agent 47’s 
PS3 debut underway, 
Elverdam moves from his 
lead level designer position 
to become a gameplay 
director for the Hitman 
series’ most divisive entry. 

2016
hiTMAN
n In 2013, Elverdam is 
made the studio creative 
director for IO Interactive 
and is tasked with returning 
Agent 47 to his former 
glories. After a confusing 
change of pricing structure 
that raises eyebrows, 
Hitman finally arrives as a 
digital-first episodic series 
and is a big success.



054

the last of us part II

Thought Naughty Dog was done 
with its exhilarating apocalypse? 
Think again. Join us as we delve 
deep into the haunting world of 
The Last Of Us Part II 

260 
Weeks 
Later…
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original co-director Bruce 
straley isn’t returning, but 
Westworld’s halley Gross is 
co-writing with Druckmann.
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ut I know, 
when I die, my 
soul is 
damned.” Hoo 
boy, Ellie. Talk 
about a glum 
tune. She may 
have starred in 
one of 
gaming’s great 
endings, but 

Naughty Dog won’t let its potty-
mouthed teen (or her new acoustic 
guitar) walk into that apocalyptic 
sunset. Despite containing the most 
complete, cathartic finale in recent 
memory, the story of The Last Of Us 
is far from over. The big takeaway 
from Part II’s mournful debut trailer, 
aside from all the machete murder 
and moody ballads? The most 
celebrated studio in the world is 
making a direct follow-up to the 
game you voted the greatest in 
PlayStation history in OPM #100. 

See, things are beginning to look 
cheerier already. Well, not really. “If 
the theme of the first game was  
about the love between these two 
characters… then this story is the 
counter to that: it’s about hate,” says 
Neil Druckmann, Naughty Dog’s chief 
creative director speaking during a 
panel at last December’s PlayStation 
Experience event. After watching The 
Last Of Us Part II’s first trailer until 
our eyes almost implode through 
nuclear-grade depression, we’re under 
no illusion it’s about lollipops and 
kissing puppies. This is still the 
universe where children get shot, 
humanity’s baser instincts rule 
supreme, and the living envy the dead. 

TradIng PLaces
The setup may be gloomy, but at least 
it gives us some idea of the direction 
this sequel is headed in. Set five years 
after the original, Part II places you in 
the blood-soaked sneakers of Ellie, not 
Joel. Now 19, the only known member 
of the human race who’s immune 
to the fungal zombie pandemic that 
has doomed our species is seriously 
brassed off. Hate may be the current 

buzzword, but grief-fuelled fury, pain, 
suffering and revenge are also on the 
tip of Ellie’s tongue. 

Understandably, Naughty Dog isn’t 
giving much away with Part II’s trailer. 
Over those tantalising (super-
depressing) four minutes, all you 
essentially see is Ellie sitting in a cabin 
in the woods, the corpses of her 
apparent murder victims splayed 
across bloody floors, before a 
suspiciously calm Joel glides in and 
asks his surrogate daughter what’s 
she’s going to do next. Damn you, 
trailer cliffhanger! 

For his part, Druckmann is keeping 
his lips firmly sealed. He admits Ellie 
is now the main character, yet beyond 
that, he won’t offer up many details 
about how the shift in playable star 
may affect gameplay. “Ellie plays 
differently than Joel… I’m getting into 
risky territory here,” he reluctantly 
reveals. “Some things are evolution, 
some things are reinvention, but there 
will be a gameplay reveal down the 
road.” Ooh, you big tease. 

naUghTy by naTe-Ure
The trailer offers up diddly-squat 
when it comes to clueing us in on how 

Part II may play, but knowing Naughty 
Dog’s track record, we’d be surprised if 
some of Uncharted 4’s better features 
don’t make the cut. The ‘wide-linear’ 
sections of Nate’s swansong were 
superbly realised, so it wouldn’t be 
a shock to see the more expansive 
environments of A Thief’s End – like 
the Madagascan plains you rumble 
through in a Jeep – find their way 
into this sequel. Can we get wide open 
areas to prance around on horseback? 
Pretty please?

Stealth was the dish of the day last 
time out (usually served up with a 
spoonful of viscera), and we expect 
Part II’s combat to be informed by 
these same cat-and-mouse skirmishes. 
Again, Drake could be a major 
influence here. The enemy tracking 
system of Uncharted 4 would make it 
easier to keep tabs on foes, though 
coupling it with TLOU’s echolocation-
style Listen Mode might make it too 
easy to prey on baddies.

Regardless of how you end up 
shivving enemies, Naughty Dog is 

bullish you’ll be stabbing folk in the 
shoes of the most visually 
sophisticated character ever to hit PS4. 
“Within Sony’s group this is by far the 
most advanced character model we’ve 
ever created,” says Druckmann on 
Ellie’s revised design. “Just the way the 
flesh can move over the bone… we 
could never cut to a close-up of eyes 
before, because we could never get the 
fidelity. Now we can.”

Such advancements in character 
rendering obviously benefit The Last 
Of Us’ already stellar brand of 
storytelling. New motion-capture 
techniques should also prove a boon to 
Naughty Dog’s artists when tackling 
the sequel’s cutscenes: even though 
the studio is already at the forefront of 
mo-cap sorcery, Druckmann has 
revealed Part II benefits from a  
fresh way of importing an actor’s 
performance into virtual form.

dOUbLIng dOwn 
“A lot of games use digital doubles, 
where you cast an actor who looks as 
close to the character as you can. Well, 
Ashley [Johnson] doesn’t look like 
Ellie, and Troy [Baker] doesn’t look 
like Joel, so we had to come up with 

this different process.” Said process 
was teased in a special behind-the-
scenes video from the PSX panel, 
where footage reveals a render of Ellie 
that combines the character’s features 
with that of actress Ashley Johnson. 

If you’re currently having 
Brundlefly-esque nightmares of two 
entities being forcibly blended 
together, fret not. The resulting render 
is for internal use only, designed 
purely to help Naughty Dog’s artists 
capture the essence of Johnson’s 
performance. And really, the character 
model still looks like the actor, just 
with a bunch of Ellie’s unmistakable 
freckles plastered over her face. “Our 
artists created a whole new sculpt, a 
next-gen sculpt, of Joel and Ellie,” 

the last of us part II

B
“a universe Where humanity’s 
Baser instincts ruLe supreme, 
and the Living envy the dead.”
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Druckmann continues. “We’re trying 
to take the performance of the 
digital double and transpose it onto 
Ellie.” Judging by the trailer’s 
incredibly subtle, lifelike 
gestures, this new technique  
is working a treat. 

Such is the obsessive 
devotion Naughty Dog games 
inspire, even the choice of title 
has set the interwebs ablaze 
with frenzied chatter. Part II 
seems like a very particular 
choice. It immediately conjures 
memories of Mario Puzo’s 
Godfather trilogy, further 
distancing this from run-of-the-
mill sequel syndrome. “‘Part II’ is 
us saying this is going to be a 
larger story; it’s going to be a 
complementary story to the first 
game, but together, the two 
combined are going to tell this 
much larger tale,” says 
Druckmann of the name. 

ParT II’s cOmPany
This is not a paint-by-numbers 
sequel, then. It’s deliberately Part II, 
rather than The Last Of Us 2. That’s 
no accident. Druckmann’s choice 
of words suggest this is a game 
which is emotionally linked with its 

predecessor in a way few follow-ups 
are. The Last Of Us isn’t about a 
world ravaged by mushroom-headed 
zombies or ruthless survivors who 
make The Walking Dead’s Negan 
look like Ned Flanders. It’s a deeply 
personal tale of a relationship between 
unlikely allies, something Druckmann 
freely admits. “The Last Of Us is 
about these two characters specifically.”

That all means Part II has some 
pretty weighty questions to deal with 
right off the brain-smeared bat. Unless 
you’ve recently had your memory 
wiped by a suited and booted Tommy 
Lee Jones, you’ll recall the first game 
ended on one hell of a lie. When we 
last saw Joel and Ellie, the former was 
trying to perpetrate a fib that had 
extinction-level consequences. 
Unbeknownst to Ellie, he had 
sabotaged any hopes of mankind 
finding a cure for the outbreak 
through an incredibly selfish (albeit 
loving) act. By preventing the Fireflies 

from removing Ellie’s brain in 
TLOU’s closing act, he effectively 
destroyed the faction’s only 

chance of discovering a way to 
stop the Cordyceps Brain 

Infection. Bad Joel.
The consequences of this 

lie and what impact it has 
on Joel and Ellie’s 

relationship going forward 
isn’t lost on Troy Baker. 
Gaming’s hottest vocal 
performer is acutely aware  
of how important his 
character’s deception is, 

both to the sequel and the 
original’s wonderfully 
ambiguous ending. “To me, it’s 
the most honest, perfect end  
to a videogame I’ve ever seen. 
Ever,” Baker proudly proclaims. 
“It lends itself so well [to 

questions]. Does Ellie know 
Joel lied to her? What does 
that ‘okay’ mean?” 

LIe TO me
Whether she knows her father figure 
is telling porkies or not, something 
is weighing heavily on Ellie’s mind in 
the trailer. As she strums Through 
The Valley – a superbly sober track 
by Shawn James & The Shapeshifters 

– every trembling guitar note hints at 
some deep-seated conflict. “There are 
reasons,” admits Ashley Johnson, when 
asked about Ellie’s shaking hands. 
“She’s gone through some sh*t. What 
a shocker.”

Somehow, we doubt those freshly 
slaughtered corpses are causing Ellie’s 
internal strife. If we know one thing 
about TLOU’s steely teen, it’s that 
she’s one seriously tough cookie – 
she’s killed more Clickers than she’s 
had hot dinners. Whatever chain of 
events has inspired her reflective ditty, 

“as she strums through the 
vaLLey, every tremBLing note 
hints at deep-seated confLict.”
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the room is the sort of 
teenager’s bedroom ellie 
never had the chance to  
have for herself.
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as more of the scene is 
revealed, and more blood and 
bodies are seen, the tone 
shifts from pathos to horror.
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it’s clearly wounded her deeply. Ellie’s 
only spoken line? “I’m gonna find, and 
I’m gonna kill every last one of them.” 
Talk about ominous.

She made have faced some tough 
choices in the first game, yet even for 
such a resourceful survivor this 
savagely delivered promise points  
to a girl besotted with vengeance. 
Unsurprisingly, her miffed state of 
mind has prompted some interesting 
(if wildly speculative) fan theories. 
None more so than the ‘JOEL IS 
ACTUALLY DEAD!’ argument. That’s 
right: some people think the Joel you 
see in the trailer is nothing but an 
apparition cooked up by Ellie’s 
grief-stricken mind. It’d certainly 
explain her thirst for revenge. 

dead ahead
Whether you think Naughty Dog 
would pull a Sixth Sense on you 
or not, there’s definitely something 
a little strange going on with Joel. 
The way he enters that house seems 

strangely aloof, almost serene. He’s 
also oddly unmoved by his corpse-
laden surroundings, while his choice of 
words is notably passive, too. “What 
are you doing, kiddo? You really  
gonna go through with this?” 

Adding further fuel to this 
guesswork-heavy carburettor is Joel’s 
appearance. He doesn’t appear to be 
covered in blood, which is somewhat 
strange considering Ellie has just been 
involved in a massacre and there are 
bodies all over the place. Indeed, 
Naughty Dog is seemingly doing its 
best to obscure his face – you never 
catch a clear shot of it during the 
trailer. You can clearly hear Troy 
Baker’s trademark Texan drawl, we 

know it’s him, so why isn’t the 
developer showing off his mug? 

As Joel enters the room where Ellie 
is playing, you can catch the briefest 
side profile of the gunrunner. Despite 
Part II taking place a good half decade 
after the original, he doesn’t really 
seem to have aged. There’s little sign 
of his hair or beard showing visible 
signs of greying, while some fans on 
Reddit are even suggesting he looks 
younger than in the first game. That 
final assumption would certainly 
double down on the ‘Joel’s a ghostly 
figment of Ellie’s imagination’ angle. 

gUITar herO
Still, for our money, it’s a bit too 
much of a rug pull, even if Naughty 
Dog has been known to mess with us 
in the past – one particular trailer for 
the first game appeared to show Ellie 
preparing herself to shoot Joel. Besides, 
Joel not physically being by Ellie’s side 
would surely kibosh the AI companion 
template Naughty Dog loves… unless 

it’s pulling *slight spoiler* an Arkham 
Knight-style Joker twist on us? 

Another interesting fan theory? Ellie 
is pregnant, and that guitar has been 
strategically placed to obscure a baby 
bump. If this seems like wild 
conjecture, a little Easter egg that crops 
up in Uncharted 4’s epilogue may 
change your mind. 

Last May, many eagle-eyed Drake 
fan’s spotted a TLOU-related poster at 
the end of Drake’s journey. Titled ‘The 
Last Of Us: American Daughters’, some 
believed this was a direct nod to  
Ellie and Joel’s next game. Now, the 
presence of a Dark Horse logo could 
point to this little bonus alluding to  
a future TLOU comic. Then again, it 
may be dropping massive Part II story 
hints – the poster clearly shows a 
heavily pregnant woman who looks an 
awful lot like Ellie.

It’s possible the poster may mean 
nothing, of course. Even if it is more 
than a harmless Easter egg, it could 
merely be hinting at a forthcoming 
comic prequel – the woman could 
well be Ellie’s mother, not Ellie herself. 
Still, an existing piece of concept art, 
which goes back a couple of years, 
makes us think the guitar’s 

prominence in that trailer isn’t  
mere happenstance. 

Said art, first revealed not long after 
the first game launched, shows Ellie 
huddled around a campfire, 
absentmindedly strumming her guitar 
as a posse of tooled-up, militaristic 
troops approach her position. There 
are theories doing the rounds that this 
suspiciously well-supplied group may 
have nefarious plans for Ellie, with 
some suggesting they’ll take advantage 
of her immunity to the Cordyceps 
Infection to forcibly impregnate her 
with a child. After all, the events of 
DLC Left Behind would suggest the 
normal avenues of procreation may 
not be at the top of Ellie’s agenda. 

cLIcker baIT
For the time being, these are merely 
interesting theories. Look closely 
back at the trailer, though, and a few 
more concrete throwbacks to the first 
game begin to rear their zombified 
heads. The room Ellie is playing in 
clearly belongs to a teenager; the 
hi-fi system and a good dozen band 
posters – the largest of which has the 
words ‘theseus’ and ‘overclock’ scrawled 
over it – out the space’s adolescent 
(probably dead) owner. This rather 
specific setting seems like a pointed 
nod to the original’s ranch scene; the 
one where Ellie both mocks and pines 
for the sort of normal life teenage girls 
could enjoy before the outbreak. 

“Is this really all they had to worry 
about? Boys? Movies? Deciding which 
shirt goes with which skirt?” It was 
one of the pivotal points in Joel and 
Ellie’s heartfelt, deeply earned 
relationship; a moment where our 
heroine allowed herself to be 
vulnerable when admitting everyone 
had left her but “f**king” Joel. It’s  
the sort of naked vulnerability her 
19-year-old self again shows here  
with every blood-soaked, shakily 
strummed guitar chord. 

Hell, even the windowsill she’s 
sitting by feels like a knowing wink to 
the last game. The broken glass; the 
tattered curtains slowly blowing in the 
breeze; dust particles dancing through 
the hazy air. Visually, it’s all a dead 
ringer for the original’s main menu 
scene. Even if it’s merely a piece of 

“JoeL doesn’t appear to Be 
covered in BLood, Which is 
someWhat strange.”
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We’re all pretty much 
convinced that ellie’s the one 
responsible for this – or do 
you have another theory?

incidental detailing, it shows this is 
still a world that shares the sort of eye 
for bleak beauty Ellie and Joel’s debut 
adventure excelled at. 

sex, fLIes and vIdeOTaPe
Skip back even earlier, and the 
presence of a Firefly sign is 
also intriguing. Is this forested 
encampment a stronghold of the 
group? Are those poor sliced up sods 
in the cabin Fireflies? Has the faction 
now sworn vengeance against Joel for 
his grisly actions back at that hospital 
in Salt Lake City? It’s testament to the 
narrative richness of the original that 
even a road sign can throw up so many 
talking points. 

There are still so many other topics 
we barely have time to discuss. Like 
the tattoo on Ellie’s arm, for one. Is 
there any symbolic significance to the 
creeping vine design, beyond covering 
up her bite mark? And what about the 
release date? Considering the multiple 
delays both the first TLOU and 
Uncharted 4 suffered, is there any 
chance of seeing Part II before 2019? 

“We have an idea, but we’ve learned 
now several times not to say that 
publicly until we’re confident,” says 
Druckmann. “We’re going to hold off 
on saying when it’s going to come out 
for a while.” Hmmm, a wise decision. 

Above all, it’s clear this is a game 
that’s been in Naughty Dog’s thoughts 
for years. Druckmann admits his first 
conversations around Part II started 
before his involvement on Uncharted 
4, something detailed in an anecdote 
he shares with the crowd at PSX. 

“We went to a restaurant, and I told 
her [Johnson] we were going to do this 
DLC called Left Behind, that’s where 
we discussed Ellie and her sexual 
orientation, and who she is. So as we 
walked through the whole story of Left 
Behind, Ashley’s crying at the end… 
Then I’m like, ‘I have one more story  
I want to pitch’, and I walked her 
through the story of Part II, and  
she’s bawling by the end of it.” 

LasT and fOUnd 
The enormity of the task Naughty Dog 
faces isn’t lost on Druckmann. You 

best believe neither he, nor any other 
person working on The Last Of Us 
Part II, is taking the responsibility of 
following up one of the most beloved 
games of the last decade lightly. “I 
know there are a lot of people that 
feel this trepidation in coming back 
to these characters, and revisiting 
what that ending means… You have 
to understand we feel all those things 
as well. No one loves those characters 
more than we do, and we would not 
being doing this unless we felt we  
had the right idea.”

The original may be blessed with a 
superbly complete finale, but if any 
studio has banked up enough goodwill 
to deserve the benefit of the doubt, 

it’s Naughty Dog. If the studio believes 
there are more stories to be told in 
this universe, that’s there’s a larger 
overarching plot ahead of Joel and Ellie, 
who are we to argue? 

Even with the spectacularly high 
standards set by the first title looming 
large, you’d be mad to complain about 
getting a follow-up to one of the best 
videogames of all time. In spite of  
all those frenzied theories, and 
apocalyptic questions, one thing is 
crystal clear: you should trust Naughty 
Dog to take PS4 to places you’ve never 
seen before. “Put some faith in us, 
we’re going to do right by you,” says 
Druckmann. We believe him. 

“have the firefLies noW sWorn 
vengeance against JoeL for 
his actions at that hospitaL?”

the last of us part II
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“a Lot of 
peopLe feeL 
this trepidation 
in coming Back 
to these 
characters.”
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RetRo cheek
Playtonic’s irreverent 
throwback is nearly 
finished. Chris Schilling 
takes an early peek at 
Yooka-Laylee’s fourth 
world and gets an 
exclusive hands-on  
with its riotous local 
multiplayer mode
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o cheek



066

taLking 
heads
“It would have taken a 
month out of our dev 
schedule to make a  
new demo. We’d rather 
be working on the full 
game than making 
bespoke stuff for  
the media.”
gavin Price

“this is pRopeR 
exploRation… we’Re  
not handholding.”

“this is pRopeR 
exploRation… we’Re  
not handholding.”

A high tally of gems is needed 
to get a Pagie on the minecart 
courses. You’ll drop some if 
you fail to avoid the hazards.

e’re supposed to be breaking for 
lunch. Playtonic’s Andy 
Robinson (writer, unofficial 
Head of Dad Jokes and voice 
actor for “A depressed shopping 
trolley”) floated the suggestion 
15 minutes ago, yet we’re still 
playing. Having just completed 
a quest and earned ourselves a 
Pagie (Yooka-Laylee’s most 
important collectible), we admit 
“This would be a good place to 
stop,” and prepare to set the pad 
down. Then we spot a single 
Quill pickup we missed on the 
way to our present location. Ten 
minutes later, the controller’s 
still in our hands. 

That, in case you were in any 
doubt, is a good sign. Yooka-
Laylee’s vast worlds are stuffed 
with activities and pickups, but 
it’s even more of a treat simply to 
run, jump and roll around them. 

That’s partly down to the 
immaculate controls – dare we 
say this is the best-feeling 3D 
platformer that doesn’t star a 
certain famous plumber? – but 
also the kind of game design that 
gives you the space to make your 
own fun rather than leading you 
by the nose. 

A short opening tutorial which 
teaches you Yooka and Laylee’s 
basic moves and sets up the story 
is as linear as the game gets. 
After that, you’re on your own. 
There’s no HUD – collectibles 
will flash up at the top of the 
screen when you pick them up 
and quickly disappear – and, 
perhaps shockingly for some, no 
mini-map whatsoever. “This is 
proper exploration,” says 
creative lead Gavin Price. 
“Our philosophy is that 
we’re not handholding, 
there won’t be any 
waypoints, and you can 
go through the game in 
multiple orders. We’re 
harking back to an era where 

designers had confidence that 
players could be trusted to find 
their own way.”

This isn’t merely a reaction to 
modern games’ tendency to 
coddle players; it’s a design choice 
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toYbox
Originally made available to select 
backers of the 2015 crowdfunding 
campaign, the Toybox is yours for free 
if you pre-order the game – and you 
can download and play it while you’re 
waiting for the full release. It’s a 
spoiler-free teaser, essentially, a 
self-contained prototype world 
composed of basic level furniture, with 
a few more detailed assets to show 

that the finished game isn’t all going to 
look as rudimentary as this. You’ll find 
100 Quills dotted about the place, and  
a handful of secrets we won’t spoil. 
There’s a light puzzle to solve, moving 
platforms to negotiate, and a body of 
water that lets you get used to the 
swimming controls. Elsewhere, you’ll 
find areas designed to test your 
platforming mettle, but its main role is 
to let you acclimatise to Yooka-Laylee’s 
movement and skills. Job done.

gLittergLaze 
gLacier
There’s an ethereal ambience to this 
snow level, partly thanks to composer 
Grant Kirkhope changing the musical 
theme: originally, it was something jolly; 
now it’s moodier. Here, you’ll learn the 
Slurp State move, which allows Yooka 
to absorb the properties of objects he 
eats – swallow a cannonball to become 
heavier and able to pass through 

areas buffeted by winds. Dr Puzz will 
turn you into a plough which can 
smash through piles of snow, letting 
you reunite a group of snowmen with 
their missing clothes. There are 
courses designed for the pair’s Reptile 
Roll ability that are reminiscent of 
Sega classic Super Monkey Ball, while 
the level expansion prompts a change 
inside the world’s ice castle: we push 
for info, but Playtonic is playing coy so 
as not to spoil the surprise.

tribaLstack troPics
The game’s first proper world 
outside the hub area eases you 
in relatively gently without 
stinting on scale. The level is 
encircled by a dry river, 
which forms the track for a 
race event, and can be filled 
by visiting Nimbo’s mountain 
in the north-east. There’s a 
central temple, inside which 
a top-hatted monster called 
Duke hosts a simple shooting gallery 
mission, and a series of floating 
islands up above. Once the level is 

expanded, these offer a route to the 
Tribalstack Monument, a colossal 
six-storey tower of stone. It’s here 

that you’ll meet Kartos, not to 
mention Blasto’s big  

(in stature, at least) 
brother, Blastooie. 
Meanwhile, skeletal 

explorer Clara needs 
rescuing from an enemy 

camp, having found herself 
stuck in a large cauldron.  
Oh, and here’s a tip: once 

you’ve defeated the boss, 
Rampo, make sure to check the 

area behind him.

shiPwreck creek
Yooka and Laylee’s adopted home is 
based around a mysterious pirate ship, 
the origins of which are hinted at later 
in the story – and may even be 
explored in future games. Its name is 
typical of the pun- and innuendo-laden 
script: Laylee’s all but claimed it as 
hers, and called it the Bat Ship Crazy. 
In a lovely visual gag as the game 
opens, the pair are catching some 

rays, with Yooka on a towel that’s 
barely bigger than he is, while the 
much smaller Laylee is stretched out 
on one twice the size. It’s been given a 
vibrant, hand-painted makeover, while 
fairy lights hanging over the deck give 
it a festive feel. Nearby, you’ll 
encounter a talkative cannon named 
Blasto and his friend, a red bird – this 
unlikely pairing is a not-so-subtle nod 
to Banjo Kazooie, which several 
Playtonic staff worked on. 

caPitaL cashino
So this is how Capital B spends his 
ill-gotten gains – though it turns out 
money can’t buy class. It’s a place of 
extravagant indulgence, with a large 
fountain in the middle and a nightclub 
at the back. There are enough gold 
furnishings here to make Donald 
Trump weep. Though you can’t play 
poker or blackjack, the cards will get 
you one way or another, with sentient 

packs launching surprise attacks. You’ll 
also find fruit machines, each with its 
own individual quirks – attempt to stop 
the first reel on one, for example, and 
it’s the third that will stop spinning. 
Security cameras, meanwhile, require 
a new ability, Camo Cloak, to get past 
without detection: while Yooka and 
Laylee are both invisible, they’re still 
very much physically there, so in this 
state you’ll find you can refract beams 
to trigger light-activated switches.

level best
Increase your environmental awareness with a closer look at some of the wondrous worlds
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ghost writers
As much sentient collectibles as characters, 
though their personalities come out in their habits. 
Angry red ghosts attack you, hungry purples need 
feeding, while shy blues can only be located by 
following the sound of their secretive giggle.

rextro
A forgotten videogame character from the 1990s, 
this confused dinosaur is waiting for someone to 
relieve him of his duties. He’s not kept 
up with modern technology, so 
don’t be surprised if he 
asks you to 
insert a 
memory 
card.

caPitaL b
Looking like Gru from Despicable Me 
spliced with a bumblebee, Yooka-Laylee’s 
main antagonist boasts a bloodshot eye 
and an ego to match his bank balance. 
He’s vain, too, as evidenced by the statues 
he’s commissioned in his own likeness.

Yooka
Affable and relaxed – a calmer chameleon, if you will – Yooka is the straight 
man of the titular duo, though his powers are pretty outlandish. His tongue 
can grapple and gobble, while his tail whips enemies into submission. 

shoveL knight
Yacht Club Games’ horticultural 
hero makes a charming cameo in 
Tribalstack Tropics, politely 
requesting you retrieve a gem for 
him. Though he’s no pirate, he 
sounds a bit like one – every word 
he says comes out as ‘yo’ or ‘ho’. 

LaYLee
Impish and snarky, 
Laylee’s the more 
combative of the 
two heroes. Her 

sonar is handy for 
both stunning 
enemies and 
activating hidden 
platforms, and she’s 
strong for her 
diminutive size, 
slapping Yooka 

down for a 
ground-
thumping 
Buddy Slam. 

dr Puzz
A colleague of Dr Quack before the 
buyout, this intrepid scientist is now 
half-octopus following an accident with 
her DNRay. Abandoned by her former 
associate, she’s hoping to exact revenge 
by helping Laylee and Yooka transform. 

vendi
A kindly vending machine who’ll 
always cough up the goods, Vendi 
provides you with ability-boosting 
tonics, with more becoming 
available for various 
accomplishments. You can only equip 
one at a time, though, so pick wisely.

trowzer
He might think his tie gives him 
the veneer of respectability, but 
hang around this dodgy dealer 
and you’ll hear evidence of his 
scams – playing dumb when an 
angry caller questions a missing 
shipment of wigs, for example.

dr Quack
There’s something 
Machiavellian about 
this devious duck, we 
think. The story hints 
that working for Capital 
B has made him drunk 
with power, as he 
amasses an army of 
aggressive 
critters to 
do his 
bidding. 

the cast (foR the cuRious)
The lowdown on Yooka-laylee’s key players
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Capital B’s hostile takeover 
of Dr Quack’s Quack Corp 
has relegated the latter to 
sidekick status.

“it’s veRy much in keeping 
with the cReative spiRit 
of the RaRe classics.”

“it’s veRy much in keeping 
with the cReative spiRit 
of the RaRe classics.”

taLking 
heads
“There’s a one in 20 
chance the leader of a 
group of enemies will 
have a pair of pants  
for a head.” 
gavin Price

that’s rooted in Playtonic’s 
past. Many of the studio’s 20 staff 
used to work at Rare, a name 
some gamers will associate with 
Microsoft, but others of a certain 
vintage (*cough*) will know best 
as a former partner of Nintendo. 
During the mid-’90s in particular, 
games such as Banjo-Kazooie and 
Conker’s Bad Fur Day were the 
envy of many a PlayStation 
owner. PS1 might have thrashed 
N64 in terms of sales, but Rare’s 
output was so consistently good 
that it was worth owning both 

consoles just to play the 
developer’s stuff. If those names 
mean nothing to you, consider 
Yooka-Laylee as your opportunity 
to catch up: it’s a game very much 
in keeping with the creative spirit 
of those Rare classics, but made 
with a contemporary sensibility. 

caPitaL crimes
Keen to rush us straight to the 
chorus, so to speak, Robinson 
rattles through the tutorial with 
the aid of a cheat or two from the 
debug menu. We know the setup 
already, but in case you don’t: a 
bat called Laylee and a chameleon 

called Yooka find themselves up 
against evil businessman Capital 
B and his sidekick Dr Quack, who 
are stealing all the world’s books 
in the hopes of earning a tidy 
profit from them. Some pages (or, 
rather, Pagies) have escaped, and 
it’s up to this courageous couple 
to track them down. While there 
are plenty of gag-laden dialogue 
exchanges, the plot isn’t too 
intrusive, though more inquisitive 
players will find plenty of 
background info if they’re in  
the mood to go digging for it.

Soon we’re introduced to 
Trowzer, a sales-snake who wants 

you to help expand his business 
by unlocking new worlds. To 
which end, he’ll offer you free 
moves that let you progress 
within the hub area of Hivory 
Towers. “He’s a bit of a Del Boy 
type,” says Robinson. “Like a 
combination of Zapp Brannigan, 
Lionel Hutz and Saul from 
Breaking Bad – he’s the kind of 
guy that’s so sure of himself but 
in reality he’s a bit of a loser. The 
further you progress through the 
game the more outlandish tales 
he’ll tell. He’ll say ‘Ah, I remember 
that world, they named a currency 
after me once’.”

The freebies Trowzer provides 
give players a steady flow of new 
moves in the hub for Yooka and 
Laylee, even if you choose not to 
buy anything from him. But once 
you’re in the game’s main worlds, 
you’ll need to pick up Quills to 

The orange lights really add something to the ambience of Glitterglaze Glacier.
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get Rext
A taste of old-school arcade action from Yooka-laylee’s resident dino designer

 on top of the single-player story, 
Yooka-Laylee has a suite of  
multiplayer games which can be 

accessed from an arcade cabinet that 
belongs to an NPC called Rextro. He’s a 
dinosaur – and a deliberately low-poly 
dinosaur at that – which is entirely apropos 
for a series of lively quick-fix asides that have 
been designed as a conscious throwback to 
the era of couch-based competitive 
multiplayer games. To unlock new ones, you’ll 
need to find the Play Coins hidden within the 
main worlds (there’s one in the hub, too) and 
bring them to Rextro, though once you’ve paid 
your money, you’ll also be able to access them 
any time you want from the main menu. We’re 
only able to talk about two for now, but from 
the briefest of glimpses at the selection there 
are a good few, including a brilliant 
knockabout hybrid of Bomberman and 
Capture The Flag. “We’re trying to present 
Rextro as if he’s a software developer,” 
Robinson explains, pointing to the name of his 
company, Amazing Rextro Software 
Entertainment. “How does he do the coding 
with such little arms?” we ask. Robinson 
pauses briefly and turns to Price. “Is it too 
late to put that joke in?” 

“theRe aRe ghosts to 
catch, waves of enemies 
to bash, Races to win.”

“theRe aRe ghosts to 
catch, waves of enemies 
to bash, Races to win.”

taLking 
heads
“We had to take some 
puns out. There were 
just too many. It can be 
soul-destroying when 
it’s something you’ve 
written, but it’s the 
right thing to do.”
andy robinson

buy upgrades. Certain challenges 
won’t unlock if they require a 
specific ability to complete, so 
you needn’t worry about getting 
stuck, and as such you can 
purchase moves in any order. 

fLaPPY shoPPer
“Unlike your Mario 64s or your 
Banjo-Kazooies or games in a 
similar vein, you’ll actually spend 
your collectibles,” Price explains. 
“Once you’ve spent a Pagie, that’s 
gone, and that helps us reinforce 
the choice angle.” You can, for 
example, choose to spend Pagies 
expanding the current world 
you’re on, or unlocking the next. 
Or you could return to an earlier 
world and buy the expansion 
for that. It’s hardly the kind of 
dilemma you’ll agonise over like 
in a Telltale game, but Playtonic’s 
aim is to give players a degree 
of freedom in the order they do 
things, rather than forcing them 
to complete a challenge they 
might not be enjoying to progress.

There’s lots of variety in the 
objectives, too. There are ghosts 
to catch, waves of enemies to 
bash, races to win, and tricky 

vertiginous climbs to conquer. 
Some Pagies come in cages, which 
means a nearby environmental 
puzzle needs solving before you 
spring the lock. One example 
requires us to manoeuvre a 
wooden platform to form a bridge 
between a cluster of berries and a 
switch on a short timer that’s 
activated by gobbing juice at it. 
Elsewhere, we find an incomplete 
Pagie, inviting us to hunt down 
the other fragments. “I thought 
this was a modern game,” Laylee 
sighs. “Collectibles are supposed 
to come in one piece.”

A jaunty jingle sounds when 

you get a Pagie, but otherwise 
there’s no real ceremony – you 
can move on immediately. But 
even here there’s a choice. The 
D-pad offers you a selection of 
emotes: we go in for a celebratory 
high-five between the odd-couple 

leads, but there’s also a dance and 
a taunt. This was, Price says, a 
result of feedback from the 
game’s Kickstarter backers, who 
were split on the issue: “When 
you get one of the main 
collectibles in a [platformer] 

Gaudy Capital Cashino. Anyone fancy 
table golf with a giant golden ball?
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taLking 
heads
“The ability to fly is  
a level designer’s 
nightmare! We’re 
carefully putting all 
these Pagies into the 
environment, and then 
you can just fly up  
to them?” 
gavin Price

gLaciators
An icy arena built from 
hexagonal tiles hosts a 
challenge where you must 
collect Quills to earn points: 
gold ones are worth most, of 
course, though they’re rarer 
than the silver and bronze 
ones. To finish with a higher 
score than your rivals, you 
need to indulge in a bit of 

slapstick violence, smacking 
Quills from their grasp by 
attacking them at close 
quarters. A crown appears 
over the current leader, 
encouraging those trailing to 
gang up on them – though  
you also have to watch your 
footing, as the tiles have a 
nasty habit of collapsing into 
the water when you least 
expect it. Rollicking good fun.

kartos karting
Each of Rextro’s games has 
been designed with immediacy 
in mind, and you know what’s 
required of you as soon as 
Kartos Karting begins. It’s a 
straightforward five-lap race 
to the finish on a dirt track 
with rickety bridges, water 
jumps and fiery hazards. You 
use the left analogue stick to 

manoeuvre your kart, and 
press r to fire projectiles 
that briefly slow your 
opponents. There are various 
power-ups, though not all are 
useful: one reverses your 
controls, while the speed 
boost is often more hindrance 
than help. “More tracks will be 
playable via microtransactions,” 
Price says with a grin. Don’t 
worry – he’s kidding. 

laser-firing casino 
security is not to be trifled 
with. Activate Reptile Roll 
to roll out of harm’s way.
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taLking 
heads
“One fan was too young 
to back the game, so he 
sent us the crispest 
£10 note you’ve ever 
seen through the post.” 
gavin Price

Trowzer’s original design 
was much thinner, forcing 
him to keep wiggling to 
hike his shorts up.

Return a Mollycool collectible to Dr Puzz 
to get a unique transformation.

and the character stops and 
does a dance, some people think 
that’s awesome and the other half 
say that it slows you down – 
[especially] if you’re 
speedrunning.” Player-controlled 
emotes, then, are the natural 
solution, letting you stop and 
salute the achievement or move 
on without any fuss. You can 
even act up in conversations with 
NPCs. “You’re free to react to 
what they’re saying, just for fun, 
or you could use it to taunt a 
boss, for example,” Price adds.

We’re too focused on beating 
the guardian of Tribalstack 
Tropics to think about taunting 
him. Rampo is a cyclopean stone 
golem who stands at the top of a 
slope breathing flames at anyone 
who gets within range. Reaching 
that stage is quite a challenge in 
itself, as you’ll have to leap over 

rolling logs on the way up. It’s the 
one moment where our natural 
instincts fail us – as long as 
you’ve got i held down, Yooka 
and Laylee will stay in a ball and 
you can pause before jumping, 
which increases the height of 
your leap. Holding up while 
jumping is a one-way trip to 
Painsville, and if you’re hit you’ll 
begin a perilous slide, losing more 
health if you collide with any logs 
on the way back down. 

Thankfully, there are handy 
butterflies at the bottom (eat 
them for a health top-up, or walk 
into them to refill your power 
meter) for us to have another 
shot, then another, until we bash 
Rampo’s teeth in. 

viva Las Pagies
There’s just enough time to beat 
up a handful of angry barrels 
which have been possessed by 
pairs of googly eyes – a sly 
nod to Rare’s fixation with 
adding cartoon peepers to 
everything – before we 
finally fill our stomachs 
and return for a first 
glimpse of the fourth 
world, the delightfully tacky 
and extravagant Capital 
Cashino. As we mentioned 

last month, this gives you a very 
different set of goals, with a 
series of games in which to earn 
tokens, which can be exchanged 
with a shady banker for Pagies. 

These aren’t the kind of games 
you’d find in a real casino. “It 
took multiple Skype calls of 
reassurance to Team17 that there 
wouldn’t actually be gambling in 
the game,” Price laughs. Suffice 
to say that you’ll end up playing 
a bit of golf, strutting your stuff 
on a nightclub dancefloor, and 
smashing glass with a Sonic- 
style spin-dash move. 

If you’re having trouble with 
any of the challenges, you can call 
upon some unlikely assistance. 
“We’ve got a [Super Mario] 
Galaxy-style co-op mode,” Price 
tells us. “It’s a swarm of bees 
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lick and collect
What’s a platformer without stuff to grab? Here’s Playtonic’s pickup parade

“if you’Re having tRouble, 
you can call upon 

the bee team.”

“if you’Re having tRouble, 
you can call upon  

the bee team.”

taLking 
heads
“One character talks 
like a five-year-old 
playing the recorder.”
andy robinson

butterfLY booster
Adds another butterfly to your health. 
You’ll start with six, there’s an extra 
one on each world, plus one in the hub 
and an equippable tonic to boost life.

minecart gem
You don’t need every shiny pickup  
from Kartos’ challenging courses, but 
you’ll need something approaching 
perfection to beat the strict par score.

PLaY coin
Again, there’s just one of these 
squirrelled away within each world. 
Pass it to Rextro and he’ll unlock one 
multiplayer game for you.

casino token
Your reward for completing activities 
in the game’s fourth world, Capital 
Cashino – you need to swap ten of 
these for a Pagie.

QuiLLs
These are accepted by Trowzer in 
exchange for new moves, and there 
are plenty of them – 200 in every 
world, to be precise.

Pagie
Your currency for unlocking and 
expanding the worlds. There are 25 
Pagies in each world, with a few 
tucked away inside the hub, too.

moLLYcooL
Just one of these is hidden inside 
every world. You’ll need to bring it back 
to Dr Puzz so she can transform you 
both with her DNRay.

Power extender
Each time you use a special ability you’ll 
drain some of your power bar. Finding 
these to top-up is vital, particularly 
once you unlock the Camo Cloak move.

Visually, it’s even better than last time 
we saw it – and it all runs smoothly.

called The Bee Team. They’re 
willing to help you because they 
hate Capital B for giving bees a 
bad name.” A second player will 
be able to guide the swarm via a 
reticule to grab Quills, store 
butterflies and even slow down 
moving platforms to make 
trickier jumps that bit easier. It’s 
designed with families in mind 
– allowing Playtonic to include 
challenges that will test even 
platforming veterans without 
alienating younger players. 

It’s a suggestion that arrived 
relatively late in the day, and it’s 
one Playtonic is keen to explore 
further. “We thought it would be 
cool if you could make them form 
a shape, like a hammer, or even a 
platform, so we’ll probably 
elaborate on that going forwards,” 
Price explains. “It’s a shame we 

didn’t think of it early enough in 
development to fit it in this one 
as well.” 

Yook-arrrrr! 
Not that Yooka-Laylee is short of 
ideas – in fact, there’s one last 
titbit the developer is prepared 
to share. “We found all these 
cool little nooks and crannies in 
each world once we’d placed all 
the Quills and the Pagies and 
everything else,” Price says. “So 
we’ve included a super-secret 
collectible on every level, a bonus 
piece of pirate treasure, which we 

won’t be talking about too much.” 
Why the secrecy? Well, it’s 
what Playtonic’s audience – the 
people who made it the biggest 
crowdfunded UK videogame 
project ever – wants. The results 
of polls on its forums have told 
the studio that it shouldn’t give 
too much away, and Price admits 

that even the reveal of Capital 
Cashino will annoy some backers. 
“But with the game coming out 
[on 11 April], we really have to 
have new stuff to show.” 

In other words, everything you 
see here is only half the story. Yet 
that’s in keeping with a game that 
wants players to discover its 
secrets for themselves. Come 
April, we’re confident Yooka-
Laylee will be responsible for 
many more late lunches. After  
all, in a game as generous and 
absorbing as this, there’s never 
really a good place to stop. 
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If a prima ballerina and a medieval 
knight ran into each other at warp 
speed, the resulting mash-up would 
probably look a lot like Elizabeth. The 
ferocious-looking French Savate 
fighter’s armour protects her 
against other world warriors’ 
attacks. “We were thinking she’d be 
an old arts dealer with money to 
spend,” game director Takayuki 
Nakayama reveals. “But you know 
what? In the Street Fighter world, 
there are way too many rich people!”

 ElizabEth

A new wave of fighters is 
on the way – but say hello to 
some official concepts that 

didn’t make the cut…

t h E  c u l l E d
w a r r i o r s
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Now that’s a winning smile. We should hope so, too: he was set to be a 
professional Brazilian footballer character… who puts the hurt on brawling 
opponents in his spare time. Is his flaming ball projectile even legal? 
Surprisingly, it wasn’t that particular niggle that prevented him making it into 

the game: he was far too similar to Roberto, a character from PS1 fighting 
game Rival Schools. That’s a fresh-to-death outfit – we’re all about that stylish 
but comfortable shorts action – but are those loafers? Worse still, loafers with 
socks? We could never have chosen him.

Ask any Street Fighter pro, and they’ll say mind games are a massive part of the game. Maybe 
it’s a good thing this elderly academic didn’t appear in the final roster – “The pen is not mightier 
than the sword in this game,” Nakayama explains – as he’d definitely have the IQ advantage. 
Check out that classic “The Thinker” pose on the left. That’s some powerful beard stroking.

Er, Capcom? Clothes are a thing, you know. This naked 
Canadian brawler’s grappling was almost set to be 
extremely meta. “We were thinking that he would grab 
the health gauges,” Nakayama muses.

 soccEr FightEr

 Fighting litErary MastEr  snowMan
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Necalli’s design process included several iterations, including this deadly sneakster. The first 
fighter here doesn’t seem built for stealth, although we approve of the second design’s boxy hat. 
Fighting games are made for ridiculous, weaponised headwear. But the last sketch here gives us 
serious Ibuki vibes. “We wanted Necalli to be an attack-based, wild and mystical character,” 
Nakayama explains, hence this assassin getting benched in favour of something more animal-like.

Clearly missing the memo that bowl cuts are wack is 
The Teacher, a concept batted about by the design 
team while brainstorming ideas for F.A.N.G. Indeed, he 
shares the same powers: “We wanted a character that 
used dark weapons and poison hands,” Nakayama says.

 south aMErican assassin  thE tEachEr

Oh, for goodness’ sake. Guys, did you not read 
the thing about the clothes on the last page? 
There’s an explanation for the patchy attire of 
this friendly mechanic (spot the tools in her 
holsters), apparently: the endearing Clumsy 

Cutie is so accident-prone, her costume rips 
off as she fights. Fine, we’ll bite. But there 
was only room for one bodacious backside in 
Street Fighter V, and that was R. Mika’s. All 
worship the peach.

 cluMsy cutiE
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That coiffure is reminiscent of Tekken’s Paul 
Phoenix – but our main takeaway is that this 
guy has a definite SoulCalibur’s Voldo-slash-
Mortal Kombat’s Baraka hand situation going 
on. They became shell-like claws after some 
serious overtime at the gym, according to the 
design notes (we’ll never work out again). He 
ended up scrapped for being “too fantasy-
like.” Thank goodness: he’s nightmare fuel.

The idea for this political scrapper was also 
toyed with for Street Fighter IV’s roster, but 
in the end, even Street Fighter V didn’t 
inaugurate this blond-cowlicked brute into 
the game. Black gloves? Red tie? Could there 
be a barcode under that wig, perhaps? Alas, 
we’ll never know. And to think, Capcom had 
the pun “Air Force Won” at its fingertips…

 lobstEr hands

 Fighting PrEsidEnt

We’d like to award this fighter 
the hallowed honour of being 
the OPM favourite. Her 
design’s absolutely stellar – 
Asuka employs the modern 
Japanese martial art of aikido, 
using her opponent’s weight 
against them to fling them to 
the floor, dominating them 
while minimising actual 
harmful damage. What a lady. 
An extra sketch we see shows 
her in an Oni (demon) mask at 
one stage – perhaps a 
V-Trigger concept? – and the 
design notes quite literally say 
that she uses the “opponent’s 
power against them.” Perhaps 
she would have had a 
supernatural powered-up 
state to slip into à la Necalli’s 
beast mode, where she 
absorbs and uses enemy 
abilities… No wonder 
Nakayama says he’d “like to 
revisit this idea in the future.”

 asuka“FIGHTING GAMES 
ARE MAdE FOR 
RIdICulOuS, 
WEAPONISEd 
HEAdWEAR.”



078

Street Fighter V

“I can’t believe this was designed by someone from 
the UK, home of football and the Premier League. It’s 
so half-arsed (laughs). But the artist’s personality 
shines through in the illustration. Out of all four 
designs, this is the character I could most see myself 
going for a pint with.

But his Critical Art would take way too much time 
to execute! You have to place the football, line 
yourself up and take aim… By that time you’d have a 
fireball in your face. Make this guy the UK SFV 
representative and the UK fans would stop playing 
the game! Rejected! Sorry!”

Fighter: Andrew “Quailey” Qualton

country: Britain

stage: The Great British Stadium 
(Basically Wembley)

bio: Won everything there is to win 
the world of football, including the 
FA Cup. Now he wants to win the 
Street Fighter trophy to prove he’s 
the ultimate sportsperson.

V-skill: A football he rolls or kicks 
at other fighters.

V-trigger: A crowd pops up to 
cheer him on, giving him a huge 
boost to speed and strength.

critical art: A super-powered 
free kick that propels a heavy, 
old-school leather football into the 
face of his opponent so it dazes 
them, followed by a sliding tackle 
that knocks them over. 

likes: Winning.

dislikes: Rugby, chants about “Who 
ate all the pies?”

ono says…
“This is clearly the most committed illustration  
and character concept. Whoever designed this one 
clearly got into this whole thing more than the  
others (laughs). I can instantly visualise the Irish  
pub stage idea, and the keywords like horses, whiskey 
and so on in his biography put me in mind of the  
Irish countryside and make me want to get started  
on the character.

But sadly we can’t use alcohol references in Street 
Fighter for various reasons, so I have to reject this  
one too.”

Fighter: O’donnell

country: Ireland

stage: Irish pub

bio: A hard-drinking, hard-training, 
travelling man, O’donnell is covered 
in bruises from constant training, 
and tattoos of his beaten opponents. 
In combat, he’s a flurry of hard 
elbows, knees and spinning 
backfists, and can launch himself  
off the side of the screen for a 
superman punch/kick. To celebrate 
wins, he shows off a new tattoo of 
the opponent he’s just beaten, while 
drinking a whiskey.

appearance: He comes across as 
slightly dishevelled/scruffy, with his 
beard/hair rumpled and his shorts 

in tatters from all the constant 
training and travelling. lean in build, 
he’s definitely not the biggest  
Street Fighter.

V-skill: Can change stance to shift 
emphasis from punches and elbows 
to kicks and knees.

V-trigger: He teleports across  
the screen.

critical art: Takes a glug of 
whiskey before launching into 
spinning chained backfists, and a 
succession of hard knees, finishing 
off by smashing a bar stool over his 
opponent’s head.

likes: drinking, training, horses.

dislikes: Cars, global warming.

milford coppock managing art editor

ono says…

ben tyrer staff writer

Can Team OPM go one better? We invent 
our own fighters – and Street Fighter V’s 
executive producer doesn’t hold back…

y o s h i n o r i  o n o
j u d g E s  t E a M
o P M ’ s  E F F o r t s

Q u A I l E y

O ’ d O N N E l l
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“This is just one step away from being like something 
in the Japanese manga Kinnikuman. The biography 
details are just like the kind of slightly silly, slightly 
crazy stuff we come up with ourselves for Street 
Fighter characters and I think it’s great; this kind of 
stupidity that the fans and players have come to love 
over the years. What is going on with that V-Trigger? 
Why would a goat bleat lower my defence?? But that’s 
the kind of fantastical nonsense that Street Fighter is 
made of, so for this reason I’m choosing this design 
as the winner! It’s a real hit with me and I think 
GOAT is the one that best matches the SF universe.”

ono says…

Fighter: Greatest Of All Time  
– aka GOAT

country: Italy

stage: Gran Paradiso Park dam

job: Goat farmer

bio: A simple-minded goat farmer 
who trained by wrestling wolves 
away from his livestock, this 
mysterious man soon became 
known locally as the Greatest Of All 
Time – and took the alliteration to 
heart. Now he’s never seen without 
his trademark goat mask (horned 
for anti-air headbutts), his furry 
forearms and calves (with hooves 
instead of hands and feet for extra 
striking power), and his grass 
underpants (because even GOATs 
need to hide their modesty – no 
shaming them).

V-skill Pasteurise & Fall 
GOAT squirts a small puddle of milk 
on the floor to make that particular 
patch extra slippery.

V-trigger Fresh Bleat
GOAT emits a high-pitched bleat that 
shocks his opponents, dropping 
their defence stats for the duration 
of the noise’s long echo. 

critical art The GOAT Of Shame
Making full use of his double-jointed 
elbows and knees, GOAT drops to all 
fours and charges forward at full 
speed, headbutting his opponent in 
the crotch with his horns and 
flinging them high up into the air. If 
it’s a KO, they smash face-first into 
the screen.

likes: Cheese, milk.

dislikes: Meat, butchers.

matthew pellett editor

“Of the designs I got from OPM, this one has the 
most professional, thought-through feel and the 
notes accompanying the design told me that this 
person understands the precise rhythms of a fighting 
game. If you submitted this to a normal Capcom 
producer, I can see it getting approved.

But I’m not normal (laughs). I wanted to see OPM 
send me a character based on Jim Ryan or Andrew 
House – that’s the kind of scale of thinking I need in 
order to consider including your character in Street 
Fighter. Imagine the impact that would have (laughs)! 
So rejected on grounds of being too good.”

ono says…

Fighter: Trina (the trainer)

country: Scotland

stage: underground Glaswegian 
fight club

bio: Surrounded by incompetent 
fools, she’s on a mission to teach 
these scrubs how to fight like a girl. 
Primarily a zoning character. Her 
QCF>P throws out up to three 
training dummies that sit on the 
screen and that can be blown up. 
The dummies wear belts (complete 
with huge golden fist belt-buckles) 
to match hers.

appearance: Red-headed tough 
lassie in well-fitting gym gear.

V-skill: Fist Pump
Hold to slowly charge the potential 
explosive power of the training 

dummies (like R. Mika’s 
microphone). Trina punches the air 
with one hand while doing so.

V-trigger: It’s Training Men
All training dummies on screen 
explode, tossing opponents into  
the air for massive damage and 
juggle potential.

critical art: don’t Be A dummy! 
Trina takes off her tiny glasses, puts 
a sack over her opponent and belts 
it to make them into a training 
dummy, then unleashes a barrage  
of punches.

likes: Punching things until her 
knuckles bleed, accessorising, 
teaching a lesson.

dislikes: Weeping bananas.
[It made sense to Jen. Best just to 
go along with it – Ed.]

jen simpkins games editor

T R I N A G O AT
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batman: the telltale series 93 | steep 94 | crystal rift 96 | how we soar 96  
surgeon simulator: experience reality 96 | lara croft go 97

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

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

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

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

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

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

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

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

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

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

OPM scOres

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

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

Gold  
award

editor’s  
award

90 werewOlVes 
witHin
ps vr spreads its love with this deadly 
cross-format game of online bluffing.
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“The sTudio makes ramshackle 
games and has never seemed 
boThered abouT how They sell.”

You don’t fight Uncle 
Death here – he’s the  
one who got you into  
this sorry situation.
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award

i n f o
Format Ps4
Eta ouT now
PuB gungho online 
enTerTainmenT
DEv grasshoPPer 
manufacTure

K
iller 7. Lollipop Chainsaw. 
Shadows Of The Damned. Killer 
Is Dead. In terms of quality, 
you might politely describe 
Grasshopper Manufacture’s 
back catalogue as patchy. But 
does this lot know how to name 
a game! Let It Die is the latest 

addition to the list; like its stablemates, it 
sounds like the title of the latest album  
from a hard-working post-punk band.

Indeed, Grasshopper has often borrowed the 
‘punk’ label for its games, and it’s an excellent 
fit. The studio makes ropey, ramshackle, edgily 
countercultural games, and has never seemed 
particularly bothered about how they sell. That’s 
still the case with Let It Die, even though it’s 
Grasshopper’s first game for new publisher and 
parent company, GungHo Online Entertainment. 
GungHo makes one of the most lucrative mobile 
games in the world: Puzzle & Dragons recently 
crossed the 100-million-download mark. Yet 
Grasshopper’s punk spirit survives in this deeply 
weird, and weirdly compulsive, game.

Let It Die is a free-to-play sort-of-roguelike 
in which you climb a gore-slathered tower one 
procedurally-generated floor at a time. Starting 
at level one and wearing only your pants, you’ll 
scavenge and use a succession of ultraviolent, 
often comical, improvised weapons (a power 
drill; a pickaxe; a firework launcher) against a 
procession of grotesque enemies. Some are the 
reanimated corpses of travellers who failed to 
complete the journey; others have been mutated, 
the apparent result of a botched experiment. 

PumP ‘n’ grinD
All enemies fight in much the same way. 
Grasshopper owes a clear debt to FromSoftware 
here: the combat is pure Dark Souls, or at least 
a slightly rickety interpretation of its magical 
formula. It’s a game of patience, of dancing in 
and out of your opponent’s range in order to 
bait an attack, then punish it when it misses. 
Similarly, your actions are limited by a stamina 

LEt it DiE
Death is not the end in 
Grasshopper’s tower of terror

@nathan_brownFrEE to sLay
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system, denoted not by a HUD meter but your 
avatar’s heart, which beats louder, and visibly 
enlarges and changes colour as you attack. 
Overdo it, and you’ll slump over, unable to move, 
leaving yourself defenceless. Often, doing so 
means it’s curtains. Enemies hit hard, and while 
stunlock is an advantage when you land the first 
hit, when the fist is in the other face you’re in 
very real danger of losing your entire health bar.

This sounds annoying, and often it is – but 
it’s supposed to be. As the game’s title suggests, 
death is a driving factor in Let It Die’s design. Fall 
in combat, and you’re faced with a choice. You 
can continue, reviving yourself on the spot, by 
spending Death Metal: a premium currency that 
is available in small amounts by playing the game, 
and in larger quantities by getting your wallet 
out. Alternatively, you can buy your character 
back using KillCoins, a freely available in-game 
currency. You needn’t do this immediately – 
they’ll be sent, unusable, to a freezer in the 
waiting room, your base of operations at the 
bottom of the tower – but until you do a version 

of that character will patrol the 
floor you died on as a Hater, an 
AI-controlled, powerful fighter. 
Kill that, and you can have your 
character back for free… albeit 
without their Death Bag, which 
held all the juicy wares you’d 
acquired during your run.

LivE or LEt DiE
While the cynical way to look 
at this is to dismiss it as a 
means of sucking money out 
of you, it’s actually the beating, 
bloody heart of the game, and 
never an easy choice. After 
all, leaving your character to 
become what the game calls 
‘Haterfied’ might mean losing 
an amazing weapon, or a 
blueprint for crafting one, or 
some rare materials you’ve 
been hunting down for hours. 

Saying “no” means starting 
another fighter at level one, 
using only the gear you can 
afford to buy from the vendor 
in the waiting room, or had 
previously put in storage. And 
if you do decide to start over, 

do you take the elevator up 
to the floor you died on, even 
though you’re wearing nothing 
but undies and a traffic cone 
for a helmet, and are wielding a 
hammer about to break? Or do 
you play it safe and start on a 
slower floor? This gets right to 
the heart of how free-to-play 
games are monetised – you’re 
not paying for a game-breaking 
advantage, but simply to 
save yourself some time and 
inconvenience. But when the 
results are this mechanically 
fascinating, you can’t complain.

That’s okay! Because there’s 
a lot of other stuff you can 
complain about. The first is 
that this is an always-online 
game: fair enough, but only 
if the servers are rock-solid. 
They’re not, and because Let 
It Die counts any attempt 
to quit the game as a death 
unless you’re in the waiting 
room, if a server somewhere 
falls over, you might lose a lot 
of progress. Even when the 
servers are behaving, I suffer 

“a version of your dead 
characTer will PaTrol  
The floor you died on.”

right Whittle an 
enemy’s health 
low and you 
can perform 
a gruesome 
finisher. This 
one’s relatively 
tame, really.

Left You’ll 
receive a useful 
present every 
day, just for 
logging in. 
#engagement.

This boss battle ends 
with a cathartic flourish. 
Eat weirdly skinny  
legs, bucko!
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a few deaths that feel unfair 
– perhaps as a consequence 
of the aggressive focus on 
stunlock, or the game deciding 
to dodge the wrong way, or of 
an offscreen enemy hitting me 
with a projectile I don’t see 
coming. Often, all three at once. 
The tower itself’s a bit bland, 
too, a consequence of its layout 
being procedurally generated 
from recognisable geometric 
parts. It’s like a game made 
entirely of Bloodborne’s chalice 
dungeons – fit for purpose, 
but I often find myself wishing 
for something with a little bit 
more personality.

However, you’ll rarely feel 
frustrated. You can always get a 
dead character back, and even 
if you choose not to you’ll still 
have made progress – finding 
an elevator back to the waiting 
room, perhaps, or killing a boss, 
or climbing a few floors higher. 
Progress often means more 
ways to play: reaching certain 
floors unlocks new character 
classes, for instance. And 

v e r d i c t

above This 
mid-boss is no 
bother. You’ll kill 
him again later 
for a quest.

right Jackals 
are professional 
killers, and the 
most powerful 
enemies in  
the game. 

above Cough up for an Express Pass and you can ride for free in this lift.

the opm breakdown

it’s lovably shonky in the classic 
grasshopper style, but this is 
a game of surprisingly layered 
depth and subtlety, and the 
studio’s best game in yonks. 
nathan Brown

there’s always something else 
to do. Perhaps you could go 
back to an earlier level to seek 
out crafting materials that only 
drop on certain floors or from 
specific enemies. Or you could 
delve into Tokyo Death Metro, 
a complex mix of real-time, 
asynchronous and automated 
multiplayer raids on other 
players’ waiting rooms, defended 
by their unused characters. 

So, is Let It Die 
unapologetically punk? 
Absolutely. But there’s a level 
of complexity and polish that 
belies the lo-fi visuals, the 
gore, the bonkers story and the 
motley crew of nutbags that 
you encounter. Under new 
ownership, Grasshopper has – 
dare we say it? – grown up.

m u lt i p l a y e r

sign up for Tokyo death 
metro and you can send 
your spare ai fighters 
on killin’ expeditions for 
a fixed time period, or 
carry them out yourself. 
you can capture enemy 
warriors, but doing so 
alerts their faction, and 
makes you a target. all 
very odd, but addictive.

20% using 
other weapons 
and wishing you 
had hammers or 
machetes.

13% doing 
murderous work 
for your regional 
faction in Tokyo 
death metro.  
uk for life!

9% resisting the 
urge to spend 
money on death 
metal to continue.

8% running 
around nearly 
nude, weapons 
and armour 
broken, searching 
for an elevator.

w h a t  y o u  d o  i n …  l e t  i t  d i e

35%
Killing things with 
hammers (on the 
lower floors) or 

machetes 
(higher up).

15% Juggling 
inventory space  
to make room for 
valuable finds.

t h e  f i r s t  f i v e  h o u r s …

1 found a hammer! killed a few goons with it. This hammer’s the best.  
i shall use it forever. 2 my hammer is now broken and i am dead.  
3 returned to life, and made it up a few floors. killed the first boss.  
4 went on my first raid. captured a girl and locked her in the toilet.  
5 Toilet capture a mistake. have been repeatedly raided. now i’m  
broke, and my best character has been kidnapped.

1 32 4 5

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

yes

grasshopper’s other 
melée combat game. 
let it die is smarter, 

deeper and a lot (okay, 
a little) less pervy.

no

well, yes, obviously. 
There’s absolutely  
no shame in being 

inferior to the best in 
the business, though. 

yes

Proof for Ps4 owners 
that free-to-play is 

about more than 
rubbish no-one would 

ever pay for.

An unbroken 60fps on the base PS4 
means Pro is a luxury rather than a 
necessity for this game, though it does 
support 4K. Whether the thought of 
seeing these visuals in the highest 
resolution possible is a good thing or not 
is open to debate, however. 

a l s o  o n  p l a y s t a t i o n  4  p r o
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Format PS4
Eta Out NOw
Pub ChuCklefiSh
DEv CONCerNedAPe

StarDEw vallEy 
Charming farming RPG is outstanding in its field

the call of the wild. We’ve all felt it: 
sometimes, when things get tough, you 
just want to pack it all in and go live 
in the woods. Fortunately, there’s now 

a stress-busting solution that doesn’t involve 
giving up basic human rights such as running 
water, high-speed internet and magazine 
subscriptions: retro farm sim Stardew Valley. 
It’s moseyed from PC onto PlayStation, and  
its one request of players? To relax.

Inspired by the peaceful agricultural RPG series 
Harvest Moon, it’s a game concerned with… 
well, not concerning you. In its opening cutscene 
(depicted, like the rest of your new virtual life, 
via wonderfully expressive 16-bit sprites), your 
dying grandpappy gives your custom character 
an escape route from their desk job: a run-down 
farm. Stepping off the bus, into Pelican Town 
and onto your rather shabby patch of land is 
overwhelming at first. But with a few basic tools 
and some gentle instruction via a few objectives 
in your Journal – harvest parsnips, introduce 
yourself to the locals – you’re soon settling in.

CHIll bEHavIour
There’s plenty of time, you see. Your adventure 
in this quaint little pixelated world lasts as long 
as you want it to. There are four seasons, each 28 
days long, every day lasting around 13 minutes. 

And every minute is your 
own. Provided you keep an 
eye on your energy meter in 
the bottom-right corner of the 
screen (which depletes during 
activities like hoeing soil, 
watering crops and fishing), 
you can potter about the place, 
chatting with personality-rich 
NPC inhabitants, shopping for 
exotic new seeds or gathering 
supplies to craft a handy 
scarecrow. Not that careful 
time management isn’t key 
to making the most of your 
miniature empire: crops grow at 
different rates and wither if you 
don’t pluck them before the 
seasons change.

But if raising chickens and 
cows or cooking blueberry 
tart in your upgraded kitchen 
isn’t your bag, you have other 

Your new home 
doesn’t have to be 
in the woods: you 
can pick one of five 
different farm types.

options. In the mountains 
behind the town lies a multi-
floor, procedurally-generated 
cave system where you can 
mine precious ore deposits as 
well as battle slimes, skeletons, 
and bats. This Minecraftian 
twist on Harvest Moon’s 
formula introduces the perfect 
amount of tension: get downed 
by monsters in the mines and 
you’ll wake up minus several 
items and a chunk of change.

PaSturE PrImE
Whether it’s spelunking, 
landscaping or even romancing 
you put work into, there’s a 
pleasing sense of progression. 
There are five skill categories 
(including Farming, Mining, 
and Combat) to level up – 
and relationships with the 

@itsJenSimtoP oF tHE CroPS

“SPeluNkiNg, lANdSCAPiNg 
ANd rOmANCiNg All hAve  
A SeNSe Of PrOgreSSiON.”
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townsfolk depend on you filling 
their friendship meter through 
chinwags, special quests, 
specifically-selected presents 
and unique “heart events”. 
Marriage and two-point-three 
kids aside (that’s an actual 
option), day-to-day interactions 
deepen into some surprisingly 
complex character arcs.

Take tent-dwelling outcast 
Linus: after one heart-rending 
tableau in which I run into him 
digging through the local bins, 
he all embarrassed kerfuffle 
and explanations and shame, 
I make a special effort to save 
my very best radishes for 
him (and am rewarded with a 
regular flow of his recipes to 
my mailbox). Even more than 
its robust systems, it’s Stardew 
Valley’s genuine warmth of 
character and attention to detail 
that glow like Pelican Town’s 
streetlamps at night.

It’s a devastating blow, then, 
that your enthusiasm might 
be extinguished immediately 
upon startup when you spot 

*horrified gasp* a cursor. 
This is a sloppy port of a PC 
original, the cursor mapped to 
the right thumbstick – though 
inexplicably, this switches 
during the skippable cutscenes 
– leading me to accidentally 
destroy crops (my tip: turn 
on ‘Always Show Tool Hit 
Location’ in the options menu), 
fumble inventory management 
and give unintended gifts.

Alongside much lengthier 
save times at the end of days, 
the interface issues are irksome 
enough to mar the special, very 
real sense of escapism Stardew 
Valley can so masterfully afford. 
(And don’t tell me not to have 
a cow – I’m a cattle rancher 
now. They’re my livelihood.)

v e r d i c t

the opm breakdown
right You know 
you’ve really 
made it when 
you can afford a 
horse. Yee-haw!

below Fiddly PC 
fishing is easy 
on a pad. Trout 
and treasure in 
equal measure.

above Helping your fellow man often triggers exciting events and subplots.

t r o p h y  c a b i n e t
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bronze
restore the Pelican 

town Community 
Centre and stick it to 
the aggressive Joja 

Corporation.

silver
Beat the “Journey Of 

the Prairie king” 
arcade game in the 

town’s saloon… 
without dying.

gold
find every one of  

the powerful  
Stardrop fruits at 
secret events to  
ping this top pot.

A disappointing PS4 port of a 
brilliant game that revived and 
revitalised its genre. Cross 
your pitchforks for a thorough 
reworking on PS vita in future. 
handheld husbandry? it’d be 
perfect. Jen Simpkins

12% heading  
to the mines in 
search of 
monster loot.

22% Stalking 
your fave NPC. 
why won’t you 
stop and just let 
me love you?!

20% Cursing the 
cursor. the poorly- 
integrated interface 
is so distracting.

5% Purchasing 
ever-more-
fanciful hats from 
a milliner mouse.

w h a t  y o u  d o  i n …  s t a r d e w  va l l e y

30%
Clearing land, 
planting seeds 

and feeling 
proud.

11% reworking 
your farm layout 
to fit in unlocked 
sprinklers.

h o w  t o …  f e r t i l i s e  y o u r  f a r m

1 to earn the most money, you need to grow silver- or even gold-star-
quality crops. At farming level 1 you can craft Basic fertiliser using sap 
gained from chopping down trees. mix it into hoed soil before you plant 
seeds. 2 fertiliser will remain in the soil all season. use Quality fertiliser 
(made with sap and fish at level 9) on pricy crops like Blueberries for 
max profit. 3 running out of time to harvest before the season change? 
Speed-gro or deluxe Speed-gro fertiliser hurry plant growth along.

1 2 3

A carpenter who’ll 
upgrade your house or 

build you a chicken coop.

Become besties with 
the wizard to change 

your appearance.

the Jojamart manager’s 
out to monopolise the 
town’s economy. Boo!

f r i e n d s  &  e n e m i e s
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Once I get over the shock of seeing a cursor 
on-screen, I really fall for Stardew Valley. In 
recent years I’ve avoided anything even 

remotely like Harvest Moon or Animal Crossing because 
I know I don’t have the time to commit to the genre, yet 
iffy controls aside this is an absolutely fantastic 
substitute that won’t swallow hours. Matthew Pellett

s e c o n d  o p i n i o n  f a i r - w e a t h e r  f a r m h a n d
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i n f o
Format PS VR
Eta Out nOw 
Pub ubiSOft
DEv Red StORm 
enteRtainment

WErEWolvEs Within
We’re lycan this multiplayer monster bash

sometimes the simplest ideas make 
the most entertaining experiences. 
Werewolves Within is an almost 
perfect example of this, when you 

consider that on paper it’s nothing more than 
a bunch of people sitting in a circle and talking 
to each other. It’s an online multiplayer-only 
affair for five to eight players in which some 
of the members of your group are secretly dog 
people. And not in the “I just think they’re 
more loyal than cats” way.

Naturally, the designated doggies have to keep 
their identity secret and try to divert suspicion 
onto other players. Meanwhile, it’s up to the 
villagers to expose these lycanthropic liars to win 
the game. When time runs out, everyone in the 
group nominates someone to die.

What makes things interesting is the 11 roles 
players can be assigned, all with their own special 
abilities. Along with the werewolves and villagers 
there are turncloaks (who are humans but win if 
the werewolves do), houndsmen (who can find 
out the role of a player sat next to them) and 
deviants (suicidal types who win if they’re killed). 
Each role, then, comes with its own strategies. If 

you’re a deviant, you have to 
play a double-bluff game where 
you’re trying to act honest in 
such an unconvincing way that 
it results in people distrusting 
you and voting for you.

It also makes for all 
manner of double-crossing 
opportunities where you can 
pretend to be a different role 
to mess with heads. If you’re 
a werewolf, you might want to 
pretend to be a houndsman and 
claim the completely innocent 
person next to you is lying 
about their role to make them 
look dodgy. Find yourself placed 
with eager participants and 
it’s one of the funniest games 
you’ll ever play, one where no 
two rounds are the same.

Fur thE PlayErs
That’s the problem, though. 
While it’s relatively easy to 
connect to a game (it’s got 
cross-platform support with 
Oculus and Vive players), since 
it lives or dies by its voice chat, 
you’re taking a gamble every 
time you play in the hope that 
you end up with decent folk. 
On my very first game my 

group is ‘treated’ to an idiot 
shouting racist abuse at the 
black avatar in the game. Later 
I have to endure people who 
don’t speak at all, people who 
haven’t read the rules and just 
downright numpties before I 
eventually stumble on a great 
bunch, with whom a fun night 
is eventually had.

As a result the game is 
inconsistent, usually through 
no fault of its own – but 
sometimes very much so. 
An odd glitch means that 
occasionally your guide book, 
summoned with w, completely 
disappears. But over time, as 
you form a pack of new friends 
who are up for regular games, 
this could transform into a 
regular party night classic – 
albeit one where your party 
guests are in different houses. 
And might need worming.

@scully1888hoWling With laughtEr

v e r d i c t

If you lean to the side 
you can whisper to the 
person next to you to 
find out private info.

easy to pick up after only a 
couple of rounds, this is one of 
the best social virtual reality 
experiences you’ll have – but 
only if you find the right people 
to bark at. Chris scullion

“Get a GOOd GROuP and  
it’S One Of the funnieSt 
GameS yOu’ll eVeR Play.”

P S  V R  R e V i e w
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i n f o
Format PS VR
Eta Out NOw (uS)
Eta tBC (uK)
Pub SChell GameS
DEv SChell GameS

I ExPEct You to DIE
And you will. Over and over again

there’s a reason people dream of being a 
suave ’60s secret agent. Who wouldn’t 
to experience the heart-pounding thrill 
of saving the world – and yourself – at 

the very last second? Alas, the quick wits of 
James Bond are not ones most of us possess. 
In his shoes, it’s more likely we would find 
ourselves suffocating, drowning and exploding 
instead. So consider the name of this quirky 
escape room-style VR jaunt fair warning. 
 
Fortunately, the unlucky agent in the leading role 
of I Expect You To Die is special in more ways 
than one, thanks to telekinetic abilities. Using 
his mind’s eye, you can make objects hover in 
the air, draw them closer and push them away. 
And because you’re always static, this ingenious 
method of control is an effective way to explore. 

Experimenting with what you can play with in 
the game’s briefing office is just as much fun as 
when you’re doing it in the main operations you 
undertake. These missions – should you choose 
to accept them – involve wriggling out of deadly 
situations with some creative thinking and a 
fair bit of patience. Whether it’s breaking into a 
lab that’s housing an apocalyptic super-virus or 

attempting to steal a car that’s 
inside a flying plane, this nails 
the tone of early Bond films. 

Hewing closer to traditional 
point-and-click design, the 
puzzles rely a fair amount on 
trial and error. (Early on,  
I make the mistake of breaking 
a window to grab an item and 
let poison gas seep everywhere.) 
This means there’s nothing 
here that will punish your grey 
cells like The Witness, and the 
repetition of learning through 
death is limiting in its appeal.

Dr YEs
But that’s also the point. You 
need to treat this like messing 
around in Q’s lab, where failure 
is just part of the deal. The 
best moments come from 
playing around with random 
objects in ways that don’t solve 
puzzles, but do have effects. 
A personal favourite involves 
pulling a cigar close enough 
so it pops into my mouth and 
then, with a wave of a lighter, it 
puffs away. Smoking’s not cool, 
but the depth of interaction is.

It’s a shame this party 
finishes just when it should be 

taking off. The credits roll after 
a measly four levels, and each 
level only clocks in around the 
half-hour mark once you’ve 
factored in the constant restarts 
owing to dying. While there are 
multiple objectives you won’t 
hit on your first attempt and 
tough speed-running times to 
strive for, this isn’t a VR title 
that’ll have you playing for 
weeks and weeks.

Still, it’s one that explodes 
onto the scene (in more ways 
than one), and it’s a good thing 
I’m left wanting more, rather 
than less. While we see a lot 
of VR games providing fun 
playgrounds that put aimless 
experimentation at their heart, 
I Expect You To Die brilliantly 
adds the daydream appeal of 
being a cucumber-cool spy. 
Don’t wait to Die Another Day 
– these Diamonds Are ForeVR.

@bentyrerFor Your hEaDsEts onlY

v e r d i c t

Death is as much 
a constant for this 
secret agent as vodka 
Martinis are for 007.

You won’t be sweating with 
confusion over its brainteasers, 
but the laser focus on making 
you feel like a super spy earns 
this bite-size experience a 
licence to thrill. ben tyrer

“tReat thiS liKe meSSiNG 
aROuNd iN Q’S laB: failuRe 
iS juSt PaRt Of the deal.”

P S  V R  R e V i e w
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i n f o
Format PS4
also on PS3 
Eta Out NOw 
Pub telltale
DEv telltale

batman:  
thE tElltalE sEriEs
Episodic series’ real heroes are behind the masks

there will never be a better videogame 
Batman than Rocksteady’s definitive 
Dark Knight. Telltale knows it, but the 
pioneer of episodic gaming also knows 

there’s scope for a better videogame Bruce 
Wayne. To this end, the five-episode first 
season of Telltale’s Batman is a success – the 
billionaire businessman beneath the cape has 
rarely been more compelling. It’s the rest of the 
Bat-fantasy that fails to land a knockout blow.

Much like Rocksteady’s games, Telltale’s series 
is set in its own continuity, with reinventions 
of Batman’s iconic Rogues’ Gallery. Some are 
more successful than others – the whip-thin, 
Artful Dodger-esque Penguin is a fascinating 
new foil, but a late-series cameo from the Clown 
Prince Of Crime results in groans. Too often 
Telltale is content to remix old ingredients into 
a concoction that’s all too familiar. Selina Kyle 
as a cat burglar with a heart of gold who falls for 
Brucey boy? Check. Harvey Dent as an ambitious 
public servant who turns into a coin-flipping 
psychopath after hideous disfigurement? Check. 
Even the main villain – a brand-new creation 
with a secret identity and the word Arkham in 
their name – evokes the Arkham Knight.

The story at least tries something new(ish), 
pivoting on a huge revelation about Wayne Sr 
that sends Bruce into a tailspin. As usual, the 

scope to affect the direction 
of the story is limited to a 
few branching pathways that 
eventually reconverge, but 
it’s the moments between 
Bruce and his avuncular 
butler-guardian, Alfred, 
that demonstrate just how 
effective Telltale’s action and 
consequence-driven dialogue 
system can be. 

For a (roughly) ten-
hour game, however, it’s 
disappointing that several 
major plot strands feel 
underdeveloped, or are simply 
abandoned. Episode 5, “City Of 
Light”, attempts to tie up loose 
ends heroically, but jumps from 
one major encounter to the 
next to a disorientating degree.

batting orDEr
The series’ only noteworthy 
mechanical upgrade comes 
in the form of patronisingly 
simple investigations lifted 
from Arkham Origins. Combat 
is slightly more intricate, with 
a handful of impressively 

choreographed action sequences 
sprinkled throughout. But 
QTEs are still the order of 
the day, and after the peerless 
combat in Rocksteady’s Batman 
games, the action here is never 
more than adequate.

The Creation Engine also 
struggles, even on PS4. Comic-
book visuals pop – character 
models are impressive – but 
Telltale’s rendition of Gotham 
feels oddly claustrophobic, 
while I suffer multiple crashes, 
glitches and constant stuttering 
playing on PS4 Pro.

Ending with a sequel tease, a 
second season seems inevitable. 
If the Dark Knight returns, 
Telltale would do well to 
remember its Batman’s real face 
lies beneath the cowl.

@JordanFarleybrucE alrighty

v e r d i c t

Multiple playthroughs are 
rewarded with a handful 
of scenes unique to each 
diverging plot-thread.

an underwhelming Batman 
game, but a great Bruce wayne 
one. a satisfying counterpart to 
Rocksteady’s arkham games, 
but it won’t win over telltale 
naysayers. Jordan Farley
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Format PS4
Eta OUT NOW
Pub UbiSOfT
DEv UbiSOfT ANNecy

StEEP 
This winter sports showcase needs an Alping hand

unlike in most extreme sports games, the 
pleasures in Steep come from the quiet 
moments. Whether it’s trekking up 
the side of a mountain or discovering 

half-hidden villages that are just about visible 
underneath the white stuff, when Ubisoft’s 
open-world winter sports sim focuses on 
serene exploration, it finds a unique groove to 
make its own. Unfortunately, it has as much 
focus as a pair of Vaseline glasses.

That’s because while the main challenge – to 
make a name for yourself over a succession 
of mountains in the Alps – is simple, you’re 
presented with an inexplicably vast number of 
ways to tackle it. First, there’s the choice between 
snowboarding, skiing, paragliding or diving 
with the wingsuit, all of which err on the side 
of realism. Don’t worry, you can easily switch 
between them – hold u and take your pick – 
but their quality varies wildly. Snowboarding and 
wingsuiting feel like the most natural fit, with a 
deft sense of speed to both, whereas having to 
constantly wrestle my rider into facing forwards 
while skiing means I avoid it wherever possible. 

Then there’s the progression system. While 
every rider boasts a skill level that unlocks 
challenges, there are also six specific playstyles 
you’ll improve depending on how you approach 
the mountain. Focus on pulling off tricks, and 

that’ll level up the Freestyler 
category, while if you prioritise 
discovery, the Explorer rating 
goes up. That might not sound 
so awful, but the scattergun 
approach encouraged by just 
how much you can do leads to 
an inconsistent experience.

SloPEy SEconDS
Take the trick system. 
It’s a twin-stick approach 
reminiscent of EA’s Skate, 
where you pull off tricks 
by flicking and dragging 
the thumbsticks in certain 
directions. Here, though, they 
control rotations for the rider 
and don’t have the same 
gratifying sense of mastery. 
It’s not terrible, and landing a 
huge rotation without a wobble 
is a blast, but it’s not quite as 

Make sure you’ve 
got a solid internet 
connection, as 
Steep is online-only.

intuitive as it should be and 
leaves me slightly cold (sorry). 

Happily it’s not all a bust, as 
other playstyles do complement 
the game’s strengths. As you 
might expect from a Ubisoft 
open world, there’s a ton of 
places to discover and secrets 
to unlock, making the Explorer 
playstyle a more worthwhile 
pursuit. Digging into the world, 
stumbling onto Drop Zones and 
experimenting with jumps is 
where the game shines, letting 
you marvel at Ubisoft Annecy’s 
winter playground. 

It’s a stunning place to lose 
yourself. Magic-hour sunsets, 
dense forests and impressive 
mountains are enough to keep 
you venturing on. And while 
this might sound frivolous, 
prepare yourself for the best 

@bentyrerWintEr blunDErlanD

“There Are PleNTy Of 
STrONg ideAS iN STeeP ThAT 
deServe A beTTer gAme.”
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snow on PlayStation. The trails 
you leave as your board and 
skis carve through the powder 
is a detail that goes a long way 
to making this world feel vivid. 

SnoW ProblEm
Unfortunately, the world design 
is the only constant as tonal 
problems bleed into challenges 
and missions. They end up 
being a mix of straightforward 
objectives – such as needing 
to score a certain amount of 
points or beat a time – and 
some good ol’ fashioned 
madness. How weird does 
it get? Well, sometimes a 
mountain talks at you, and 
one mission has you hunting 
down a singing fir tree. There’s 
nothing wrong with a bit of 
wackiness, but it’s so at odds 
with the simulation style that 
the immersion shatters like ice 
under an anvil. 

The always-online 
multiplayer almost compensates 
for the bonkers bits. Every 
person you see is another 

player and you can join up to 
shred the slopes together. I 
wouldn’t call it game-changing, 
but nothing’s more reassuring 
than seeing other people failing 
challenges alongside you. 

I just can’t escape the feeling 
there are plenty of strong ideas 
in Steep that deserve a better 
game. Maybe it’s one where the 
silly tales of warbling shrubbery 
and evil snowmen get the 
faster, arcadier trick system 
they deserve. Or one that’s a 
wilderness survival sim, where 
the glacial pace allows you to 
take in the beauty of the world. 
The beginnings of these games 
are here, but in trying to cram 
them together, neither gets the 
space and freedom it deserves. 

v e r d i c t

the opm breakdown
right The North 
Face Expedition 
challenge has 
you scaling a 
mountain, as 
you’d expect.

below To unlock 
Drop Zones, get 
close enough to 
see them using 
the binoculars.

above All those little signs dotted across the map spoil the view a bit.

t r o p h y  c a b i n e t
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bronze
get to the edge of the 

playable area, by 
whichever means you 

prefer, to trigger  
this bronze. 

silver
Want this trophy? you 

need to really get 
exploring and locate 

every Point Of interest 
in the game.

gold
Only the most famous 
sports types deserve 
the top award. get to 
reputation level 25 to 

ping this trophy.

individual elements can delight 
and there’s potential for 
greatness, but Steep suffers 
from not being able make them 
work together. it’s worth playing 
at least once just for the snow 
effects, mind. ben tyrer

18% Wincing at 
your accident-
prone rider’s 
ragdoll physics. 
Sorry, dude…

19% Admiring 
the view from 
the comfort of a 
hot air balloon.

11% Putting a 
better soundtrack 
on via Spotify.

7% Trying the 
goPro first-
person mode and 
regretting it when 
you splat into a 
mountain.

w h a t  y o u  d o  i n …  s t e e p

32%
Holding w to 
restart your 
event after 

tumbling into  
a cliff face.

13% Pressing 
q to make your 
character howl  
in delight.

s t a t  p a c k

 Riders to play 
as. You can 

customise their 
equipment and 
outfit, but not 
their names. 

The height, in 
thousands of 

metres, of Mont 
Blanc. Hope you 

don’t have 
vertigo.

Fancy learning 
the history of the 
area? There are 

this many 
Mountain Stories 

to complete.

41 4.88 30
Memorable 
Moments to 
unlock, from 
setting a high 

score to doing a 
90-metre jump.

Having spent much of my childhood shredding 
Devil’s Butt (stop giggling) in PS1 snowboarding 
smash Cool Boarders 3, I was so ready for this 

modern sandbox – snowbox? – mountain. But Steep 
never lets me build any momentum. The trick system is 
too loose. The environment often feels empty and 
devoid of ‘big air’ opportunities. Ubisoft loves open play, 
but without deliberately designed runs, my adrenaline  
hits more troughs than peaks. Jen Simpkins

s e c o n d  o p i n i o n  c o o l  b o a r d e r

grand tour
longer missions that put the focus 
on racing across a huge distance 

stick with you much longer than the 
shorter, scored-based challenges.

seeing red
Some rather glaring product 

placement tips the scales from 
believable amount of sponsors to 

unintentional satire.

l o v i n g / h a t i n g
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i n f o Format PS VR Eta Out nOw Pub Penny Black 
StudiOS DEv Penny Black StudiOS

How wE Soar
a flight for soar eyes

 Flying around on the back of a giant 
piñata eagle is something you’ve always 
wanted to do? your oddly specific (and 

specifically odd) dreams have finally come 
true with this VR offering from British trio 
Penny Black Studios.

Riding atop your fabric-feathered friend, 
your goal is to fly through a series of 
coloured rings and collect the materialising 
power orbs. do this enough times and it’s 
onto the next stage, where you repeat the 
process with more rings and more orbs. if 
that sounds a little simplistic and repetitive, 
that’s because it is. thankfully your attention 
is held via an interesting narrative about an 
author who’s juggling his struggles with both 
writer’s block and a troubled relationship. 

this story goes on in the background as 
you play, with the world (made of paper) 
folding up origami-style and forming new 
scenes each time you collect an orb. it 
ultimately makes for a beautiful game,1 one 
where controlling your eagle is a joy2 with 
responsive controls… as long as you’ve got 
the stomach for it.

as virtual reality develops we’ve been 
learning the things that trigger motion 
sickness in gaming, and two of these are 
moving quickly downwards and looking to the 
side while moving forward. Given that this 
game has you swooping all over the place on 
an eagle searching for the next orb, it’s no 
surprise that my stomach is doing its own 
aerobatics on numerous occasions.

assuming you aren’t the queasy type, How 
we Soar is a relaxing VR title, one where the 
experience is more important 
than the (non-existent) 
challenge. it’s not on a par with 
Flower or the like, but its similar 
vibe impresses. Chris Scullion

FootNotES 1 it’s little wonder it looks so good: the developers 
worked for crytek back in the day. 2 your dualShock controller 
appears in front of you strapped to your eagle’s reins. nice touch.

i n f o Format PS VR Eta Out nOw  
Pub BOSSa StudiOS DEv BOSSa StudiOS

SurgEoN 
Simulator: Er
Ship it straight to the morgue

Surgeon Simulator is a riot of laughs 
that plays on the macabre, the silly, 
and sometimes the gross. But in 

VR, all that madness is held back by dodgy 
motion tracking and frustrating controls.

the PS VR version of the game is basically 
Operation in virtual reality, where you must 
perform a range of invasive procedures 
with very little medical knowledge. the aim 
is to remove and replace some of your 
unfortunate patient’s vital organs without 
killing them using a range of appropriate – 
and not so appropriate – tools.

you can use either the standard PS4 pad 
or a pair of PS Move controllers, but as 
the latter gives you a proper set of hands, 
they make much more sense. Sadly, the 
tracking is so problematic, it makes trying to 
pick up any of the tools nearly impossible.1 
Regularly i’m shown a skeleton outline of 
my hands, suggesting they are out of sight 
of the camera (they aren’t) or aren’t in the 
correct grabbing position (they are). the 
resulting mess means my victi-, er, patient 
ends up bleeding from multiple puncture 
wounds within seconds. what is this? a doc 
PlayStation simulator? (Oh, maybe it is.) 

it’s such a shame because it looks 
fantastic, i already know it’s hilarious fun 
and there’s plenty of intentional bumbling 
to be done. But with terrible tracking and a 
tricky to navigate ui,2 virtual reality surgery 
doesn’t even give you a chance at a messy 
victory. there isn’t even good news when 
you swap to dualShock 4, as it just feels 
unwieldy. Maybe with another 
update Surgeon Sim will be a 
slice of VR brilliance, but until 
then, it’s time to pull the plug 
and call it. Samantha loveridge

FootNotES 1 a post-release patch has improved things a little, 
but not nearly enough. 2 it’s ridiculously unfriendly and fiddly. you’d 
have more success performing actual surgery with this hammer.

i n f o Format PS VR Eta Out nOw  
Pub PSytec GaMeS ltd DEv PSytec GaMeS ltd

CryStal riFt
Hardly a diamond, just rough

 oh, it’s crystal-clear what this VR 
dungeon crawler is trying to do: 
revive the classic 3d games like 

dungeon Master in a virtual world, using 
exactly the same grid-based gameplay and 
puzzle solving. On paper, that sounds like 
a great idea. in reality? crystal Rift is a VR 
game without a hint of sparkle – and it will 
make you feel bored (and probably rather 
nauseous) within minutes. 

you move using the dualShock 4, edging 
along a grid and turning with either the right 
analogue stick or the shoulder buttons. the 
jerky sensation will make your stomach start 
quivering within the first few levels, and the 
graphics don’t help either. low fidelity and 
repetitive textures make the entire thing feel 
like a shoddy Minecraft rip-off,1 while the 
enemies themselves are like something out 
of a game from the ‘90s. and not in a good, 
Final Fantasy Vii kind of way.2

there are decent attempts at some puzzle 
solving that involve collecting coloured gems 
or keys, but due to the grid structure, you 
always feel one step removed from the 
world itself. you always stand a good metre 
away from wall switches or key pads, which 
is a major issue for what’s supposed to be 
an immersive experience.

the same goes for combat. you end 
up dancing around other grid-restricted 
enemies or following around those with a set 
path, but because of the head tracking it’s 
never a challenge. it’s just dull. combine all 
that with the fact this is also a horror game 
without a tingle of horror, and it’s missed 
its mark. if you’re desperate 
for a decent throwback to old 
adventures, forgo PS VR and 
pick up aScii-themed roguelike 
Brut@l. Samantha loveridge

FootNotES 1 Get ready to stare at lots and lots of stone wall 
textures. it’s like a geologist’s dream. 2 the gloopy Slime monsters 
are so bad i just can’t help but laugh at them.

P S  V R  R e V i e wP S  V R  R e V i e wP S  V R  R e V i e w
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last year  
on ps plus

 rise Of The Tomb 
Raider was billed as 
Lara’s 20th birthday 
bash, was it? 

Poppycock. It was a fantastic 
title, sure, but this enhanced 
port of the isometric mobile 
puzzler that won Apple’s 
iPhone Game Of The Year 
award in 2015 is a much better 
ode to classic Tomb Raider.

Play Hitman GO? The building 
blocks are the same: you press 
up, down, left and right to 
navigate Lara around nodes in 
cleanly-designed levels. Moving 
into creatures from the side or 
behind sees Lara gun them 
down, but carelessly wandering 
in front of their eyes turns our 
intrepid explorer into lunch. 

Just don’t be fooled into 
thinking it’s a reskin of Hitman 
GO. Basics aside, the two titles 
are vastly different to play. 
Where Hitman was a selection 
of isolated mathematical route- 
planning puzzles disguised in 
Agent 47 gear, Lara Croft GO’s 
all about the full adventure. 

It’s about journeying deeper 
and deeper into tropical jungles. 
About exploring ancient cave 
systems and crypts. About 
venturing into Earth’s darkest 
recesses purely for the thrill of 
uncovering ancient relics. These 
were the hallmarks of the 
Tomb Raider I grew up with, 
and these are the reasons why, 
despite being turn-based, Lara 
Croft GO is the most faithful 
Tomb Raider in years.

i n f o Format PS4 also on PS vita eta Out nOw  
pub Square enix Dev eidOS mOntreal

 lara croFt go
The true ‘20 Year Celebration’ game

@pellokiretro raiDer

v e r d i c t

Unlucky number 13. It’s our nightmare 
before Xmas: OPM’s deadline-tastic 
extra issue comes but once a year, 
and is written well before the reveal of 
January’s PS Plus lineup. Fortunately, 
2016’s Instant Game Collection was 
packed with freebies worth revisiting, 
so clutch your four-leaf clovers and 
let’s honour the best of them.

PS Plus has typically 
been a stellar 
showcase for the 
very best indie 

titles on PlayStation, and last year 
was no exception. indeed, we all knew 
classics Journey, gone home and 
everyboDy’s gone to the rapture 
were must-plays – but free PS4 
versions ensured everyone experienced 
these essentials. and brand-new titles 
charmed us too. Stylish bullet-hell 
boss fighter Furi stood out, as well 
as competitive tetris treat tricky 
towers – and both are worth diving 
back into on PS4, alongside goofy run-
and-gunner broForce and turn-based 
stealth smash invisible, inc.

But PS Plus didn’t 
just deliver emotional 
walking sims and 
quirky unknown 

quantities. Sony scored a three-pointer 
with the decision to dish out basketball 
sim nba 2k16 for diddly-squat. 
Japanese criminal underworld open-
worlder yakuza 5 also muscled in on 
the action… and those weren’t even the 
best of the triple-a titles. the remaster 
of resiDent evil came in good time to 
terrify us ahead of resi vii’s release.

and even our often-overlooked 
friend PS vita got some love. replaying 
unparalleled portable title goD oF war: 
chains oF olympus has us sharpening 
our Blades of Chaos in anticipation for 
Kratos’ future nordic adventure, while 
tapping through rhythm action delight 
patapon 3 once more is setting our 
fingers a-drumming on desks waiting 
for the upcoming 4K remaster of the 
original. Perhaps our luck is in after all…

Gone are Hitman’s board 
game aesthetic and the 
checklists that ask you to finish 
levels in the lowest number of 
moves or without killing. In 
their places? Dynamic worlds 
and hidden pots of treasures, 
collected either by moving a 
cursor around the screen with 
the right thumbstick on PS4, or  
by tapping on the hidden jars  
with your finger on PS Vita. 

croFt conversion
Given the game’s mobile 
origins you’d think the latter 
port’s the optimal one, but it’s 
not: long load times and an 
intermittent graphical glitch 
taint it. Thankfully, the PS4 
game’s sublime, and Cross-Buy 
and Cross-Save means you 
needn’t commit to just one. As 
a bonus, we PlayStation players 
even receive a brand-new 
chapter, Mirror Of Spirits.

For series veterans it’s extra- 
special. The radial main menu’s 
a throwback to Lara’s backpack 
inventory system circa 1996, 
and the sound of scooped-up 
collectibles is simply the first 
game’s secret area audio ping 
ripped out and reused. This is 
how you properly honour the 
First Lady Of PlayStation.

a short but sweet turn-based 
nod to the original games that 
ends up celebrating lara’s 
heritage even better than rise 
Of the tomb raider: 20 Year 
Celebration. matthew pellett
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Watch Dogs 2
San Fran is a cultural hotspot, but is the same true  
on PS4? We put the various online modes to the test.

100

online tests

this month
online dlc how to movies music

on your xmb
104 War On Everyone
This corrupt cop comedy bags itself 
a good cast but forgets the most 
important ingredient: some laughs.

how to…
103 Master PS4’s mobile apps

music
105 This month’s hottest tunes 

on the store
102 Star Wars Battlefront 
 Rogue One: X-wing VR Mission 
The game that makes you realise 
your PS VR cloth isn’t to wipe off 
sweat – it’s to mop up tears of joy.



multiplayer modes put 
through their paces  
by our team of expertsonline tests

what we’re 
playing now

Watch Dogs 2
Ben tyrer finds new 
pals easy to come by
With the seamless 
multiplayer in Ubisoft’s 
vivid San Francisco finally 
working, new people drift 
into my world at a pleasing 
rate. For the most part 
they disappear without 
making an impact, but one 

occasion sees a new chum wander up 
close. I get Marcus to perform a jig 
with the emote wheel and soon both 
our avatars are dancing away. I want 
to savour the moment so I whack up 
the camera app to take a selfie and my 
new BFF proves great minds think 
alike by doing the same. This single 
moment makes up for years of 
strangers screaming swears at me.

titanfall 2
Jen simpkins goes in 
for assault and battery
What a campaign. Feeling 
inspired by the themes of 
friendship, I boot up online 
multiplayer mode 
Deathmatch… and snap 
back to Psycho Simpkins. 
My Pilot’s Grapple loadout 
zips me up onto an enemy 

Titan, where I wrench out a battery à 
la that Temple Of Doom heart-plucking 
scene and ram it into my mech, Tone. 
But before I can rain rockets, my 
teammate calls for help. I jump out 
again to hunt down an extra battery 
and pop it into my buddy’s ‘bot. See?  
I did learn something about teamwork.

Destiny: the 
complete 
collection
matthew pellett gets 
festive in the Dawning
The timed return of 
Sparrow Racing and the 
various arcadey Strike 
adjustments have pulled 
me back in. The trouble is, 
I’d planned on spending 

Christmas with Final Fantasy XV, so I’m 
actually angry about this. I like what’s 
on offer here, but by the time you read 
this The Dawning will be over – and 
when it is, I’ll wave goodbye to Destiny 
until the sequel is announced. If this 
content was in the game all the time, 
I’d keep playing daily. But no, thanks to 
Bungie’s stubborn timings for its 
season of goodwill, I’m in a bad mood.

100

review

i n f o

format PS4 
puB UbiSoft  
Dev UbiSoft Montreal
revieW iSSUe #131, 8/10

a
fter all the unfortunate 
launch issues, what a relief 
that Watch Dogs 2’s best self 
is now fully functioning. While 
there’s plenty of fun to be 

had on your lonesome, San francisco 
comes alive when internet strangers 
filter into your world. are they here 
simply to grab a cheeky selfie, or to 
beat you down? Whatever the answer, 
this spontaneity is a vital part of the 
game’s charm. 

new mode bounty Hunter captures 
this spirit superbly. Should you annoy 
the rozzers enough to earn a three-
shield wanted rating, another two 
players can join your world to hunt you 
down. all of a sudden, a breezy chase 
becomes tense and frantic, as the 
exploitable systems of the world turn 
against you. if it’s a giddy delight to 
remote-hack a car into a pursuing cop, 
then it’s a lot less funny when someone 
does it to you. Switching sides to play 

the role of the hunter is 
just as exciting and the 
unpredictability of all the 
encounters you’ll have 
makes this the pick of 
the bunch. 

returning mode 
Hacker invasion takes a 
close second. Here, you 
have the opportunity to 
target human players by 
downloading their data 
and earning yourself 
in-game followers. 
However, you have to 
stay close to your target 
and not them let detect 

you for the download to 
complete. it’s a simple 
game of hide-and-seek, 
where being on either 
side ends in relentless 
panic in the best way 
possible. they might only 
be short blasts, but the 
unbearable crawl of the 
progress bar is a 
masterclass in how to 
put you on edge.

the more generic 
co-op missions, on the 
other hand, are not quite 
as tight. they tend to 
focus on you and another 

Watch Dogs 2
Seamless multiplayer makes this best in show

TaRGeT hUMan PlayeRS 
By DOWnlOaDInG TheIR DaTa 
anD eaRnInG yOURSelF In-
GaMe FOllOWeRS.
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Be a bit too naughty 
and you could find 
yourself being hunted 
by other players. Battling never-ending waves 

of enemies in Horde-style 
modes can feel repetitive. 

not in this Uncharted 4 multiplayer 
DlC, which pits you and up to 
two mates against 50 waves of 
gun-toting nasties. the genius bit? 
Combat’s constantly switched up.

the onslaught’s divided into ten-
wave chunks, and each has its own 
modifier. i rack up points defending 
a cramped container in a Siege 
wave (firing back-to-back with my 
buddy and calling out flankers on 
mic), take on grunts with only a 
pistol in another, then keep up with 
faster foes in the next. Clearing a 
wave earns you crates containing 
weapons to buy with earned 
currency. and every ten waves? a 
boss battle – including the flamin’ 
terrifying new Pirate Warlords’ 
killer area-of-effect attacks.

a decent solo challenge becomes 
essential “oh, crap!” carnage with 
pals. Scaling difficulty, unlockable 
Crushing mode and new skins add 
to the freebie fun. Jen simpkins

i n f o

v e r d i c t

format PS4 
puB Sony  

Dev naUgHty Dog
revieW iSSUe #123, 10/10

Simply put, if you’re going to 
invest in eagle flight, you’re 
doing so to go online. While 

the single-player game serves as  
a learning curve, it’s the 
multiplayer where the real depth, 
and the real fun, (f)lies. in Capture 
the rabbit, you must retrieve a 
bunny carcass and take it back to 
your team’s base. easy. the joy, 
however, comes from how frantic 
it all gets: foes fire sonic waves to 
stop you, or force you to find new 
paths through the sky over Paris. 

outdoing the likes of ace Combat 
and even Ubisoft’s own HaWX, this 
is the one of the most enjoyable 
dog-fighting experiences out 
there. Will it last longer than a few 
weeks? that’s debatable – the 
community may not be there – but 
online eagle flight is essential Vr 
gaming with serious wings.

eagle flight undoubtedly soars 
highest in multiplayer, so get the 
single-player stuff out the way 
and head online as soon as you 
possibly can. simon miller

i n f o

v e r d i c t

format PS Vr 
puB UbiSoft  

Dev UbiSoft Montreal
revieW iSSUe #131, 7/10

free DlC proves nate’s 
best with mates

Competitive eagle-fighting 
is brave and brilliant fun

Uncharted 4: 
Survival

eagle Flight

suits you? 
While there are lots of options 
to dress Marcus, the premium 

vanity items leave us cold. They 
look sharp. But expecting over 
five pounds for them? no ta – 

we’ll stick to the free threads.

Discovering other Dedsec members 
wandering around gives your 
adventures an unpredictability that 
makes returning a delight. how open-
world multiplayer should be. Ben tyrer

v e r d i c t

hacker sneaking into a base to destroy 
some form of equipment and then 
escape – not the pinnacle of original 
thought, then. While the tools you 
acquire throughout the game are still 
handy, there’s more emphasis on using 
brute force over stealth thanks to the 
higher number of guards, and the 
missions focus on blowing things up. 
Still, there are pockets of empowering 
strategy. one mission sees my partner 
plough into a base to tackle guards 
head-on, while i use the quadcopter to 
spot and stun more guards who try to 
attack them. but, like the single-player 
mode, it’s an approach that we can 
repeat constantly, lacking the beguiling 
volatility of the other two modes. 

but the slightly disappointing co-op 
options don’t ruin what the multiplayer 
can offer overall. it’s a brilliant 
experience that gives an already vibrant 
game an extra spark of excitement.



empty your wallets 
now with the latest 
downloadable diversionson the store

Fallout  
Mash-up pack
The ablockalypse is nigh 
with this new Minecraft 
resource pack. Inspired 
by Bethesda’s grim RPG 
series, it contains 44 
new character skins,  
a mutated makeover of 
the overworld, fresh 
music and a Pip-Boy-ish 
HUD. Also, your pet wolf 
now looks like Dogmeat!

sFv character 
pass 2017
Not got enough in-game 
coin? This unlocks 
Akuma and five all-new 
world warriors when 
they’re released during 
the game’s ‘second 
season’, plus default 
costume colours 3-10 
and Premium Battle 
outfits with colours 3-10 
unlocked for all six. Oh, 
and a PS4 theme, too. 

eve: valkyrie – 
gatecrash
Ice asteroids mean the 
new Gateway map is a 
visual stunner, but it 
plays great too thanks 
to warp points that spit 
you out in different 
places. This third 
Valkyrie DLC also adds 
pilot customisation 
features, plus patches 
in major technical 
upgrades for the PS4 
Pro players out there.

dlc

£4.99

£24.99

FRee
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M
ission. That’s the end of the 
name of this downloadable 
delight. Star Wars 
Battlefront Rogue One: 
X-wing VR Mission. It’s 

almost as long as the add-on itself;  
our first playthrough lasts a full 16.02 
minutes. But those 16.02 minutes are 
among the top three single experiences 
we’ve had inside PlayStation VR yet.

That’s because this free single-player 
PS VR chapter for 2015 shooter Star 
Wars Battlefront lets you fulfil a dream 
you might have harboured for most of 
your life: it enables you to climb into the 
cockpit of an X-wing, play with all the 
buttons (the bleep-blooping as you do is 
sublime, and mashing the Targeting 
Computer switch will make you squeal 
in joy) and take part in a mission that 

devolves into a tense 
space battle with a fleet 
of TIE fighters.

Judged purely by 
typical game standards 
it’s fine, with a handful of 
performance challenges 
to tempt you back, but 
the beauty of PS VR is 
that’s it’s about so much 
more than the inputs you 
put into the pad. Being in 
this world, dodging 

asteroids in space, 
turning around and 
seeing an R2 unit behind 
your head… it’s a 
spell-binding experience. 

It’s also intense, so 
you may need to briefly 
pause to prevent your 
stomach going a bit 
ReChurn Of The Jedi. 
Even so, we’re praying 
EA is following this up 
with a full-fat VR game.

also on psn

dlc

midnight update
The Resident Evil: 
Beginning Hour demo is 
finally complete. Get it, 
see the two endings and 
then begin counting down  
the seconds until the  
full game is unleashed.

Bethesda pinBall 
A trio of new Zen Pinball 
2 tables brings Skyrim, 
Fallout and Doom BFGing 
and Dragon Shouting to 
the arcade realm. This 
Brotherhood Of Steel 
Balls is very impressive.

t-Bone Content 
Bundle 
The first Watch Dogs 2 
DLC adds a T-Bone outfit, 
a modified, car-flipping 
school bus and the more 
difficult Mayhem mode for 
co-op missions.

holiday hoarders
Look, Christmas may be 
long gone but let us off; 
Hitman’s DLC gives Paris 
a festive makeover all for 
a good cause: IO is asking 
for donations to World 
Cancer Research Fund…

the festive 
seasoning 
…And co-op classic 
Overcooked becomes Ho-
Ho-Ho-vercooked thanks 
to new presents: two 
chefs, eight levels, Xmas 
hats, recipes and more.

FRee £8.99 £4.99 FRee FRee

yOU MAy NeeD TO BRIeFLy 
PAUSe TO PReVeNT yOUR 
STOMACH GOING A BIT 
ReCHURN OF THe jeDI.

More powerful than you can possibly imagine

Star Wars Battlefront 
Rogue One: X-wing VR

FRee
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1 2 3
Hmmm. Pupils appear dilated. 
Excessive sniffling. Has the 

shakes. No doubt about it – you’re 
an addict. And while I can’t cure 
you of your dependence on all 
things PlayStation, I can help you 
streamline your habit via a variety 
of PlayStation apps. (Surely it’s in 
the Hippocratic Oath somewhere.)

Free on both the App Store and 
Google Play, Sony’s suite of mobile 
applications is a godsend. Or 
Docsend, if you prefer. Which you 
should if you value your organs. 
Simply search for these phrases: 
“PlayStation App”, PlayStation 
Messages” and “PlayStation 
Communities”. Then, download 
one, two or all of ’em. Ahhh – the 
itching’s stopped already, right?

The dedicated Messages app is 
the most limited, but incredibly 
useful for firing off quips to PSN 
pals on your phone, sending 
stickers or checking who’s online 
without interrupting your game.

Next up is the ever-useful 
PlayStation App, so multi-

purpose that it almost puts my 
cordless drill to shame. Almost.

Want to set up a new game? 
Tap the blue shopping bag in the 
top-left corner to browse the PS 
Store and redeem codes, then 
start downloads from afar (but 
your PS4 needs to be left in Rest 
Mode for this to work) to play 
when you return home from a bad 
day at the office. So the morgue, 
for me. Pobody’s nerfect! *winks*

Touch the “Connect To PS4” 
option at the bottom-left, pick the 
console you want to control, and 
enter the number that appears on 
your telly into the app. Select 
“Register” – your phone’s name 
will pop up under “Add Device”. 
You can now use your phone as a 
keyboard, for menu browsing, 
viewing the chat during streams 
or as an extra HUD in games such 
as Tearway Unfolded or MGS V.

Finally, there’s an all-new app 
especially for communities (a 

big Doc PlayStation hello to all the 
members of OPM UK, by the way).

Still looking for the perfect 
PlayStation pals with whom to 
tackle that Destiny Raid or raise 
that Overwatch competitive rank? 
This is the easiest way to find 
your teammates. Just hit the 
“Discover” prompt at the bottom 
of the screen. You can flick 
through the “Games”, Friends” 
and “Trending” tabs for relevant 
recommendations, or tap the 
magnifying glass at the top of the 
screen to narrow your search.

Perhaps, like the Doc, you’re 
already happily committed to a 
cult? Er, clan? If so, you’ll see a list 
of them in your “Communities” 
section. Posting messages and 
pics on the wall is so much easier 
on a phone, and you also have a 
handy “Notifications” section so 
you won’t miss a single post.

Use PS4 phone apps
Stay constantly connected to PS4 via your smartphone

doctor 
playstation
Our console medic 
fixes your tech woes 
with actual science

So, you have to 
leave the house to 
pick up that test 
subject you found 
on Craigslist. But 
how can you check 
the vitals of your 
precious console 
while out? There’s 
an app for that…

STEp 3 
Try The new 
app for 
communiTies

STEp 2 
remoTe 
conTrol and 
shop ’Til you 
drop

STEp 1 
download 
The Trio 
and geT 
messaging

the problem

With this tap-happy trilogy in 
tow, planet PlayStation lies at 
your omnipotent fingertips – at 
home and away. Commence evil 
laugh in 3, 2… All right, don’t get 
carried away. I’m the giver and 
taker of life round these parts.

A poor workman 
blames his  
tools (stupid 
scalpel), so get 
customising  
your official 
precision pads.

next monththe verdict
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 Look at all that variation in 
cinematography. Sometimes 
they change positions!

A
t the start of writer/director 
John Michael McDonagh’s 
comedy War On Everyone a 
mime is mowed down by a 
muscle car straight out of 

Magnum PI. A muscle car driven by 
potty-mouthed cops who have a unique 
approach to crime-fighting: blackmail, 
intimidation and general bad behaviour.

True Blood’s Alexander Skarsgård 
and Ant-Man scene-stealer Michael 
Peña star as literal partners in crime 
Terry and Bob. Having extorted their 
way through most of New Mexico’s 
felonious underworld, the carefree pair 
meet their match in Theo James’ 
ruthless Lord James Mangan, who has 
the reach and resources to bring Terry 
and Bob’s antisocial reign to an end.

McDonagh directed one of the 
decade’s best films in Calvary, but 
fumbles the ball here. While Skarsgård 

and Peña have appealing 
chemistry, their banter 
and antics raising the 
occasional titter, the 
laughs don’t flow nearly 
thick or fast enough for 
the comedy to endear 
you to the unsavoury 
heroes. Action is low-key 
– a brief footchase 
played for giggles being 
the high point – but a 
shootout ending feels like 
a cynical attempt to send 
viewers out on a 
pulse-quickening high.

There’s clear affection 
for the cop thrillers of 
the ’70s, but these 
Dirtier Harries fall well 
short of the genre’s 
best. Jordan Farley

War On 
Everyone
Cops behaving badly

blu-rays

coming soon

Miss 
Peregrine’s HoMe 
For Peculiar 
cHildren 
This X-Men-with-kids 
adventure is Tim Burton  
to a tee. A “meh” tee.

THe girl on 
THe Train 
Paula Hawkins’ novel about 
a woman who seemingly 
witnesses a murder from 
a train becomes a slightly 
unsatisfying film.

Persona 3: 
Movie 1 
Persona 5 isn’t the only 
Atlus title to be delayed; the 
first instalment in the anime 
adaptation of Persona 3 is 
now due on 30 January.

Mr roboT: 
season 2 
Though less successful than 
its debut year, the hacker 
thriller series still boasts 
a great performance from 
Rami Malek.

bridgeT 
Jones’s baby 
Bridget’s back! And now 
she’s got to choose between 
two eligible bachelors, either 
of whom may be the father 
of her child.

THe 
cHildHood oF 
a leader 
Bradley Corbet’s directorial 
debut imagines the home 
life of a child destined to 
become a fascist leader. 

sHerlock: 
series 4 
Benedict Cumberbatch’s 
smarty pants PI returns to 
crack another trio of crimes 
and take down a bio-weapon 
expert (Toby Jones).

deePwaTer 
Horizon 
Peter Berg and Mark 
Wahlberg reunite for a 
tale of true-life heroism. 
This time the titular oil rig 
disaster is the focus.

creePy
Appropriately, this 
Japanese psychological 
horror about a retired police 
profiler investigating a 
missing persons case is… 
well, you can guess. 

THe 
MagniFicenT 
seven 
Extra shooty remake of the 
classic 1960 western.  
Never quite magnificent,  
but not far off.

23 Jan

23 Jan

23 Jan

23 Jan

30 Jan

30 Jan

30 Jan

30 Jan

6 FeB

6 FeB



105

W
hat We Do In The 
Shadows was the Spinal 
Tap of vampire movies, 
and director Taika 
Waititi’s latest, Hunt For 

The Wilderpeople, is the Thelma And 
Louise of Kiwi comedies. And it’s every 
bit as good as that sounds.

Starring newcomer Julian Dennison 
and Jurassic Park’s Sam Neill, it’s the 
story of New Zealand’s most ineffectual 
juvenile delinquent, Ricky Baker 
(Dennison), who’s adopted by loving 
foster mother Bella (Rima Te Wiata) and 
cantankerous foster father Hec (Neill). 
When Bella suddenly dies Ricky makes a 
break for the bush rather than risk 
being returned to child services. Among 
the sea of trees he and Hec strike up 
an unlikely bond while a manhunt for the 
missing pair gets underway.

Part Wes Anderson, part Pixar’s Up, 
Hunt For The Wilderpeople is hugely 
charming. Humour is not in short supply 
with oddball cameos (Rhys Darby as 

loopy loner Psycho Sam; 
Waititi himself as the 
world’s worst minister), 
the hilarious Dennison 
and the best comedy car 
chase this side of The 
Blues Brothers providing 
ample laughs. But it’s the 
humanity at the heart of 
the tale that makes it 
special. Ricky and Hec 
have an antagonistic 
relationship from the 
moment their eyes first 
meet, but their time in 
the wilderness doesn’t 
just bring them closer 
together, it slowly strips 
away the barriers the 
pair have put up.

Stirring stuff, then, 
and guaranteed to leave 
a ginormous grin on your 
face. Hunt this one down, 
pronto. Jordan Farley

Hunt For The 
Wilderpeople
Bleating around the bush

music
Director Taika Waititi’s 
next project? Only Thor 
threequel Ragnarok.

Cloud NothiNgs  
LIFE WITHOUT SOUND
ForMaT ALBUM eTa 27 JAN Price £7.99

Cloud nothings’ frontman Dylan Baldi says Life Without 
Sound is “my version of new age music.” Clearly he 
finds his happy place where there’s angst-fuelled 
vocals and roaring guitars. cloudnothings.com

thEY WHAT YOU WANT
ForMaT TRACK eTa OUT NOW Price £0.79

THeY have collaborated with Skrillex, but boast 
influences as diverse as nirvana and Jodeci, and their 
minimalistic pop draws smart lines between the grit of 
grunge and the slick production of R&B. Get on board 
with What You Want. unofficialthey.com

thE xx
ON HOLD
ForMaT TRACK eTa OUT NOW  
Price £0.79 

Love a good mope to 
depressing soul, but too 
cool to settle for adele? 
The xx are the band for 
you. This teaser for new 
album I See You finds 
Romy Madley Croft and 
Oliver Sim mourning the 
on-off squeeze who found 
themself another lover. 
thexx.info

dEadmau5 
W:/2016ALBUM/
ForMaT ALBUM eTa OUT NOW  
Price £7.99 

The big-room dance music 
that americans call eDM 
can be rather formulaic, so 
thank God for deadmau5, a 
lunatic in a huge mouse head 
who seems to hate literally 
everyone. His ingeniously 
named new LP tones back the 
fireworks in favour of moody 
techno jams that strive for a 
state of beautiful gloom. 
live.deadmau5.com
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info
pub CapCom
Dev CapCom
releaseD 1999, ps1
get it now ps Vita 
store, £7.99

neeD to know
resi 3 was once 
going to be set on 
a cruise liner.

nemesis was 
inspired by the 
liquid metal t-1000. 

it was made in 
tandem with  
Code Veronica.

1
2
3

Nemesis is a horrific crime 
against nature, but he sure 
looks swell in a leather coat. 
Way to rock that dead cow 
hide, big guy.
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■ The ace Mercenaries mini-game debuted in Resi 3. ■ You briefly play as hunky Spanish soldier Carlos. ■ The Boutique Key lets Jill wear special outfits.

 J
ust imagine you were 
being chased by the 
terminator. scary, huh? 
now replace that austrian 
oak bodybuilder/governor/
Kindergarten Cop who’s 
currently scrambling your 

thoughts with an eight-foot-tall living 
bioweapon who makes shaquille o’neal 
look like Danny DeVito. oh, and he’s got 
an rpG strapped to his shoulder to 
boot. Congratulations! You’ve conjured 
up an image of resident evil 3’s utterly 
terrifying titular star. and believe us, 
you won’t forget your first encounter 
with him in a hurry. 

sure, a returning Jill Valentine is 
technically the playable character, but 
really, it’s the disgusting dude in the 
s&m gear who’s the real reason ps1’s 
final full-fat resi has such enduring 
appeal. Umbrella’s ruthlessly relentless 
creation is the deadliest, most 
determined villain in survival horror 
history. He’s a purpose-built killing 
machine who exists for one reason: to 
eliminate anyone involved with a certain 
special tactics and rescue service 
who knows what Umbrella had been up 

to. Forget that campy ’90s talent show 
where members of the public dressed 
up as famous musicians. nemesis 
may have s.t.a.r.s. in his eyes, but 
slaughter, not singing, is the only thing 
that plagues this monstrosity’s mind. 
“tonight, matthew, i’m going to be a 
mass-murdering soB.”

no cop out
resident evil 3 is undoubtedly defined 
by its iconic villain, yet it’s got a lot 
more going for it than a monster with 
serious personal space issues. For 
one thing, the game’s setup offers 
a cute nod to the series’ past. set in 
raccoon City and staged over a single 
night, the action overlaps with events 
from resi 2, pulp Fiction-style. as mr 
Kennedy is enduring the worst first day 
ever over at rCpD headquarters, Jill is 

fleeing her obsessed stalker. revisiting 
locales from leon and Claire’s earlier 
adventure is a nostalgic hoot, never 
more so than when nemesis chases 
you through that police station. 

From a mechanical standpoint, resi 
3 marks the point where the spook-
’em-up franchise starts to dilute its 
famously fussy horror leanings – ironic 
considering how frightening its baddie 
remains. Whether it’s Valentine’s 
snappy 180° combat turn, the plentiful 
supply of ammo, or split-second live 
Decisions that affect the game’s ending 
(do you hide in a cafe’s basement or try 
to blow nemesis up with a gas cooker 
explosion?), this is a more immediate, 
exciting game than its predecessors. 
looking back, it’s clear resi 3 sowed 
the series’ first action seeds, ones that 
would fully bloom in the outstanding, 
and very shooty, resident evil 4. 

trio of terror
it’s a shame this entry in Capcom’s 
legendary horror saga gets overlooked 
in favour of the two (admittedly 
incredible) games that came before. 
is the setting in resi 3 as effortlessly 
iconic as the spencer mansion’s 
masterful haunted house? not quite. 
But this game was about the action 
as well as sending shivers up your 
spine. and in nemesis, you have one of 
gaming’s truly great villains. You can’t 
outsprint it. You can’t hide from it. You 
can’t reason with it. all you can do is 
hope to scrape through Jill’s terrifying 
encounters with the ultimate enemy. 
nemesis runs on nightmare fuel, and he 
gives resi’s ps1 swansong the power 
to horrify like few games since.

Every month we celebrate the most important, 
innovative or just plain great games from 
PlayStation’s past. This month, we stretch out our 
calves in preparation for Capcom’s horror sequel, 
as we flee Resident Evil’s deadliest foe…

s .t . a . r . s .  a t t a c k s

Resident Evil 3: 
Nemesis
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NeMeSiS iS The 
deadlieST villaiN  
iN The hiSToRY of 
SuRvival hoRRoR.



Ellie, heroine of Naughty Dog’s newest 
game, stared out from the cover of  
OPM #67. It was The Last Of Us.

the 
overbearing 
cartoon license 
does its best to 
gobble up all  
the fun.

1 

Guess the four games, 
and their scores, from 
these review quotes

Name 
that game

Opm TImE machINE 

5 yEars aGO

Above A killer fungus in David Attenborough’s original 
Planet Earth inspired this tale of two survivors 
holding out against the shambling infected. We’re 
hoping Naughty Dog doesn’t get any ideas from the 
nightmarish speeding sand snakes in Planet Earth II.

Far left The 
world’s top Street 
Fighter players 
tried a bit of game-
related cosplay…

Left …while to 
mark the arrival of 
Street Fighter X 
Tekken, we pitted 
Team Capcom 
against Team 
Namco. Brutal.

there’s a 
certain bastard 
who’s so hard to 
fight, i drop the 
difficulty to 
casual after  
30 minutes.

3

[it] isn’t the 
rotting corpse of 
this series – it’s the 
putrid gas that 
escaped when 
activision decided to 
poke said corpse 
with a stick.

2

allows you to 
tie some poor 
unsuspecting 
chicken farmer to a 
fighter jet and fly 
off into the clouds 
with them in tow.

4

Below left We headed for the stars… okay, to 
Canada, for a hands-on preview of Mass Effect 3.

Below right We called Trico a ‘long-awaited monster’. 
We’ve since learned what waiting really feels like.

Answers
1.  pac-man and the ghostly 

adventures, issue #95, 6/10.
2.  tony hawk’s pro skater 5, issue 

#116, 3/10.
3.  resident evil revelations 2, issue 

#108, 7/10.
4.  just cause 2, issue #43, 8/10.
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L
et me share a sinful little 
secret with y’all: I’ve never 
finished a Bethesda game. Hell, 
I don’t think I’ve ever come 
close. Fallout 3? Played it for 

ten hours, got lost in a cave, never 
went back. Skyrim? Played it for ten 
hours, got lost in a cave (this time with 
rhino-sized spiders), never went back. 
Despite Bethesda’s skill for crafting 
instantly evocative open worlds, my 
frayed wee attention span just won’t  
let me go the distance. 

I promise myself this time will be 
different. Booting up Fallout 4, I’m 
determined to finally settle down and go 
steady with Bethesda’s irradiated 
sandbox series. Things start off pretty 
swell, too – thanks to the game’s 
intuitive character creator, I make my 
Sole Survivor look like Charlie Hunnam 
in Sons Of Anarchy, then call him Jax 

Teller… Because I’m super cool like that. 
Ooh, and what’s this? A chirpy robot 
butler? C’mon, Fallout 4. Let’s kiss. 

Then it happens. No sooner has the 
world been flattened by Nuclear 
Armageddon – AGAIN – than I find 
myself wandering the Wasteland with 
no clue what to do next. Sure, I could 
follow that quest marker and start the 
journey to find my lost son. But there 
are another nine mission icons on the 
map that all want to pull me in a bunch 
of different directions. I’m flustered.

Do I join the Brotherhood of Steel? 
Should I build a settlement? Wait, 
someone wants me to clear Raiders 
from Oberland Station?! ARGH! It’s. Too. 
Damn. Much. In trademark Bethesda 
style, the breadth of content and lack of 
clear direction terrifies me. If you gave 
this sour Scotsman his own Meiksy’s 
Ministries of 1984, Bethesda open 
worlds would top his Room 101 list. (All 
right, it’d be garlic mushrooms, but this 
is a close second.) So I do what I always 
do: head for the nearest cave and quit.

who?
Skyrim-shy Dave 
Meikleham attempts 
to give Bethesda’s 
brand of open-
world exploration 
one more chance 
to impress. Can he 
pay attention long 
enough to stay  
the course?

Don’t like it. Never tried it. Every month we force 
one of our team to play their most feared game

■ Character models are the least facially challenged they’ve ever been, at least by Bethesda 
standards. And the V.A.T.S. targeting system is still ace when it comes to wasting giant scorpions.

Fallout 4

The BreADTh  
of ConTenT AnD 
LACk of DireCTion 
TerrifieS Me.

 DoN’t makE mE play! 

what?
The widely celebrated 
(if overly safe) 
follow-up to fallout 3, 
Bethesda’s first PS4 
trip to the Wasteland 
adds a Boston 
flavour to nuclear 
proceedings. Cue 
talky side-quests and 
blasting off mutants’ 
arms in slow-mo.

iNFo
pub BeTHeSDA
Dev BeTHeSDA
releaseD 2015
get it now AMAzON 
PRIMe, £12.99
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The WiTcher 3: Wild hunT  
Game Of The Year ediTiOn
The White Wolf’s epic journey is an RPG experience 
like no other on PS4. It’s been made even more 
spectacular with this gigantic pack stuffed with DLC, 
making this a must-have part of any gaming library.

OverWaTch
PS4’s best multiplayer shooter bursts with colour, 
character and charm. At its core, Overwatch is 
a pleasing mix of empowerment and teamwork, 
enhanced by a raucous roster. Expect to become 
obsessed with landing Play Of The Game. Boop.

blOOdbOrne
With the finest third-person melee combat in gaming, 
drool-worthy art design and the most twisted 
monsters imaginable, this is a gorgeously Gothic 
must-have. The Old Hunters expansion adds enough 
nightmare fuel to make a Yharnam return essential.

sTreeT fiGhTer v
Mechanically, this is as close to perfection as any 
fighter on console – everyone from hardcore fans 
to first timers can grab a pad/fightstick and have 
serious fun. The launch game’s lean, but with free 
add-ons coming all the time, it keeps getting better.

Grand ThefT auTO v
Laughing in the face of other cross-gen ports, GTA V 
on PS4 is more than just a mere HD remaster. Upped 
to a glorious 1080p, it weaves everything that made 
the PS3 original great, with new music, more dynamic 
weather and a game-changing FPS mode.

meTal Gear sOlid v:  
The PhanTOm Pain
While retaining that distinct storytelling and sense of 
wonder that defines an MGS title, MGS V offers a level 
of freedom and creativity unheard of in any sandbox. 
Grand, majestic and bittersweet, it’s an instant classic. 

The lasT Guardian
After a decade in development, Ueda’s PS4 debut is 
both a technical marvel and emotionally devastating. 
Trico’s mannerisms make it feel like a real creature – 
one we truly care about – while escaping The Nest is a 
captivating test. Some things are worth waiting for.

3

2

12

13

15

14

The WiTness
The ultimate puzzle game? Thekla, Inc’s behemoth 
boasts one of PS4’s most stylishly inviting, and 
resolve-testing, worlds to explore. It then crams it  
so full of secrets that even the platinum isn’t the end 
of the adventure. It’s a true original. 

darK sOuls iii
Offering heady nostalgia for veterans, as well as one 
of PS4’s most well-realised worlds for first-timers, 
From Software’s masterpiece is one of PlayStation’s 
most rewarding challenges. It’s a fitting conclusion 
to a mesmerising and engrossing RPG treasure. 

The lasT Of us remasTered
This modern masterpiece just gets stronger with age, 
like a full-bodied stilton. A starkly brutal, emotionally 
honest take on the end of the world, Naughty Dog’s 
stealth shooter is quite simply one of the best games 
ever, even if this PS4 port doesn’t add much to it.

Tes v: sKYrim sPecial ediTiOn
Last-gen’s best RPG gets a remaster that will shave 
months off your life all over again. All manner of 
graphical upgrades breathe new life into Tamriel, 
while bugs are a much rarer occurrence. Mod 
support’s sadly limited by Sony, but it’s still ace.

5

9

10

4
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1 uncharTed 4: a Thief’s end
Nathan Drake’s swansong is a daring evolution. It combines series-
defining set-pieces, quietly devastating storytelling beats and sprawling 
levels that make you feel like a real-life explorer. This franchise finale 
retains its signature charm, with the wisecracks flowing as fast  
as the bullets, while the new characters each justify their inclusion.  
With an astonishing attention to detail, it’s Naughty Dog’s best yet. 

7

8

11

dishOnOred 2  
This strong follow-up to one of PS3’s greatest mixes a 
creative skillset with impressive level design to create a 
Kaldwin-ning immersive sim. From the shifting rooms of 
The Clockwork Mansion to discovering how to link your 
powers, there’s near-endless scope for experimenting.

desTinY:  
The cOmPleTe cOllecTiOn
Bundling the base game and all four expansions 
(September’s Rise Of Iron included) into one bumper 
package, this is the most complete and moreishly 
satisfying shooter any PS4 owner could wish for.

TiTanfall 2  
Respawn’s mech masterclass crashes onto 
PlayStation, bringing an inventive single-player story 
(including some of the finest levels ever to grace PS4) 
and a fluid multiplayer that rewards creative thinking. 
This is now the gold standard for pure shooters on PS4.

6

NEW!NEW!
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16 Pes 2017
The best gets better. PES 2017 improves on all 
the bits we love: crisp passing, natural animations, 
blasting shots. A rejuvenated Master League 
recaptures the brilliance of the PS2 era, meaning 
solo sessions are just as fun as couchplay matches.

driveclub
The premier current-gen racer leaves its rivals 
for dust due to gorgeous graphics, strong social 
features and great handling. Major add-on Driveclub 
Bikes is also the greatest bike racing game on PS4, 
thanks to making driving on two wheels fun again.

dOOm
A superb reboot of a classic, taking all of the things 
we adore about the ‘93 original and throwing them 
back at us in a chaotic shower of bullets and body 
bits. It’s PS4’s most frantic FPS; its satisfyingly 
sprawling levels filled with brutal possibilities.
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rise Of The TOmb raider
The definitive edition of an excellent sequel, giving 
PlayStation players the chance to wander the halls 
of Croft Manor in VR, fight off zombies, survive the 
wilderness in co-op and, you know, enjoy the main 
course that is Lara’s Syrian and Siberian caper.

inside
Six years in the making, the follow-up to Limbo is a 
harrowing adventure that resonates long after it’s 
finished. The 2D trek through an oppressive and 
dangerous world is crammed with cunning puzzles, 
horrifying deaths and a stunning end sequence.

alien: isOlaTiOn
Explore Ridley Scott’s original vision of a horror-
tinged future in startling fidelity with an attention 
to detail that borders on the obsessive. It’s time to 
remember what made the xenomorph so scary in  
the first place… and then get killed by it.

baTman: arKham KniGhT
Rocksteady sends the Bat out with a bang. A 
compelling, cathartic story adds new layers to the 
Dark Knight, while PS4 allows Gotham to blossom 
with a truly amazing engine. The stealth still sings, 
the fisticuffs are fab and the Batmobile is brill. 

TOWerfall ascensiOn
You haven’t lived until you’ve enjoyed a four-player 
free-for-all in this instant couchplay classic. The solo 
campaign is fine by itself, but almost nothing beats 
the arrow-grabbing, death-defying last-second kills 
of local multiplayer’s mayhem.

XcOm 2
Earth is lost, but the magic isn’t in the sequel to 
PlayStation’s best strategy game. Leading a ragtag 
resistance against the scourge of the galaxy offers 
brain-straining challenges along with an aggressive 
style of play that always keeps the pressure up high.

baTTlefield 1
Flinging the action back to WWI was an inspired 
decision. Demanding multiplayer matches offer a mix 
of depth and immediately gratifying pleasures. The 
single-player stories see developer DICE hone its 
storytelling chops, creating a fantastic package.
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i am seTsuna  
JrPG superfan matthew Pellett doesn’t 
want to let go of the good old days
When it comes to JRPGs, the more menus the 
better. Forget all this real-time battle nonsense 
(the Wait combat mode in Final Fantasy XV was 
clearly designed with me in mind), I want turn-
based or ATB fights, y’hear? PS1 marked the final 
days of the genre’s Golden Age, which is why this 
cute throwback channelling Chrono Trigger and 
Final Fantasy IV is PS4’s clear JRPG of choice.

final fanTasY Xv 
Jen simpkins is happy to take these “lads 
on tour” home to mum
Whether you’ve waited your whole life – okay, 
a decade – to meet them or simply picked ‘em 
up on a whim, these four boys are keepers. The 
latest instalment of the legendary JRPG is an 
opportunity to fight, fish and flambé with Prince 
Noctis and pals on an unforgettable road trip. 
The main tale’s haphazard but it’s the memories 
you create along the way that matter.

We dive into ps4’s library for gold. 
This month: JRpgs
P I C K  # 1

P I C K  # 2

P I C K  # 3

FoRGeT All ThIS ReAl-TIme 
BATTle NoNSeNSe – I WANT 
TuRN-BASed oR ATB FIGhTS.

■ There’s real joy to be felt in looking through blond buddy 
Prompto’s impromptu (imprompto?) group pics at the day’s end.

bubbling undER  

alternative picks

diGimOn sTOrY  
cYber sleuTh
massive child ben Tyrer loves the bizarre 
nostalgia of this madcap story 
There are many reasons why this ode to insanity 
is memorable, but the quest where you fight a 
digimon which is controlling an air-conditioning 
unit is probably the standout. While I won’t 
pretend the mechanics are original, the bonkers 
storylines make this a must-play. You’ll have no 
idea what’s going on and love every second of it.



4
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Battlezone
The headset’s most complex treat hides fiendish 
systems under the minimalist glow of its art style. 
Looking for hours of smooth, satisfying tank warfare? 
If you’re strong of stomach, you’ll find it in the 
immersive cockpits, roguelike campaigns and co-op.

7

8

DrivecluB vr
Sorry, racing wheels: this is the now the best way to 
get fully immersed in a driving game. Glossy visuals 
and drift-happy handling (sick bags recommended 
– mind the interior!) ensure you’ll swear you can smell 
rubber burning. Free-ride Cruise mode is a highlight.

rise of the tomB raiDer
The only reason VR Lara hasn’t climbed higher? 
This is a relatively small portion of her newest PS4 
smash. But what a deliciously emotional portion, 
serving up nostalgia aplenty in a fully-explorable 
Croft Manor. Tomb Raider veterans will love it.

keep talking anD  
noBoDy exploDes
Who knew bombs could bring people together? With 
one headsetted Defuser, and as many Experts as you 
can fit around a 23-page manual, no other VR game 
comes close for inclusive, endless multiplayer fun.

thumper
Make no mistake: the brave chrome beetle gave Rez 
a run for its money for our top spot. Hurtling down 
a violently kaleidoscopic track, pounding notes and 
scraping round corners is exquisitely tough – and the 
manic magic is enhanced and perfected in PS VR. 

rigs: mechanizeD comBat 
league
Mech-suited, shooter b-ball where you dunk yourself 
through the hoop? It might sound goofy, but it’s PS 
VR’s most elegant team sport. Potential nausea 
aside, this is the future of competitive gaming.

2

joB simulator:  
the 2050 archives
The distant future; the year 2050. The 9-to-5 is 
history, so this hilarious sim lets you simulate your 
wildest, funniest grafting dreams of chucking eggs 
at punters and photocopying your own brain.

9

Batman: arkham vr
Not only is the training mission an unparalleled 
exercise in wish fulfilment (Wayne Manor! The 
Batcave! Batarangs!) but the defiantly sharp, if 
short, campaign is the epilogue to Arkham Knight we 
needed and deserved. Bats off to you, Rocksteady.

5

WayWarD sky
Shepherding young Bess through a candy-coloured 
world in the clouds is made nausea-free and 
constantly fresh by this puzzler’s innovative controls. 
Switching from third- to first-person perspective is 
a clever twist, making this one of PS VR’s sweetest.

103

heaDmaster
A different kind of football game, courtesy of PS VR. 
It’s your motion-tracked head, not your thumbsticked 
feet, doing the goal-scoring… in a rather wacky and 
dystopian Football Improvement Centre. Arcadey 
target-thumping fun and a wonderfully bizarre story.

tumBle vr
With its sassy robot, pinpoint-accurate motion-
tracking and block-stacking brainteasers, the virtual 
reality version of the PS3 physics puzzler is utterly 
absorbing. Multiple modes including lasers, mines 
and ticking timers make it PS VR’s smartest entry.

playstation vr WorlDs
The demo disc that ate all the other demo discs and 
absorbed their power. This impeccably crafted (but 
occasionally puke-inducing) five-game variety show 
has you pull off heists and go face-to-face with 
sharks in some of VR’s most immersive experiences.

the playroom vr
No-one can resist a freebie, least of all when it’s this 
adorable. The Playroom robots return in a multiplayer 
mini-game collection designed for all, besting many 
premium titles with its quality. (Play ace platformer 
Robot Rescue; pray for a full-length sequel.)

tethereD
Fuzzy-eared Peeps might look harmless, but they’re 
populating a strategy game that can prove teeth-
grindingly tense. As their spirit guardian, you order 
Peeps to fight monsters, build taverns and scavenge 
resources. Surprisingly robust and cuddly to boot.
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the virtual reality hits you have to play 

ps vr hall of fame
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rez infinite
Fifteen years after the original’s release, the psychedelic rhythm 
rail shooter has achieved its final form. In PS VR, creator Tetsuya 
Mizuguchi’s vision becomes reality, the glittering polygonal trance-
world and pounding techno inspiring total synaesthesia within you. Its 
crowning achievement? New level Area X, powerful enough to bring 
players to tears. Deserving of its name, this is a truly timeless title.



Final Fantasy X/X-2 HD 
RemasteR
Two examples of JRPG royalty, lovingly 
restored to their former glory for your 
portable pleasure. Their new touch 
controls are – gasp! – a welcome addition. 

GRavity RusH
Use a gravity-defying cat to break the 
laws of physics and zoom across the 
skies of a floating steampunk city. With 
stylish comic-book looks and a sassy 
heroine, this is a rush to remember.

metal GeaR soliD  
HD collection
Two of PlayStation’s finest adventures 
scale down beautifully, with enough 
cutscenes to fill a transatlantic flight. 
Even less excuse not to play, then.

cRypt oF tHe 
necRoDanceR 
Take Guitar Hero and Spelunky, then 
whack them in a blender. You’ll get this 
gem, with its addictive soundtrack and 
moreish rhythm-action monster-slaying.

peRsona 4: GolDen
This thoughtful and unique JRPG epic 
gives you another stab at high school  
– only this time with intrigue and 
superpowers instead of nerves, acne  
and an unpredictable vocal register.

2
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spelunKy
With more than a subtle nod of its fedora 
to a certain whip-wielding Dr Jones, 
Spelunky’s procedurally generated 
dungeons and platformer/roguelike 
mashup shines brightest on PS Vita.

10

steins;Gate
This mind-bending, tongue-in-cheek 
visual novel takes something as simple  
as a mobile phone and turns it into a time-
travelling extravaganza that’s fit to 
bursting with comedy and drama. 

velocity 2X
A ludicrously enjoyable puzzle/platformer 
hybrid that should come with a health 
warning. So joyous is the side-scroller’s 
twin-stick teleporting, there’s a danger 
you’ll smile your face clean off the bone.

4

Downwell
There’s an engrossing simplicity that 
powers Moppin’s surprise hit. All you can 
do is move left and right and fire your 
gunboots, yet hours later, we still can’t 
turn it off. Fair to say it’s gone down well.

uncHaRteD:  
GolDen abyss
Drake proves he’s just as adept at 
adventuring on the go. A prequel story 
plump with classic jungle action, and 
crammed full of typical Uncharted charm.

Hotline miami 
Part puzzler, part top-down  
murder-‘em-up that’s as brutal as almost 
anything else on PlayStation. It’s hard but 
never frustrating, with instant restarts 
and lightning-fast gameplay.

6

8

littlebiGplanet
Sackboy’s back, smaller but just as 
lovable as ever. His platforming antics 
work perfectly on Vita, and the new 
control inputs complement the level 
creator brilliantly. Also: d’awwww.

supeR meat boy!
The new music doesn’t match up to the 
classic tunes, but Meat Boy’s long-
awaited PlayStation debut is the finest, 
fleshiest twitch platformer of all. An 
essential, thumb-destroying masterpiece.

5

7

Rayman leGenDs
Rather than losing its lustre on the  
move to PS Vita, Ray’s second slice of 
sumptuous side-scrolling is even better 
on handheld. Touchscreen gestures make 
this fine platformer all the sweeter.

3
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YOUr EVErY NEED FOr ON-thE-gO gOODNESS 

 pS VItA hAll OF FAmE
teaRaway
Peerless crafty platforming from Media Molecule, 
this time using PS Vita’s raft of touchscreen/
touchpad controls to surprise and delight you in 
new ways for hours on end. Full of whimsy, charm 
and enough personality to put most games to shame, 
Tearaway’s papercraft world remains Vita’s most vibrant title. 

retrostation



Parting sh t

The Jackson (high) Five
GTA: Vice City creates a magic musical moment

Celebrating PlayStation’s finest moments

Look, it doesn’t matter how 
many times you shove those 
DNA results in our face.  
We can assure you young 

master Jean is not our offspring. 
To put it in less delicate terms… 
THE KID IS NOT MY SON! Ah, 
Michael Jackson’s Billie Jean. Is 
there a more instantly hummable 
tune that so perfectly embodies 
’80s carefree excess? The answer 
is no. Primarily because Grand 
Theft Auto: Vice City says so. 

The work that goes into GTA’s 
soundtracks is legendary. The 
Houser brothers aren’t just 
cinema savants, they also have an 

encyclopaedic musical knowledge. 
And more than any other entry  
in the series, it’s Vice City which 
proves just how adept Rockstar is 
at injecting the perfect song into  
a seemingly random moment.

Of course, when Tommy Vercetti 
enters his first vehicle in the 
game’s opening mission, there’s 
nothing in the slightest bit random 
about the track selection. 
Unbeknownst to the player, and 
regardless of the time of day or 
type of motor – be it a Faggio 
scooter or a sporty Banshee – 
Billie Jean is always the first tune 
to pop up as you take that initial 

cruise down Ocean Drive. Psst, it’s 
way better listened to on a bike. 
After all, it’s just not the same 
unless Tommy’s Hawaiian shirt  
is fluttering in the breeze. 

That’s the real genius of hearing 
Billie Jean as your first Vice City 
song: its pre-plotted ‘randomness’ 
creates a perfect introduction to 
Vercetti’s sunkissed sandbox. Too 
bad it’s so bloody hard to recreate 
that moment today. The PS2 
Classic port that’s now available  
on PS4 had Billie Jean removed 
due to licensing issues. Still, at 
least no-one will ever be able  
to identify that sprog’s pop. ■
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resident 
evil

A cracking 
moment as 
Umbrella’s 

canines stop 
at nothing to 
chew on our 

bones.

Next 
month

the elder 
scrolls v: 
skyrim
Yodelling as 
we got to 
grips with the 
Greybeards’ 
Dragon 
Shouts.

last 
month
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