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A closer look at all of the best games on the horizon
Welcome

Far Cry always takes 
me baCk to the summer 
oF 2006. The curtains are 
drawn to shut out the sun, 
Metallica’s Black album is on 
repeat (and the stereo is loud, 

it’s oh so loud), and I’m making what feels like an 
endless stream of mediocre multiplayer maps in 
Far Cry: Instincts with a few of my closest friends 
– yes, I also owned an Xbox back then; what can I 
say, I was young and foolish. 

Every time Ubisoft releases a new entry to 
the series there is this little part of me that hopes it 
will recapture that same magic that I encountered 
that summer. They never do, of course; such is 
the power of nostalgia. But still, there’s something 
to be said for what the recent games have been 
able to achieve. Effortlessly capturing a feeling of 
powerlessness in a tropical paradise; first-person 
shooters that give you an incredible array of 
weaponry before putting you up against wickedly 
smart foes, pushing you to use the environment 
and lightning fast reflexes to come out unscathed. 

Ubisoft has made a lot of changes to that 
all too familiar formula for Far Cry 5, but there’s 
still something about it that has caught my 
attention and just won’t let it go. The opportunity 
to bring a little anarchy to the USA is an interesting 
proposition, as too is the chance to enjoy a more 
fully formed co-operative experience across the 
incredible and varied space that the studio has 
engineered. Its story feels bold and the mission 
design would seem to indicate that the publisher 
has learned the right lessons after the failings 
of Ghost Recon Wildlands. Far Cry 5 isn’t what I 
expected it to be, and perhaps that’s for the best. 

If you swipe straight to Page 14 you’ll find our 
final verdict on the game ahead of review, following 
our opportunity to spend a few hours with the 
game. Hopefully it will give you a better sense of 
what to expect and what has changed before you 
pick it up for yourself. With the game releasing 27 
March, it’s going to be the first major triple-A FPS 
game of the year. 2018 promises to be a huge year 
for the genre, and it all starts here with Far Cry 5. 
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It’s almost time for us to saddle up for the 
adventure of a lifetime. 

Red Dead Redemption 2
You could almost hear it. 
If you listened real carefully, 
you could just about catch a 
harmonious shriek of terror 
on the wind, exploding out 

of the offices of Activision, EA and Ubisoft. 
Rockstar just set the official release date of Red 
Dead Redemption 2 in stone, and it has sent the 
autumn release window into chaos. While this 
is a spot that’s usually reserved for the Call Of 
Dutys, the FIFAs, and the Assassin’s Creeds of 
this world, no sane publisher would want to go 
head-to-head with a Rockstar release. Right? 

On 26 October 2018 we will receive Red 
Dead Redemption 2. It’s been close to eight long 
years since the original launched on PS3, and 
from everything that we have seen so far it does 
indeed look truly incredible. But we’ve come to 

expect nothing less from Rockstar. No other 
open-world sandbox game has even come close 
to replicating the majesty of GTAV – sorry Mafia 
III – and we are expecting Red Dead Redemption 
2 to have a similar impact. 

Hell, you’ve seen this thing in action, 
haven’t you? The open world environment being 
shown off is mind blowing. The attention to 
detail throughout is practically unprecedented, 
with Rockstar clearly firing on all cylinders as it 
uses the extra power afforded by the PS4 Pro to 
deliver onto us something very special indeed. 
And yet, while we are excited to see more of this 
world – to see its ecology and various biomes 
– what we’re really getting hyped over is the 
multiplayer of all things. 

GTA Online has been a huge success. It’s 
bigger, more populated, and more vibrant than 

anybody had ever anticipated. You better believe 
Rockstar will be going all in with the multiplayer 
of RDR2. The rumours are already starting to 
swell, of course. An expansion of the free-roam 
and bounty systems, last seen in 2010’s RDR, 
feel expected, although word that Rockstar 
could be investing in a Battle Royale mode has 
certainly captured our attention. Last player 
standing deathmatch set out across the old 
west? You have no idea how badly we want that. 

What we are trying to say then is that Red 
Dead Redemption 2 is coming this October and 
it is going to be something truly special. The 
countdown to release starts now.

Red dead Redemption 2 is coming from 
Rockstar Games later this year. Find out more 
here: www.rockstargames.com

PS4

preview        ReD DeaD ReDemption 2        ps4

eta 26 october 2018              pub rockstar studios              dev rockstar games

  While it’s disappointing that 
Red dead Redemption 2 has been 
delayed until october, we are certain 
it’ll be worth the wait. there’s no point 
rushing Rockstar – the studio knows 
how to make one hell of a videogame!



What makes this game great?
Rockstar is taking everything it has learned 
from GTA V and applying it to this

It’s a prequel to 2010’s Red Dead 
Redemption, and we are HYPED

Red Dead Redemption 2 is going to feature a 
huge and dynamic open world

Rumour has it a Battle Royale mode will 
be appearing in the multiplayer
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What makes this game great?
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preview        Insurgency: sandstorm        ps4

Co-operative focused, Insurgency is all 
about team-work and tactics. 

Authentic military combat makes its way 
to PS4. Insurgency pulls no punches.

With no bullet spread or reticule you’ll need to 
forget everything Call Of Duty ever taught you.

It’s certainly punishing, but it is also 
hugely satisfying to emerge victorious. 

When we caught up with New World Interactive this time last year the team 
excitedly revealed that the eagerly anticipated sequel to 2014’s Insurgency 
would include a story campaign – a first for the series that first began life 
as a Half-Life 2 mod in 2007. That, we’re now told, will no longer launch 
alongside Insurgency: Sandstorm, if it does at all. 

“As a team we have decided to make some shifts in the direction of 
Insurgency: Sandstorm,” says lead game designer Michael Tsarouhas. “To 
start, the single player and cooperative story has been cancelled for release, 
and will be considered again at a later date. This is due to its high production 
requirements and our commitment to deliver to our fans in 2018. The story 
was a very exciting and new opportunity for us as a team, but we felt we had 
to make a choice.”

“At this moment it’s more important to us that we deliver a full multiplayer 
and coop experience that improves on Insurgency; one that is true to our 
style and what we feel we do best. We know to some of you this decision may 
be unexpected, and we’re sad to share this news, but this was a shift our 
team felt we needed to make.”

While we were impressed by what we had seen and heard of the ambitious 
campaign – in which you play as a woman who is enslaved by radical 
insurgents in Iraq, supporting up to four-player co-op and featuring incredible 
audio/visual design – we are ultimately happy to see the studio put its full 
attention back into the core multiplayer experience.

shift in focus



Hands-on with 2018’s most 
intensive military shooter

In many respects, Insurgency: 
Sandstorm feels like the direct 
antithesis of the Battlefield 
multiplayer experience. For 

one of these titles, the oft-shouted phrase ‘Play The 
Objective’ has become something of a running joke 
in the community – with players largely accepting 
that the vast majority would rather engage in a 
thinly veiled Team Deathmatch variant over working 
together in any obvious fashion. For the other, it’s a 
creed that runs to the very core of the game’s theme 
and composition – where doing anything but playing 
the objective is the fastest route to frustration. 

Insurgency: Sandstorm is a challenging military 
shooter that feels inspired by the glory days of the 
genre. It pushes players to remember the majesty 
and difficulty that could so often be found intertwined 
in the earliest Tom Clancy’s Ghost Recon and 
Operation Flashpoint games, updating it for the 
modern era in an Unreal Engine 4 extravaganza 
that’s punishing to play as it is beautiful to behold.

Developer New World Interactive has taken 
that formula then and expanded it; Insurgency: 
Sandstorm shines in its co-operative modes, 
an excellent showcase of how objective based 
gameplay can indeed be directly reinforced through 
mechanics and systems. High lethality keeps 
players in constant communication, pushing forward 
towards capture points through the modern warfare 
inspired locales as a single unit. The distinct lack of 
weapon spread and crosshairs ensures that shots 
need to be placed delicately – the bullet goes where 
the barrel of the weapon is pointed – while limited 
ammunition and no discernible HUD will quickly 
push you to make sure that every time that trigger is 
pulled it will count for something. 

Insurgency: Sandstorm is interesting in so much 
as its different to the shooters you’ll currently find on 
console. While it’s a far cry from your arcade FPS 
games, the likes of Overwatch and Counter-Strike, it 
isn’t quite a simulation shooter either, veering away 
from the impenetrable systems of Escape From 
Tarkov, SWAT 4, and ARMA III. Instead, Insurgency 
falls somewhere in-between the two popular sub-
genres, existing as a willing alternative for those 
looking to walk away from a challenge without a 
bloodied nose. 

We went hands-on with Checkpoint, a 
co-operative mode which saw us teaming up with 

PS4

  The studio is eager to show 
of the console port of Insurgency: 
Sandstorm. It’s confident that it 
has a handle on converting its high 
lethality combat and realistic gun 
control to the game pad, though we 
are yet to experience it for ourselves.
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six other members of the industry in an effort to 
take back enemy-controlled locations on the TOWN 
map (which some of you may be familiar with from 
Insurgency’s time as a Counter-Strike mod back in 
the day) to, eventually, destroy important ordinance 
with an IED. One or two hits and you’re down; with 
no medic class to speak of and no direct respawn 
system, it forces you to be wary of your movement 
and tracking – with players only returning to the 
field should you hold down a checkpointed area or 
successfully defend one from assault by the smart 
enemy AI. 

Pushing slowly up over a bridge, across an open 
space, or through claustrophobic backstreets is a 
consistently tense affair – really, just about any area 
where death can (and often does) manifest itself 
from all sides with an AK47 in hand. Hearing the 
pepper of gunfire across cover – the shriek of team-
mates being flanked – never failed to get the blood 
pumping, with the squeeze of the trigger feeling as 
powerful as it did delicate. 

Insurgency: Sandstorm is an intense 
experience that barely let up during our time with 
it. Air-support and vehicles are limited, and so 
the emphasis is placed on doing the best with 
what you’ve got – you’ll have an opportunity to 
tinker with your loadout after you die, though 
attachments and ammunition variations will only 
make so much of a difference here. The biggest 
change to get your head around is the lack of 
any distinct weapon meta, the learning curve 
extending little father than managing the recoil 
and figuring out the curvature of your bullets; this 
is a game where team work is essential, where 
the difference between success and failure can be 
decided in a split second. Insurgency: Sandstorm is 
a promising FPS in its starring co-operative mode, 
how its tight play transitions not only to console 
but to the larger-scale 16-verus-16 objective-
based skirmishes being teased will likely define its 
longevity in the market. But for now you’ll want to 
keep your eye on any opportunities to get into the 
Alpha or Beta (we’re told they are ‘coming soon’); 
it’s seriously worth trying this one out for yourself.  
There is nothing else like it on PS4.

Insurgency: 
sandstorm

ETA 2018              Pub focus home interactive              dEv neW World interactive

InSurgEncy: SAndSTorm is coming from 
the team at New World Interactive. Find out more 
here: www.insurgency-sandstorm.com/en



Change affects us all, 
even if you’re a badass 
demigod

God Of War
God Of War is back this year, 
and it’s breaking new ground for 
Kratos. While retaining the iconic 
essence of the series, Santa Monica 
Studio has updated every aspect for 

the latest instalment. Moving from Greek to Norse 
mythology, we’ll experience brutal battles while hacking 
and throwing the Leviathan Axe in a freshly redesigned 
combat system that integrates both Kratos and his 
son, Atreus. Following Kratos’s uncontrollable rage 
in previous titles, God Of War reveals his (somewhat) 
restrained side as he juggles his paternal instincts, 
keeps his emotions in check, and faces a combination of  
terrifying new threats. 

Unaware of his demigod father’s past and his own 
true nature, Atreus will be deeply embedded in the 
narrative of the new title. As the years have passed, 
Kratos has matured, marking Santa Monica Studio’s 
choice to develop a deeper, more emotionally charged 
story for players to unravel. Atreus, however, is far 
more than just a helpless companion. Proving his value 
through translating runes and solving puzzles as  
well as complementing Kratos during combat, we’re 
bound to get as attached to him as his father is. 

We’re excited to be reunited with Kratos and sink into 
the new story that Santa Monica Studio has so delicately 
weaved. It’s been a long time coming, and we won’t have 
long to wait to experience it for ourselves now. 

God of War is the latest project from the talented folks 
at Santa Monica Studio. Find out more here: godofwar.
playstation.com

ETa 20 April 2018              Pub Sony 

dEv SAntA MoniCA Studio

PS4
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preview        GOd Of War        ps4

SCArS FroM the pASt 
The new God Of War marks a number 

of changes, one of the most notable 
being the absence of the Blades 
of Chaos. Formerly seared to his 

flesh, the blades enabled Kratos to 
annihilate gargantuan enemies in 

previous instalments of the franchise. 
Here we see him adjusting his 

bandages – a reminder of his violent 
past – while he attempts to control 

his rage in the new Nordic Realm.

“While retAining the iConiC 
eSSenCe oF the SerieS, 
SAntA MoniCA Studio hAS
updAted every ASpeCt in 
the lAteSt inStAlMent”
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ChAnge iS diFFiCult, 
yet neCeSSAry 

While Atreus’s scarred face and bow 
are telling of his experience in combat 

alongside his father, he is blissfully 
unaware of a few glaring details about 
Kratos' former profession and what it 

means for his future. Atreus will  
be struggling with his true nature in 

God Of War as he begins to realise 
that he is more than a mere mortal. 
Kratos has a lot of explaining to do 

and his son’s reaction to the news will 
undoubtedly impact their relationship.

expeCt thiS to be A 
lengthy Adventure 
Kratos has emerged from his dark and bloody 
past laden with the new challenge of protecting 
his son. Consequently, Santa Monica Studio 
has improved the gameplay and combat to 
reflect this new relationship, providing us with 
more depth than we’ve ever experienced in a 
God Of War game. As always, we can expect 
epic and violent action, although this time it will 
be anchored to a richer emotional narrative – a 
development that will, should you believe the 
studio, span an estimated 25 to 35 hours.  



Everything you need to 
know about Deck13’s 
sci-fi Souls-like

The Surge 2

Wait, which one is The Surge again?
The Surge is developer Deck13’s action-RPG that 
released in May of 2017. It’s heavily inspired by 

Dark Souls, taking the uncompromising action into a science-fiction 
world filled with futuristic exoskeleton suits, robotic enemies, and 
supercharged human combatants to decapitate in a number of 
gloriously gruesome ways. 

What’s the sequel doing then?  
Deck13 is doubling down on the elements fans gravitated to in the 
original while simultaneously expanding the scope of its ambition. 
Combat is going to be more brutal and tactical than before, 
upgraded to give you a chance against an array of diverse and 
punishing new enemies and bosses. 

So it’ll still be super gory then?
It absolutely will be. The Surge 2 is overhauling its dynamic limb-
targeting system, which lets players focus in on specific body parts 
to deal maximum damage against foes, while a suite of all new 
exoskeleton suits, weapons, abilities, implants and drones will 
help showcase the more fully formed character progression and 
customisation systems. 

Do we know where it is set? 
An all-new environment is on the cards, with Deck13 eager to let 
us suffer in someplace entirely unfamiliar. The studio is reportedly 
pushing the FLEDGE engine with this one, introducing more 
ambitious and complex level design as it tackles a sprawling and 
devastated city as the backdrop to The Surge 2’s chaos.

Okay, so when is it coming out?
While the studio hasn’t set an official date, it has confirmed that it is 
shooting for a loose 2019 window for PlayStation 4.

The Surge 2 is the latest Souls-like from the folks at 
Deck 13 and Focus Home Interactive. Find out more here: 
www.deck13.de

eTA TBC              Pub FoCuS HomE               dev DECk 13

PS4
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preview        Surge 2        pS4
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Fire, Fury
and Farce

As we get our finAl And extended hAnds-on test with Far Cry 5 we explAin its core Attributes And 

gAmeplAy modes And explore why it’s reAlly not As politicAlly chArged As you might hAve thought
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F ar Cry 5 is launching with a lot 
of attention on it for a number 
of reasons. It’s the first triple-A 
release from one of the major 

studios this year, it’s the fifth game in a long-
running, much-loved series that stands a chance 
of breaking really big, and it appears to be priming 
itself to take on some serious modern societal 
commentary with its setting and enemies. 

With all of that weighing on it, there’s 
been a lot of talk about how and why Far Cry 
5 is approaching its mechanics and missions, 
but little on how. That’s what we wanted to 
concentrate on with our last hands-on ahead of 
review; this is our final verdict before Ubisoft’s 
opening release of the year. 

We’ve had a few chances to play the game 
over the last few months and enjoyed much 

of what we had played, although we always 
felt that we left with a lot of questions yet 
to be answered. This time we wanted to try 
and answer as many of those as possible and 
hopefully put to bed any concerns we might 
have had about the game’s approach to its story 
and mission structure. We wanted to see what 
it would be like to play aimlessly – which, when 
you think about it, is really what playing a good 
sandbox game should be all about. 

What we discovered in Far Cry 5 was a game 
that seems well-primed to offer a lot of different 
styles of play. One that appears to embrace the 
absurdity of its premise in a way that is far less 
grim-faced than we had ever anticipated; a game  
that, while still having some underlying issues, 
should be exactly the kind of shooter we need to 
carry us through the spring.
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16   

our overriding feeling after a few hours of playing Far Cry 5 was ‘this 
really isn’t as dark or heavy as we were expecting’. in actuality this game 
isn’t a damning indictment of modern us politics or even a digitised 
version of Deliverance. if we were looking for a cinematic equivalent right 
now, we would say Far Cry 5 has more in common with Smokey and The 
Bandit. And you know what? we’re actually kind of relieved about that. 

relieved because while the predominant talking points around the 
game have been its depiction of extremist political and religious fanatics 
taking over a small town in montana, the reality of the experience 
in gameplay terms is about setting up a big baddie that you can feel 
justified and remorseless about blowing up and peppering with bullets. 
perhaps we should have picked up on that earlier on in the build up to 
release, but as we were dropped into the middle of the game with a star-
spangled assault rifle in hand, it became rather difficult to seek for deep 
political polemic or even satire in this game’s setting.

no, Far Cry 5 is a pure action experience at heart. it’s a 
playground for living out your wildest action fantasies and, thanks 
to even more open-ended and connected design, it can live up to 
that promise better than ever. 

over an extended period of play, the structure of Far Cry 5 feels 
pretty loose. while the missions are clearly marked as primary and 
secondary in your menu, you’re not going to feel the pressing weight 
of keeping up with the main thread of story with every passing minute. 
As you pass through settlements and clear outposts for the resistance 
you’ll pick up challenges and errands from the civilians you meet. 
there are a ton of characters too, all with really nicely rounded-out 
backstories, giving hope county, montana a far more complete and 
believable sense of place and time than some of the previous far cry 
titles. while tonally it may not take itself as seriously as we might have 
thought a while back, the attention to detail and depth of attention being 
paid to building this world has not been lacking.

And so you go out on little bandit runs against eden’s gate, pinching 
back fancy cars and trucks, driving them through roadblocks and 
picking off stragglers. when it’s at its best, Far Cry 5’s many challenges 
feel like wonderfully orchestrated and escalated action set pieces. when 
it doesn’t quite come together it can feel rather samey, but there are 
enough options in how you approach something like an eden’s gate 
outpost that you need to liberate (which is a recurring objective through 
the game) that you should be able to keep it interesting for yourself as 
you play.

the cultists actually offering a fairly aggressive response to your 
presence in the game helps this. some can be bullet sponges for your 
attacks, which means you’ll need to consider how you take them out 
and in what order (unless you’re the spray and pray kind of player, which 
is just fine). if you can clear an outpost without raising an alarm then you 
earn bonus rewards, but even if all hell breaks loose it’s a great excuse 
to try out some proximity mines on the pathways leading into the base.

the real joy of playing Far Cry 5 comes from the combination 
of everything else and the way in which it can reward aimless 
exploration and curiosity. going on a hunting expedition through the 
woods, going fishing for a little while, stealthing your way through a 
base, picking off enemy vehicles and freeing the kidnapped people 
within, chasing down fuel trucks, taking to the skies in a plane and 
dropping on the enemy… the list of things to do goes on and on. 
perhaps Far Cry 5 demands that as players we bring a little bit more 
self-motivation to keep doing those things than other games, and 
perhaps it doesn’t lead you by the hand to give you some sense of 
direction and urgency, but we think that might be for the best.

we’re still not sure that hope county, montana offers the most 
exciting and varied location in the recent series’ lifespan, and we think it 
might feel a little repetitive from time to time, but this is peak far cry for 
inciting aimless action and chaos.

Putting the fun
in fundamentalism

16  |



the main story missions and side quests 

of Far Cry 5 offer hours and hours of 

interest, but as you would expect and 

demand from a sandbox game like this 

one, that’s not the end of the list of things 

you can do. one of the things we became 

quite engaged with was the quantity and 

variety of other distractions and bite-size 

activities we could put our mind to. there 

are the organised activities like fishing and 

hunting, for instance, which can take up as 

much or as little of your time as you want. 

you also have some racing challenges, and 

these we were pleasantly surprised by.

we’re actually not the biggest fans 

of racing missions in sandbox games – 

invariably, the driving mechanics tend to 

pale in comparison to dedicated racing 

titles, and as such they can feel like rather 

cheap imitations, eating up time we could 

be spending shooting things. in Far Cry 

5 you have what appears to be a series 

of stunt racing circuits inspired by the 

fictional stunt driver clutch nixon. these 

rather mad courses involved jumps, 

tight corners and seemingly driving a 

car that’s on fire through water-spouting 

checkpoints. they’re a good laugh and can 

be played as co-op multiplayer challenges, 

too, if you fancy.
out in the world, just driving around 

on the streets, you can engage in the  

free-form challenges of hostage vans  

and fuel trucks, picking off the drivers 

and helping out the population as a result. 

these are great places to look at unlocking 

in-game milestones to earn tokens for 

new perks. 
Far Cry 5 keeps feeding back in on 

itself to reward your exploration and to 

reward you changing up your approach 

from time to time.

action 
distractions

n We have to say, we felt the game played 

at its best in stealth situations, but more 

often than not a mistake or misplaced 

guard is all it takes for things to turn into 

mayhem, and that’s not so bad either.
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the ecosystem of Far Cry 5 is very 
impressive. it’s been pretty good for 
some time – and we have to imagine 
that working on Far Cry Primal has really 
helped to give the development team a 
better handle on the experience. As a 
result there’s a wonderful use of wildlife 
in this game. while the fangs for hire 
mechanic (which we discuss elsewhere in 
this feature) allows you to tame and then 
call upon a menagerie of animals, giving 
you some interesting tactical options, 
meeting animals out in the world can be an 
interesting challenge.

the presence of bears is probably 
the most intimidating challenge you 
have in front of you, although we found 
the wolverines to be among the most 
surprising and terrifying animals to 
encounter. they may be small, but like 
the headcrabs in Half-Life, they leap 
around at pace and can be hard to lock 
in your crosshairs. elsewhere there are 
feisty bulls who won’t think twice about 
charging towards you, wolves prowling 
the hillsides, vultures circling in the skies 
and so much more. And each will not only 
interact with you, but each other and your 
enemies. sometimes walking around this 
landscape can feel like you’re in the midst 
of an episode of Planet Earth with the great 
david Attenborough. only, you know, with 
really big guns. 

Far Cry 5 is a game best shared from what 
we’ve experienced of the game, and we don’t 
just mean that it’s best played in co-op. it’s also 
best experienced by taking advantage of the 
guns for hire and fangs for hire mechanics 
of the game.

guns for hire is a really fun way of 
enhancing and augmenting your experience 
moment-to-moment as you hire npcs you 
meet in the game world to assist you out in the 
field. these temporary squad members each 
have specialities, whether that’s as general 
soldiers, range snipers or perhaps even a pilot. 
each might be better suited to a particular type 
of mission or just open up new options for how 
you approach. for instance, having a sniper 
with you and positioned in a good vantage point 
can be very handy for a stealth approach as 
you sweep through a base and pick off enemies 
with melee kills. conversely, if everything 
starts to go bad, having a pilot on call who 
can offer air support could turn the tide of 

a mission going south. everyone you hire 
through the game appears to remain on call 
so you can have them join you out and about. 
And, of course, the same goes for the fangs 
for hire, which is your list of tamed animals 
who can offer support, from the always-handy 
pooch to the scarily effective bear.

but, activate friends for hire and you can 
have a real-world friend join you through he 
entire campaign. this is also a fantastic way 
of enhancing the experience. now you have 
real control over how you want to approach 
the game, communicating in more detail, 
mapping out areas together and splitting up to 
give you multiple angles on a situation. with so 
many weapons and vehicles at your disposal 
and every possible approach available to you 
in co-op, the potential for causing absolute 
mayhem with a friend is very high indeed. Just 
as having the Ai can help freshen up a mission, 
having another player cover your back just 
feels like a more complete way to play.

a Wild World

teaming uP
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one of the simultaneously controversial 
and popular decisions made by ubisoft 
montreal with regards to changes for 
the far cry series in this release was the 
dropping of towers and a mini-map in 
the game. the intention, as the team has 
explained on multiple occasions, was to 
make the game feel a little more open 
and force us, as players, to get a little lost 
from time to time so we can figure things 
out for ourselves. As we’ve experienced 
it, this is both a success and annoyance in 
different places. losing the towers as a 
means of opening up the map is definitely 
an improvement, as this is more or less 
replaced by just talking to the population 
and taking on missions. that feels much 
more immersive and organic than before. 
meanwhile, in structural terms, the eden’s 
gate bases now offer some of the challenge 
and engagement that these towers would 
have done before. so, they may not offer 
the same reward as before, but there are 
still spots of high-intensity combat and 
infiltration to get involved with. 

the mini-map removal is a little 
more mixed in its results. getting from 
A to b in a large sandbox like this can 
sometimes be the only thing we’re 
interested in, and having to jump back 
and forth from the main map to the game 
in order to place a waypoint to activate 
our gps directions (which are themselves 
a little heavy-handed visually) became 
a bit of an annoyance. thus far though, 
in the balance of things, we’d call the 
approach a success.

Pillars in 
our mind
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Chucklefish CEO and designer Finn 
Brice is contemplating the “beginning 
of a pushback,” as we start discussing 

gaming culture, and the way that Chucklefish 
has been offering something nicer, lighter, more 
wholesome to gamers since its inception in 2011. 
“People want to reclaim games as something fun, 
something nice, something to connect with.”

“The response to our titles seems like a 
direct contrast to all the cynicism around [games] 
media out there at the moment,” continues Jay 
Baylis, artist at the studio. “There has almost 
become a wholesome culture that’s cropped 
up around our games. Around Stardew Valley 
particularly, you’ve got this community that’s 
intentionally trying to be lovely and friendly and 
helpful to reflect the values of our game. It’s 
something that’s clear on the Switch too – it’s a 
fun, family console where people want to help 
and play with each other. There’s a tangible 
demand for that wholesomeness.”

It’s not just true of gaming: on the internet as 
a whole, you’re starting to see a pushback against 
toxicity and a palpable shift towards the pleasant, 
the nutritive, the ethical. There are meme pages 
focused on positivity, movements based around 
supporting one another versus tearing each other 
down – and entire communities built around 
education and encouragement starting to find their 
feet in 2018. Chucklefish represents that in gaming, 
and it’s wonderful.

Looking around the Chucklefish studio, it’s 
hard to imagine anyone getting irate or frustrated 
in this environment. Nestled on the ground floor 
of a Canary Wharf office building, Chucklefish is 
an oasis of relaxed creativity, a massive contrast 

to the rest of the business district. No-one wears 
a suit. There are chibi-styled portraits of the staff 
on the walls. A dog happily lollops around the 
studio. You could, in fact, imagine the Chucklefish 
office existing in one of its own games.

It never used to be like this: once upon a time 
(well, seven years ago), Chucklefish Games was a 
remote outfit: a group of like-minded developers 
working together from their home countries 
around the world. Brice scouted out an office space 
when the publisher really began to start motoring, 
and the staff gravitated to it. 

“We’re friends as well as colleagues,” Brice 
explains. “We spend a lot of time together outside 
of work, and we’re all very relaxed around each 
other. When you’re doing something creative, that 
really helps: people feel that they can express 
themselves more, there’s less pressure. You can 
put your stupid ideas out there and instead of 
being shot down, people might actually be like, 
‘Hang on, that’s great.’”

That almost familial feeling is evident 
in the company as soon as you witness how 
they interact. During our time with the studio, 
conversations often went off the rails – from 
talking about the complexities of representing 
romance in video games to the intricacies of Lord 
Of The Rings plot holes, Yoda doing back flips in 
the Star Wars prequels, to Baylis’ deep-rooted 
aversion to all things sports, you can tell the 
17-strong London studio has a solid connection 
all built on a permeating passion for gaming. 

Chucklefish is a flat company: there’s no 
hierarchy, and when the studio comes round to 
creating a new title, it holds a week-long pitching 
session where anyone – creative, business, 
coding – can throw their ideas out to the team. This 
organic, cultural process leads Chucklefish to the 
projects that everyone feels most comfortable 
making. That’s how the studio ended up with both 
WarGroove and Project SpellBound on the cards.

Chucklefish’s next project, WarGroove, is a 
tactical RPG that’s heavily inspired by Nintendo’s 
GBA classic Advance Wars. 

It’s worth noting that we are jumping the gun 
a little bit here. WarGroove has been confirmed for 
release on other (less awesome) consoles but it is 
yet to be confirmed for PS4. That all said, we are 
confident it’ll arrive eventually, and that’s why we 
just had to tell you about it. ❱❱

After the huge success 
of stArdew VAlley 
And the AnticipAtion 
swirling Around 
project spellbound 
And wArgrooVe, PLAY 
explores whAt’s next 
for deVeloper/publisher 
chucklefish  
- one of the most exciting 
studios in the industry
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From the gameplay to the art style, it’s 
brimming with this aesthetic that we can 
only describe as ‘western Nintendo’: each of 
the game’s 12 commanders has their own 
portrait that manages to communicate so 
much personality in how they’re composed, 
and each unit type is wonderfully animated 
with a gorgeous, fluid pixel art style 
that has come to be synonymous with 
Chucklefish. “We are inspired by Nintendo,” 
explains Brice. “There’s something about 
Nintendo games that are easy to access, 
that anyone can pick up and play, and that 
influences how we make our games, too.” 

Even in the smallest parts of 
WarGroove, you can see how a 
friendly, readable style defined by 
its influences  has managed 
to get into the DNA of 
Chucklefish. In the map 
editor, dropping a unit into 
the world sees a satisfying 
thud and plume of dust 
come up, and the cursor is 
a big ol’ white gloved hand. 
All the information you need 
is presented to you via a clean, 
scannable UI. It’s all the best parts of 
what makes classic Nintendo games tick, 
modernised and repackaged for a audience 
that might never have experienced them.

Of course, WarGroove is a departure 
from Chucklefish-developed Starbound 
and Chucklefish-published Stardew Valley. 
WarGroove is the spiritual successor to 
Advance Wars, basically, but processed in 
a more cartoony way, where quality-of-life 
improvements abound.  But the studio isn’t 
just leaning on old designs – from our brief 
hands-on with the game, we’ve seen that it’s 
ambitious in its attempts to modernise the 
experience for a new audience. There are 
even plans to ship the game with a mode 
that lets players take turns against each 
other online, chess-style, for gamers that 
can’t always be online with their friends at 
the same time.

This time around, the focus is much 
more on action and skirmishing, trading 
resources for units and leading your 
troops to glory on the 2D battlefield. 
There’s no romance in the version of the 
game that will launch – though each of 

the 12 commanders does have their own 
campaign story you can play through in 
single-player with branching narratives, for 
those into Chucklefish’s bright and uplifting 
kind of storytelling.

”People have asked us if there’s 
romance stuff in the game,” laughs Baylis, 
“but there’s none of that here… though that 
said, there is a campaign editor in the title, 
and there are character portraits so…”

“There will be mods” adds Molly 
Carroll, community and marketing 
manager, laughing.

For those more interested in exploring 
the labyrinthine world of computer game 
romances, Chucklefish’s other internal 
project might be more up your street: 
referred to as Project Spellbound, the next 
game is basically Harry Potter meets 
Stardew Valley. Set in a wizarding school 
where you learn the ins and outs of low-level 
magic, the game is more focused on creating 
a world you can truly believe in than giving 
you a world-ending calamity to prevent.

Having learned from Stardew Valley, 
Chucklefish is making the world of Project 
Spellbound a priority: the team is throwing 
everything into the idea of this being a 
school. Things aren’t going to go the way 
you want first time. You’re going to make 
embarrassing mistakes. You’re going 
to mess up. You’re going to lose friends, 
alienate people, learn things the hard way. 
It all sounds a little like John Green wrote a 
Harry Potter fanfiction, and it’s incredible.

“A lot of games with romance options 
are very forgiving,” Brice explains. “We’re 
not going for that. Things are going to go 

wrong, and we don’t want you to have to 
reset the game to stop that from happening. 
We want that to be a feature. We want 
this to feel real, we want our players to 
understand how the characters in this 
game actually think and feel, and then they 
can react to that.”

Carroll explains that a lot of work 
has gone into the characters in Project 
Spellbound – Chucklefish knows that it’s 
got the pixel art setup of its world down 
(both Starbound and Stardew Valley have 
been repeatedly praised for the way the art 
elicits such a distinct sense of place), but 
with Spellbound the studio is really doubling 
down on characters. “We’ve given all the 
characters in Project Spellbound personality 
tests!” explains Carroll, “it’s actually 

unnerving how much we know about 
them.” The rest of the assembled 

studio staffers laugh at this, 
before Brice follows up 

Carroll’s comments. “But 
that’s what we’re trying to do: 

we’re trying to make these real 
characters with real motivations 

in a real world, and we want people to 
connect with that. We’re all very proud of 
what we create, and we want our players 
to share in that, live in our school for a        
little while.”

So where can Chucklefish go next? 
After the runaway success of Stardew 
Valley, the studio was very much thrust into 
the mainstream. With WarGroove due to 
drop in spring 2018 and Project Spellbound 
pending a formal announcement and 
release window, the studio has a busy 2018 
ahead… but Brice is keen to make sure 
the indie outfit never takes its eye off that 
wholesome outlook it’s championed for the 
past seven years.

“We don’t have the same kind of 
trajectory as your average studio – so we’re 
not looking to get bigger and bigger and 
bigger until we’re triple-A level. We’re almost 
a lifestyle business, to some extent… we 
just make the games we want to make. Our 
games and projects are getting much better, 
we’re honing our craft, we learn from each 
one, and in five years’ time the goal will be 
for us to be making games we love. And that 
makes us happy.”

STARDEW VALLEY
brice told us that the team 
had been inspired by the likes 
of Stardew Valley and Harvest 
Moon when it came to 
creating a world like the one 
included in upcoming Project 
Spellbound.

2011
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2015
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DEvELOPER: Coldrice Games

chucklefish Acts As both A 
deVeloper And A publisher. 

here’s whAt it’s put out so fAr
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oVERWATCh
though plans for a future 
competitive action game 
are vague, the team at 
chucklefish noted that they 
played a lot of Overwatch, and 
seemed to enjoy the seasonal 
modes like lucioball quite 
a lot, too.

fiRE EMbLEM
Artist jay baylis told us that 
the relationship between 
characters in Fire Emblem 
had been something the 
team often talked about, 
even if there isn’t a romance 
mechanic in the final build.

ADVAnCE WARS
Advance Wars has clearly 
inspired the upcoming 
WarGroove, with its tactical-
rpg elements and focus on 
factions and their units. 

2015

WAnDERLuST 
ADVEnTuRES
DEvELOPER: Yeti Trunk

2016

STARDEW  
VALLEY

DEvELOPER: ConcernedApe

2016

STARbounD 
 

DEvELOPER: Chucklefish

2017

PoCkET RuMbLE
DEvELOPER:  

Cardboard Robot Games

2018

WARgRooVE 
DEvELOPER: Chucklefish

the gAmes thAt Are inspiring the future of chucklefish
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SETUP

Welcome to the How To 
special feature where 
we’ll break down some 
of the amazing things 
you can do in gaming 

and how you can do them. We’ve more or 
less broken down the following feature into 
three sections; Play, Learn and Work. 

In Play we’ll tell you about ways of 
improving your gaming experience and 
supercharging your setup. In Learn (issue 
192) we’ll look at skills and interests you 
might be able to turn into something a bit 
more. And in Work (issue 193) we talk to 
industry veterans and experts in some of the 
key roles around the business to demystify 
how games are made and maybe inspire you 
to take up game-making yourself. We hope 
you enjoy the first part of this How To special 
and you pick up a thing or two from reading it.

The ulTimaTe guide To boosTing your gaming experience, 
learning new skills and geTTing inTo The games indusTry
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The landscape of gaming has shifted. There are 
more people than ever before engaged in interactive 
entertainment, and it’s time to rethink the way we 
handle ourselves in online communities and as 
gamers of the world. With more eyes than ever on our 
favourite pastime, we are all responsible for helping 
to build, maintain and manage a better environment. 

Join a community

1 Videogames are increasingly focused 
towards multiplayer and cooperative 
experiences and that shows no signs 

changing. And so, perhaps more so than 
ever before, it’s important to find a like-
minded group of players to roll through 
these virtual worlds with – expand your 
horizons, join a community, and experience 
these games the way they are intended. 

invest in a microphone

3 Given the shift towards shared-world 
experiences, it is more important 
than ever before to invest in a quality 

microphone. Many (if not most) games come 
with in-built party systems; communication 
isn’t just a gimmick, it’s an integral part of the 
flow and function of the industry’s biggest titles. 

Learn the ruLes

2 If you are going to join a community 
– ResetEra, game-specific subreddits 
and Discord channels are great 

places to start – make sure you learn and 
respect its rules. Listen, everybody is just 
trying to have a good time; a little mutual 
respect goes a long way. If you don’t like a 
community, you don’t have to engage with it 
– there’s always another to found or founded. 

Listen to others

4 Of course, having a microphone is one 
thing – having the confidence to use 
it is another entirely. Communication 

is a powerful tool, and it should be used to 
converse with your teammates, talk tactics 
and revel in the chaos of a game together. 
What is this, 2005? Leave the shit talking at 
the door already. 

BE a GaMEr IN 2018
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Know when to mute

5 Here’s a small list of things we don’t 
want to hear coming out of your 
microphone in 2018: you talking 

to your housemate about something 
unrelated to the game; you arguing with 
your parents/significant other/household 
pet [delete as applicable]; screaming 
children; and tinny, distorted music – this is 
why the mute button was invented. 

Don’t quit out

7 It sucks to lose. We’ve all been there 
and it’s never a good feeling to know 
that you’re being totally crushed by 

somebody else around the world. Does that 
mean you should let your impatience get the 
best of you and quit out, ruining the thrill for 
the opposing team and making life a misery 
for your teammates? Absolutely not. Take it 
on the chin, observe the play, and try to learn 
something from it. 

pLay the obJective

6 Honestly, if everybody just played 
multiplayer games in the way that 
they were designed to be played 

we would all have a better time; that isn’t 
speculation, it’s just a straight up fact. If 
you’re playing an objective-based game, play 
the damned objective. It isn’t difficult, at least 
it shouldn’t be. 

report those that Do

8 Playing with somebody that is actively 
trying to disrupt a game, being rude 
and unruly, or quitting out when the 

going gets tough? Don’t forget that most 
games (and hardware platforms) have 
in-built and robust reporting systems. If 
somebody is trying to spoil your fun, don’t 
forget to report them for it. 

INtErMEDIatE aDVaNCED
controL the rage

1 There is no such thing as a ‘heated 
gaming moment’. If you find that people 
are getting overly emotional, angry or 

aggressive when the going gets tough in a 
virtual world, it isn’t the game’s fault. Many 
of us have let loose, thrown a controller, 
or switched a console off in a strop when 
the going gets tough, but controlling that is 
important. Other people shouldn’t need to be 
responsible for your actions. Remind people 
that they should act their age; hell, they 
might even like it!

Don't ignore harassment 

2 Playing videogames is supposed to 
be fun. It can be competitive, tense, 
spellbinding and all encompassing, 

but it should be fun above all else – and it 
should be fun for everybody. Videogames 
give us a window into different worlds, let 
us experience things we could never do 
otherwise, and that space should be safe and 
inclusive. Everybody should be able to play 
without fear or trepidation. It’s on all of us – 
each and every one of us – to foster a better 
environment for play; harassment has no 
place in gaming, and we are all responsible 
for building better communities. 

caLL peopLe out

3 The sad thing is, some people that 
play games (not you, you’re lovely) 
are intent on causing trouble. We 

know that it can be difficult to stick your 
neck out for other people – particularly 
strangers – but the only way gaming spaces 
become more inclusive, friendly and fun to 
be in is if you start calling out harassment 
when you hear it. The longer gendered, 
homophobic or racial slurs get used 
uncontested, the more likely it is somebody 
impressionable will hear it go unchallenged 
and roll it into their vocabulary. We all have 
a role to play in this. 

thinK LocaLLy anD act gLobaLLy 

4 It’s 2018: we should be building 
things up, not tearing them down. 
Think about how you like people 

to engage, and treat, you locally – in your 
general day to day – and extrapolate that to 
the global playing stage of online multiplayer, 
social media and forums. Harassment and 
toxicity are among the worst aspects of 
the industry and it needs to stop; there’s 
simply no excuse for it anymore, in any 
form. Videogames are for everybody and 
with 2018 offering such a broad array of 
experiences, anybody should be able to pick 
up a controller in expectation of a good time. 
Play, have fun and don’t engage in the worst 
parts of the culture in order to be a better 
gamer in 2018.

be respectfuL

1 We can’t state this enough: be respectful. Be 
respectful to everybody. The gaming industry is 
bigger than it has ever been and that growth shows 

no sign of letting up – we are all responsible for its 
perception in the wider world. Be kind, be helpful, and 
share your expertise with others – who knows who you 
might meet and befriend along the way.

engage in the change

2 We’ve been heading in this direction for a few years 
now, but games are finally starting to grow up. And 
with that, it’s time for us all to accept and embrace 

the waves of titles that offer up games as an experience, 
not as a challenge. Honestly, this doesn’t mean Call Of 
Duty and FIFA are going anywhere, only that they will be 
flanked by more varied experiences on the storefront. 

try Different games

3 There are a lot of games out there in the world. If 
you find yourself getting bored or frustrated by the 
stuff in your current library, why not try something 

new? The PlayStation Store offers up sales and discounted 
games almost every month, and if you haven’t already you 
really should have signed up to PlayStation Plus to get free 
games every few weeks!

Don’t use anonymity as a shieLD 

4 In the earliest days of the internet, a culture of 
shit talking was formed around the shield of 
anonymity. If you can’t get caught, what does it 

matter what you say or how you act, right? Wrong. Hiding 
behind an online handle isn’t an excuse for acting out; 
you’re responsible for your actions and for the way said 
action make others feel. 

change your vocabuLary 

5 We all get frustrated from time to time. Getting taken 
to town online will probably foster some ill feeling – 
and sometimes it’s good to express yourself and let 

your frustration be heard. And look, we aren’t suggesting 
you need to stop swearing but there is no excuse for the use 
of homophobic, gendered or racially charged language. Be 
more imaginative with your venting, please. 

Don’t feeD the troLLs

6 The sad truth is that there are some people out 
there just looking for a reaction – don’t give them 
the satisfaction. If these sad head cases don’t have 

anything better to do than get their kicks from making 
others enraged, you should do your best to not engage. If 
you hear somebody going out of their way to be offensive, 
report them, mute them and move on; it’s also okay to 
feel a little sorry for them, we sure do. 

yes, Different peopLe pLay

7 Recent studies have suggested that more women 
than teenage boys are gamers out there in the 
world – the latter just tend to be louder and more 

voracious about letting you know that they are there. 
Everybody plays games now, and that’s awesome; 
celebrate it already! Skill or capability in a videogame isn’t 
denoted by gender, race or any other metric, so don’t 
bring it up. 

how can we play our parTs as 
gamers in an ever-growing 
communiTy To ensure ThaT The 
pasTime remains respecTful, 
inclusive and above all, fun?
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We’ve moved beyond the 
days when a gaming setup 
was as simplistic as plugging 
your chosen machine into the 
back of a TV. We can and we 
should do better than that, 
and it really doesn’t take much 
to elevate your experience. 
Here are some quick and easy 
tips to give you an instant 
improvement…

concentrate on sounD

1 how’s your audio? from 
our experience, it’s the one 
element of the gaming 

experience many seem to forget, 
and it can be easily solved. surround 
sound systems would be the ideal 
solution, but even a soundbar under 
your Tv (the tech for which has 
advanced massively in recent years) 
is a good option. There’s no need to 
spend much more than £100 on it, 
with some good options from sony 
and samsung in that price range.

heaDphones worK 
wonDers

2 making too much noise 
might be a bigger concern 
of course, so headphones 

should be seriously considered. There 
are a bunch of dolby atmos-enabled 

headsets around for players looking 
for a little boost. The Turtle beach 
stealth 700 headphones are wireless 
and pretty great for ps4 as one 
example. and since you don’t need an 
additional plug to listen to your audio 
through the headphone jack built 
into your controller there really are 
no excuses!

time for a bLacKout

3 okay, let’s talk about curtains. 
seriously, having some 
window coverings can really 

enhance your gaming experience. 
whether you have blinds or an old 
shirt hooked over the rail, being 
able to blackout the windows for an 
intense gaming session can be very 
handy. with only the Tv emitting light 
into the room, the intensity of the 
experience and the focus it affords 
will feel very different. it’s the same 
reason why they turn off the lights in 
cinemas. everything just feels more 
immediate this way. Trust us on this 
one and thank us for the hot tip later.

where are you sitting?

4 happy on your sofa? That’s 
cool. it might be a really 
comfy one, and perhaps 

pulling a dedicated gaming chair into 
the room is going to rub some people 

up the wrong way. how about a bean 
bag though? we have to say, we love 
a bean bag for playing games in. it 
couldn’t be more comfy, it can be 
moved around with ease and it’s not 
going to be intrusive for the general 
living-room vibe. in fact, you might 
need to fight others for time in its 
warm embrace.

bring the wifi cLoser

5 hopefully you have your 
router as close to your 
consoles as possible for 

online gaming. ideally they should 
be plugged in directly rather than 
over wifi. if not, then you should give 
serious consideration to bringing 
your router into the living room to 
help with your connection clarity. you 
could also consider a wifi extender 
in the room to give the signal a little 
boost. something like the Tp-link 
powerline extenders, for example, 
offer a smart and efficient solution to 
bringing your wifi or lan network 
closer to the console. it’ll make a big 
difference.

SupErCharGE 
your GaME SEtup some easy ways To Turn your 

living room or gaming space 
inTo someThing special

1

2

3

4

5

7

8
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n These guys clearly didn’t 
get the memo about having 
more seating options available 
for multiplayer sessions. 
Seriously, get some bean bags.

where to buy
Getting a good deal can be tough. For TVs we would always recommend getting a first-hand look at an 
operating set before purchase, even if you don't buy it on the spot. You can always find a deal online later. 
For other tech choices our pals at TechRadar.com have pages and pages of excellent reviews to help.

exTra 
conTrollers 

are a musT

iT’s The game’s mosT 
powerful Tool, if 
you know how

reDstone LaDDer
Getting your redstone circuit up a 
wall or steep surface can be tricky. 
Stair-like structures are no trouble, 
but for something more sheer you 
need this ‘ladder’ system. Place 
slabs in an alternating pattern on 
the top half of the adjacent block 
and then paint with redstone dust. 
This should keep the circuit going up 
a wall without any issues.

chest inDicator
This little trick essentially tells you 
how full a chest is with lights on the 
floor, which is handy if you’ve set 
up some auto-farming or smelting 
contraption. Using a comparator 
pointing away from the chest, 
simply line up 16 redstone lamps 
and paint them with redstone dust. 
As the chest fills with 64 stacked 
items in each slot it will light up the 
chain of lamps.

GEt StartED 
wIth rEDStoNE 
IN MINECraft

automateD  
fireworKs 
DispLay
This is a nice 
simple one to 
get started. Embed five dispensers 
in the ground with a gap between 
each (look down into the hole to 
place them pointing upwards) 
and fill them with fireworks. Then 
trail redstone dust to a block with 
a switch on it: that’s your power 
source. For some added flair, add 
repeaters set to different timings to 
stagger the release.

DocK to recharge

6 in this day and age you 
shouldn’t be picking up a 
controller and finding that it’s 

out of juice. There’s simply no excuse. 
it’s time to admit that the humble 
charging dock is an essential living 
room accessory now. get one, you 
won’t regret it. There are plenty of 
first and third party options around 
that offer a tidy and efficient way of 
making sure your controllers are fully 
charged every time you need them.

consiDer your  
seconD screen

7 The use of second screen 
apps for games has more 
or less fallen out of favour, 

but there are a few exceptions. The 
ps4 second screen experience was 
recently relaunched as a dedicated 
app allowing for some control of the 
console. and there’s playlink, too, 

that sees you use your smartphone 
as a controller. it’s a good idea to get 
your smart devices linked up to see 
what else you can do with it all – 
new gaming experiences are coming 
and a lot of them are all connected to 
your phone and tablets. 

tweaK your tv settings

8 so you bought a Tv with 
input lag below 35ms we’re 
hoping… but whether you 

did or didn’t there are still things 
you can do to make sure your Tv 
is as well optimised for gaming 
as possible. most new sets have a 
game picture preset option, which 
is intended to improve input lag. if 
the colour doesn’t look right, don’t 
assume the worst. That’s a small 
thing that can be tweaked and 
improved in the menus pretty easily. 
input lag is much more important in 
this instance. 

anD some other things…

9 There are so many more 
things that will give your 
console an instant boost, 

like picking up an external hard drive 
(2Tb drives don’t cost too much these 
days). keyboard and mouse support 
are typically available now too, which 
will make searching netflix a lot 
easier if nothing else. ps4 remote 
play still works a charm for extending 
your game access to other rooms and 
keeping your gaming session going 
on the move. on a simpler level, try 
tidying up all those wires behind your 
Tv with some zip-ties. seriously, it can 
do wonders and at the very least it will 
save you some stress when it comes 
to moving the room around at a later 
date. and finally, a new controller is 
like slipping into fresh bedsheets. 
if you’re using the same one from 
launch, consider an upgrade.
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IMproVE your Vr SEtup some good Tips To follow 
for improving psvr

a question of Lighting

1 be aware of the line of sight for any 
cameras you’re using. with psvr you 
want to make sure there are no light 

emitting sources in view of the lens, as this is 
how the camera tracks your head and controller 
movements. generally speaking a darker room 
is also better. if you have blinds or curtains you 
can close, make that happen.

thinK about your verticaLity

2 whether you’re using psvr, vive or 
rift, using some height in your camera 
and sensor position can do the world 

of good. with the playstation eye camera, you 
want it at least at head height so it can get a 
good look at the room. it will show you its view 
of the room on-screen, so move around and 
make sure it can always see you.

give yourseLf some room

3 we’re leaning on the psvr here as 
it’s the most common kit to use, but 
it recommends a clear playing space 

of around six by ten feet. That means enough 
space to lie down in front of the camera and 
plenty of room to your sides. and make sure 
the coffee table is well clear. we speak from 
experience, you will trip over it eventually.

the LittLe extras heLp

4 consider picking up some small 
quality-of-experience extras, like 
a bandana for under the headset 

(keeps hair from getting caught up in it), a 
microfibre cloth for the lenses, and a stand 
for the headset to rest. having a place for it 
will save it from getting too beaten up or its 
wires getting tangled with others.

There are some general rules of thumb that should help to 
improve your PSVR experience. The more high-end your 
setup the more space and power you’re going to need, of 
course, but beyond that these ideas should instantly make 
your VR life better.

1

2

3

4

practicaL thinKing
We’ve said a number of times that as exciting and immersive as VR can 
be, price and space are really the two biggest barriers to entry. PSVR still 
represents the best experience for price and practicality on the market right 
now. Even if you have the resources and space, PC-based VR is still a huge 
investment for a small return. Some key considerations though if you go in 
this direction: Can you dedicate a room to VR? If you can, that can be amazing. 
Do you want to screw the VR sensors into the walls or place them on tripods? 
Either will work, but tripods do allow for a more mobile and adjustable setup. 
And how about headphones? The visual immersion is great, but 360-degree 
audio on top of that is kind of essential to get the most from these devices.
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GEt thE MoSt froM  
your pLayStatIoN 4 Quick console Tips no need To splash your 

own cash so long as 
you have The Time

improve the connection speeD
connection speeds on ps4 aren’t as fast as 
they should be by default, so go into settings 
> network > set up internet connection then 
select your connection type. now select custom, 
set ip address settings to automatic, dhcp 
host name to do not specify, dns settings to 
manual and enter your primary dns as ‘8.8.8.8’ 
and the secondary dns as ‘8.8.4.4’. 

controL with a remote 
it can be a bit of a pain to control the ps4 with the 
dualshock controller when you are watching 
blu-ray movies. you should consider using Tv/
multimedia remote if you have one at home. while 
the ps4 does’t have an ir sensor it does allow for 
remote control via bluetooth and hdmi-cec.

use boost moDe
do you have a ps4 pro? if so you need to be 
using boost mode. Thanks to the improved 
processing speed and increased power of the 
pro it is capable of improving the framerate and 
graphical capability of your favourite games. go 
in to system settings on your console and be 
sure to toggle on 'boost mode'. 

create a custom sounDtracK
link your ps4 to your spotify account 
by ensuring both your console and your 
smartphone/tablet are all on the same wi-fi 
network. download the spotify app on ps4, 
then play a song on your phone/tablet. you’ll 
now be able to access your music from your 
console, just hold the ps button and change 
tracks from there.

pLay ps4 games on the move
remote play lets ps4 users play their games on 
the move through a ps vita. it is an awesome 
feature that, sadly, not enough players take 
advantage of. sync your consoles up on the same 
wi-fi network and head into the 'add device' screen 
in settings to get them linked together.

increase storage space
getting tired of having to delete games and 
media from your ps4? The good news is that 
you can easily replace the internal hard drive to 
something bigger. you’ll need a standard saTa ii 
hard drive or use a solid state (flash) drive; any 
will do, so long as it is no thicker than 9.5mm, 
and larger than 160gb.

preserve Ds4 battery Life
sick and tired of seeing your dualshock 
4 constantly running out of battery? well, 
try this trick on for size. open up the Quick 
menu by holding the ps button, then select 
sound/devices. from the submenu, select 
brightness of dualshock 4 light bar and 
change this setting to dim. your ds4 will now 
last a lot longer.

cLean your consoLe 
eventually, you may begin to notice it getting louder 
and slower. This can often be due to a build up of 
dust around the fans. unplug your console from 
the wall and try firing a blast of compressed air 
through the usb ports and front indent. use a 
microfiber cloth to make the finishing touches. 

use usb KeyboarDs
as part of its numerous updates since launch, 
sony patched in the ability to use almost any 
make of usb keyboard and mouse with the 
system. while it doesn’t impact the core gaming 
experience, it does make text input for the likes 
of social media posting a lot easier. who knows, 
one day it might even work with games!

coin boost
Did you know 
there’s a way to 
instantly earn 
more coins from 
playing games? More seasoned 
players will know it well. Just click in 
the Right Stick and you’ll open the EA 
Football Club rewards you’ve been 
earning. Some apply coin bonuses for 
playing matches.

Draft moDe
If you believe 
in yourself and 
your FIFA skills 
then Draft Mode 
is an amazing way to earn masses 
of coins. It takes a 15,000 coin entry 
fee, but if you win you will earn 
plenty of coins back and unlock card 
packs that can be integrated into 
your squad or sold on.

onLine 
Leagues
With coin boost 
activated you 
should be able to 
earn additional coins for every five to 
ten matches you complete. It should 
mean about 600 coins for a win and 
even more if you start picking up 
division promotions. Hopefully you’ve 
got the skills to make this work.

pLay the 
marKet
You’ll need 
some cash to 
get this going, 
but once you have the funds look at 
buying up players from key leagues 
in key positions that often need filling 
(Fullbacks seem to be a good pick). 
Go a few pages deep in your search 
and make some low bids to grab 
some bargains.

seLL high
Now, you could 
put players on 
the open market 
and take your 
chances, but if you’ve picked up some 
bargain players you may as well 
sell at the average Buy Now prices, 
making some quick bucks from 
players who need a position filled 
quick. Then reinvest the cash.

EarN frEE 
CoINS IN fIfa 
uLtIMatE tEaM
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MaStEr twItCh StrEaMING
how To geT The mosT from your gaming broadcasTing

inDiviDuaLity

1 If you want to become a master Twitch 
streamer, you will first have to decide what 
you want to focus on in your streams. Are 

you interested in a particular game or franchise? 
Maybe you’re an esports-level Overwatch 
player, or you simply want to work through your 
backlog. A lot of people use this platform, so 
think about a unique aspect that will set your 
stream apart from others. Some streamers 
cosplay or have a ‘Twitch character’ that they 
will assume while streaming. Standing out from 
the sea of other streamers will ultimately pave 
your way to success.

consistency anD scheDuLing 

2 As a Twitch streamer, consistency 
and organisation will play a 
significant part in growing 

your channel. Before you start, think 
about how many hours you’ll be able 
to dedicate to streaming. Draft up a 
schedule and, more importantly, stick 
to it. Not only will this help you to 
organise your week and ensure that you 
can fit streaming in around your other 
commitments, but it will also make it 
a lot easier for your viewers to tune in. 
People will be far more likely to return 
to your stream if they know when you’ll 
be live, and streaming consistently at 
specific times shows your commitment.

set achievabLe goaLs 

3 Becoming a Twitch Affiliate or 
Partner doesn’t happen overnight, 
so don’t expect to ascend to 

super-streamer status straight off the 
bat. Whether you’re just starting out, 
or have been streaming for a while 
and want to up your game, you’ll want 
to start setting some goals to work 
towards. Don’t feel discouraged if 
you aren’t able to smash your targets 
straight away. Consider incorporating 
some of your goals into your stream 
overlay so that your viewers can 
see what your aspirations are. Many 
streamers will display follower, 
subscriber and donation counters, 
which track viewer activity during their 
streams. These can encourage your 
audience to help you reach your goals.

appreciate your auDience

4 Popular streamers would never 
have succeeded without their 
audience, so keep this in mind 

every time you stream. Try to be open, 
friendly and talkative when streaming, 
as this will encourage your viewers to 
be more active and want to chat to you. 
Keeping a positive attitude even when 
Twitch chat is moving slowly will help 
to boost viewer engagement, and will 
strengthen your relationship with your 
viewers. Be prepared to talk to yourself 
if Twitch chat is really quiet. In addition, 
show how grateful you are that your 
audience are there with you, and always 
thank them for their ongoing support.

32  |

LooK arounD anD finD your game 

1 There are a ton of games out there 
with competitive scenes, and it’s 

important to find one that works for you. 
If you already play a multiplayer game 
there is a high chance it has an esports 
community so give that a watch first 
and go from there. “If you have a good 
understanding of a game and you’re able 
to see people perform at highest level 
then it can be quite exciting. If you have a 
good game that you know, which gives 
players the freedom to demonstrate their 
skill then that’s something just like any 
traditional sport.” 

heaD to more pLaces than twitch

2 Twitch is where most broadcasts 
take place, and the best place to 

look for streams when starting out, but 
other options such as YouTube and MLG.
tv also have top level competitions on 
a regular basis. “If Twitch was the only 
place to watch esports then they wouldn’t 
necessarily be spurred on to advance the 
technology, to provide a reliable service 
than if they had competition. Competition 
drives up quality, so you’d never want 
one place to be the absolute home of 
everything.”

you Don’t have to Learn everything 

3 Esports is confusing and seemingly 
has its own language. But you don’t 

need to worry about that just yet. Focus on 
what is happening in the game and ignore 
the stats, graphs and jargon until you feel 
more confident and comfortable with the 
on-screen action. “League of Legends has 
got mad charts on the screen. I’m not a 
League of Legends fan so I don’t know 
what any of that means. It depends on 
the game, it can be simple to understand 
or it can be a game that requires a time 
investment to understand.”
 
attenD a Lan event 

4 Attending an esports event is really 
the best way to experience the scene. 

Even with limited game knowledge you 
will be caught up in the atmosphere 
and it is sure to make you a lifelong fan. 
“If you’re in the atmosphere the crowd 
will actually help you understand when 
you’re seeing a good demonstration of 
skill. A live crowd will always make an 
experience more engaging so as long 
as you understand what’s going on, it 
definitely helps to be in a live crowd over 
watching online at home.” 

have fun 
5 Just because esports is popular that 

doesn’t mean it’s for everyone. Just like 
some people don’t like rugby or golf, some 
will not manage to pick up any esport. Don’t 
try and force yourself into something you 
don’t like. “I think it helps if you play games 
and if you are at all competitive, you don’t 
necessarily have to be but it helps. I think if 
you are interested in playing games then I 
would say esports is an extension of that, 
and something you should enjoy, but it 
might not be for everyone.”

ENjoy 
ESportS
wiTh Tips from faceiT 
direcTor James bardolph



geT The righT clan or 
fireTeam TogeTher

fIND your 
tEaM IN 
DEStINy 2
finD a new cLan
Finding the right 
group of players 
to experience 
Destiny 2 with 
is so important, 
and you can browse the Bungie 
forums for lots of posts looking for 
new members. You should also 
check out www.the100.io, which is 
an amazing tool for finding clans 
based on times they play and their 
approach to the game.

buiLD your  
own cLan
Can’t find a group 
that speaks to you? 
Then make your 
own. The Create 
Clan tools on bungie.net couldn’t 
be simpler to use as you come up 
with a name, motto and About Us 
description. Here’s your chance to 
pitch the kind of community you want 
to play with.

promote 
yourseLf
If you’ve set up 
a clan, you need 
to get the world 
out there. The 
Bungie forums are, again, a good 
place to start. But you could also 
consider setting up some social 
media profiles, and perhaps even a 
website for your group if you want 
to see it expand. Check out what 
Avalanche UK did with its clan 
community (it even has merch).

maybe try a 
fireteam
If a clan is all a 
little bit much in 
the commitment 
stakes, perhaps 
a fireteam is what you’re really 
in need of. No worries there 
either, as the Bungie forums have 
a dedicated fireteam request 
system for finding players who 
can meet your needs, numbers 
and playstyle.

be cLear anD 
specific
When trying to 
form a group or 
attract players, 
be clear and specific about what 
you’re looking for. What skills do 
you want someone to bring to 
the table? Are there any interests 
outside of gaming that you would 
like your team to share? Details 
can really help.

utiLise every tooL

5 Twitch frequently adds new 
features to help its streamers; 
do not ignore them! Twitch 

Clips enable you to highlight specific 
moments from your stream archive, and 
the Achievements and Stream Summary 
pages have been added for tracking 
progress. The ‘Communities’ discovery 
tool will also help you to connect with 
your target audience more directly. 
Want to focus on speed runs? Join 
the Speedrunning community so your 
audience can locate your stream easier. 
As your channel becomes more popular, 
you may also want to use features like 
Subscriber-Only chat to encourage a 
sense of loyalty and community. 

stay connecteD

6 You may be well on your way to 
mastering Twitch streaming, but 
you also have a life that exists 

outside of streaming too. Editing the 
panels on your channel page to include 
links to your social media accounts will 
enable your audience to follow you on 
other platforms. We recommend that 
you tweet every time you stream and 
share your Twitch Clips to maximise 
your presence online. Following other 
streamers is also an excellent way to 
make friends and potentially grow even 
further if you ever decide to collaborate 
or host one another. 

“For newcomers I think it’s important 
to approach streaming with a 
question in mind: How am I going to 
be entertaining?

“Establishing a format and 
playing to your strengths will allow 
you to focus and build your stream, 
be it you are naturally funny or an 
expert at a certain game. Make sure 
the format is right for you, because 
this is what you will be known for, 
and it can be difficult to change later 
down the line.”

ExpErt hELp

Dane HeartHstone 
on finding your 
sTreaming sTyle
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takE GrEat GaME photoS
Tips for Taking The perfecT screenshoT

1 This technique makes objects in the 
foreground stand out by blurring the 
background, simulating a camera being 

out of focus. Most photo modes let you adjust 
the intensity of the blur and the focal point of 
the shot, so experiment to your taste. Just 
remember that too much can look unnatural. 
This is effective for portraits or if you want to 
focus on a small detail. And if used skilfully, can 
make shots look photorealistic.

2 Field of view is one of the most important 
photo mode functions there is. If you’re 
capturing a vista, widen the angle to get 

more of the scenery into the shot and make 
it feel more dramatic - but don’t overdo it or 
it can look distractingly warped. You can also 
make your field of view narrower, which is 
useful for close-ups or portraits of characters. 
Field of view gives you fine control over your 
composition, so make good use of it.

3 An essential rule of photography, painting, 
and illustration, which applies to taking 
screenshots. Mentally divide your scene 

up into a grid of nine rectangles, then make sure 
the subject of your photo is placed along the 
lines, or at the points where they meet. This is 
the key to an artful, balanced composition, and 
will make your screenshots a lot more pleasant 
to look at. This technique has been used by 
artists since the 1700s for a reason.

4 Game worlds are incredible these 
days, with endless vistas and beautiful 
sunsets. But while you’re snapping away 

at those, you could be missing out on some 
equally impressive, smaller details around you. 
Take your camera closer and make subjects 
out of things most photographers might ignore 
in favour of a more dramatic shot. You’ll be 
surprised how much granular, hand-crafted 
detail you can find in modern games.

5 In games with day/night cycles, the 
lighting around you is constantly shifting. 
A location might look fairly drab in the 

morning, but come sunset it’s completely 
transformed. So stick around when you’re 
shooting and capture your surroundings in 
different weather and lighting. The atmosphere 
of an image is just as important as its 
composition, and it’s amazing how good lighting 
can turn an uninspiring shot into a great one.

use 
Depth of 

fieLD

biDe  
your 
time

aDJust 
the fieLD 
of view

obey  
the ruLe of 

thirDs

get cLoser
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Quick Tips on The besT 
way To help your Team

pICk thE 
rIGht hEro IN 
oVErwatCh
aLways be 
heaLing
The first question 
when picking 
your hero going 
into the fight 
should be ‘does our team have a 
healer?’ and if the answer is ‘no’ 
you need to pick one immediately. 
If your squad lacks pace then Ana 
or Mercy can be good picks. Lucio 
is a good secondary healer.

tanKs up front
The tank and 
healer combo 
is typically 
essential to a 
well-balanced 
Overwatch team, so make sure 
you have one in play. For mobility 
Reinhardt and Roadhog are solid 
options, while D.Va and Winston 
offer a more balanced approach. 
Reinhardt’s shield combines well 
with some DPS heroes.

Lay Down  
some Dps
You’ve got a 
bullet sponge and 
a healer to keep 
them moving, 
now you need to hit them with 
some damage. Who you pick will 
depend on your comp, but Soldier: 
76 is a solid pick if your FPS 
fundamentals are good. Tracer, 
Pharah, Genji and Reaper offer 
different flanking options. 

reaD the fieLD
If you’re sorted 
for tanks and 
healers then it’s 
time to read the 
field of play. If 
you’re getting flanked in an open 
map, then Widowmaker could 
help you to control the flow of 
the opposition. In tighter fights 
or if you're against well-grouped 
opponents someone like Hanzo 
can be very effective.

counter  
the enemy
Your first job 
should always be 
to complement 
your team with 
your hero pick, but the tactical 
approach of the enemy can show 
up weaknesses in your approach. 
Make note of their strongest 
assets and find the appropriate 
counter to nullify them if you 
have to.



 Do you fancy 
something 

singLe-pLayer or 
muLtipLayer?

aLright, but are 
you more co-op 

focuseD or 
competitive

are you 
in a retro 

mooD?

a monster 
stanDs before 
you, how big 

is it?

generaLLy 
speaKing, Do you 
prefer cLassic 

titLes to be 
trampLeD aLL over 

or respecteD?

aLright, but 
retro in styLe 
or in spirit?

something 
pure action 

or with some 
roLe-pLaying

how Do you 
feeL about 

anime?

how many 
buttons Do 
you want 
to use?

neverminD, Do 
you LiKe eating 

marshmaLLows 
on the bus?

oKay, big 
Decision… 

firebaLLs or 
gun-sworDs

Trample 
away

monsTers!? 
where?

are you 
mad?

hell 
yeah! obviously

i’d punch  
you righT now

mmm, 
sounds 

amazing
sTarT here!

er, noT 
really

gun-
swords

Fireballs

noT exacTly... is 
iT a kind oF Fried 

squid?

no. whaT  
sorT oF 

quesTion is 
ThaT?

iT’s 
monsTrously 

big

big 
enough

you  
should play
Monster 
Hunter: 
WorlD

you  
should play
Dragon 

Ball 
FigHterZ

you  
should play

KirBy
Battle 
royale

you  
should play

street 
FigHter V: 

arcaDe 
eDition

you  
should play
ea sports 

uFc 3

you 
should play

QuaKe 
cHaMpions

you  
should play
secret oF 

Mana

you  
should play
oWlBoy

you  
should play

DarKsiDers 
iii

you  
should play

lost 
spHear

you  
should play
Dynasty 
Warriors 

9

you  
should play

ni no 
Kuni ii

you  
should play
KingDoM 

coMe: 
DeliVerance

you  
should play
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CouNt fraMES IN 
fIGhtING GaMES Take your brawling skills 

up a level by pushing The 
limiTs of every aTTack

Whenever people talk about high-skill fighting game matches, the term 
‘frame-counting’ always comes up. It’s usually used in a derogatory 
manner, accusing someone of ‘counting frames’ has become a way 
among more casual players of fighting games of saying ‘you play/care 
about this game too much’. It’s a silly thing to say when you really think 
about it. Almost all fighting games run at a locked 60 frames per second. 
Obviously, the human eye cannot track each individual frame of animation 
allowing the player to react at exactly the right moment. Frame counting 
is a poorly thought-out term for what is actually something common in 
most videogames – understanding what you can and can’t get away with. 
Here we will teach you how you can better read the flow of a fighting 
game, hopefully making you a better player in the process. 

what is frame Data?

1 Put simply, it is the amount of frames in any piece of animation and what 
the status of your character is during some of those frames. For example, 
every move has startup frames, active frames and recovery frames, and 

usually you can be hit during the startup and recovery, whilst during active 
frames, your punch/kick/whatever is going to hit whatever you’ve thrown it 
at. Some frames have unique properties, like invincibility. This isn’t something 
exclusive to fighting games, but also to some other high-profile games that have 
built their central mechanics around them – the Souls series and Monster Hunter, 
being two major examples.

what shouLD i be LooKing for?

2 We’re going to use Street Fighter V as the example, as it is a game that has 
some of the easiest-to-understand frame data of any of the current titles. 
A good thing to look for at first is moves that have a low number of startup 

frames. This means that the move comes out fast and reaches the ‘active’ stage where 
it will hit the opponent quickly. The other thing is to look at what the recovery frames 
are, especially if blocked, as this represents the window where you can punish/be 
punished. These two numbers make up the basics of attack and defence.

how Does that worK?

3 Frame data is understanding risk and reward. For example – If an opponent throws out 
an attack that leaves them in seven frames of recovery if you block it, and you have an 
attack that has under seven frames of startup, then it is impossible for them to block 

your riposte. If your chosen attack leads to a combo and loads of damage, then, well, maybe 
your opponent should think twice about throwing out a move that has that much recovery on 
it? This, of course, works both ways. Be careful with moves that leave you vulnerable, and be 
aware of moves that leave you ‘safe’ – moves that are hard to punish.

36  |



this sounDs LiKe homeworK…

4 Okay, so it is homework. Most games don’t teach 
you this stuff but the information is easy enough to 
find online. You’re going to have to sit down with it, 

look for moves that cause you trouble and then see what 
moves your chosen character can do to beat them, if they 
even can. With even these absolute basics in mind, you’ll be 
able to see whether the offense you’re having trouble with is 
actually reckless and you can easily maximise your response, 
or whether you’re going to have to find another way to win. 
Ultimately, entering a battle with a prior knowledge of some 
things that will categorically work is going to be advantageous.

is this cheating?

5 Hell no! Imagine going into a football 
match and not knowing the offside 
rule and, crucially, how it can be 

manipulated to cause the opponent problems. 
It’s the next logical step after you’ve learned 
what the game itself teaches you. You know 
what your character's normal and special 
attacks are and you have a few combos up 
your sleeve, with basic understanding of 
the frame data you will know when you can 
perform these whilst minimising risk. You still 
have to rely on your own ability and skills at 
the end of the day, though.

so, is this aLL there is to it?

6 At the most basic level, yes. However, 
there’s plenty of more complicated ways 
to implement this information, like finding 

two moves that may not combo together, but 
leave a gap of less than three frames between 
them, meaning if an opponent gets feisty and 
pushes a button your second attack will beat 
them literally to the punch (this is called a frame 
trap) or finding moves that have portions of their 
animation where they have special properties 
and how to best utilise them. Ultimately, the 
idea of knowing your basic frames is the first 
step towards that next level of getting good at a 
fighting game.

We spoke to Street Fighter Capcom 
Pro Tour and Evo commentator and 
analyst Femi ‘F-Word’ Adeboye about 
how learning even the basics of frame 
data will make you a better player 
and, at the very least, have a greater 
understanding as to how fighting 
games work. 
 
“It’s basic mathematics. Frame data 
is awesome to learn, study and apply 
because it tells you what options you 
have and just as importantly, it tells 
you what options your opponent 
has against you. Now it’s all well and 
good going into a fight blind but ask 
yourself something: if this was a real 
fight and you can apply this kind data 
to your opponent’s every move,  
would you still prefer to go in blind? I 
highly doubt it.” 
 
“Now, you realise that the right hook 
this mad man’s been busting your 
head in with all night is extremely 
punishable after you block it? Get him 
out of here! That’s frame data! You 
can then get deeper with frame data. 
Punishes and options are the very 
basic level. I think a beginner should 
start with these and grow from there.”

fEMI 
‘f-worD’ 
aDEBoyE
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feature ten of the best

Can’t wait for far Cry 5? Give one of these ChaotiC fPs Games a try

sandbox shooters
TEN OF THE BEST

■ While the far Cry games have always 
flirted with co-operative play, it has always felt 
like it was a little tacked on. Borderlands 2, on 
the other hand, drives multiplayer to the heart of 
its experience, and it is all the better because of 
it. Borderlands 2 tasks you and three friends to 
cause as much chaos as possible, to run out into 
its giant spaces shooting and looting just about 
everything that moves. It’s a lot of fun.

■ Ubisoft Practically changed the 
face of console shooters when it released Far 
Cry 2 in 2008. It encouraged you to explore a 
beautiful and mysterious open world, pushing its 
gunfights out across the sprawling open-world 

space in an impressive fashion. The systems-
driven approach to FPS action quickly caught the 
attention of the industry, while the smart buddy 
system and reactive AI design would all help lay 
the foundation for the future of the franchise. 

■ Who’d have thoUght that the end of the world would be so 
enjoyable? Fallout 4 takes us into the heart of a nuclear apocalypse, 
pushing us to explore a wasteland while battling irradiated creatures and 
an array of crazed survivors. Its sandbox might be a little muted, but there’s 
honestly nothing else out there quite like Fallout 4. 

Borderlands 2

far Cry 2 fallout 4

■ Techland delivered a truly special open world sandbox game in Dying Light. While the premise had been played 
out to death by the time it released in 2015 – Techland was previously responsible for Dead Island – Dying Light impressed with 
its fluid movement systems, huge array of collectible weapons, and impressive world design. Action and survival collide in this 
awesome open-world sandbox shooter. Dying Light is a true gem of the generation.

dyinG liGht
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■ have yoU Played Far Cry 3 already? You haven’t? 
OH, OKAY THEN! Listen, it is chaotic, it is loud, and it is just 
oh so much fun. Far Cry 2 put the wheels in motion for this 
colossal systems-driven sandbox shooter experience, but Far 
Cry 3 drove it home. There is so much to love about it, from 
its captivating villain and twisting story, to its hyper-tight gun 
mechanics and reactive AI systems, Far Cry 3 has it all. Even 
now, its open world is still a delight to explore and exist in; FPS 
games like this come around but once in a generation, and 
you owe it to yourself to give it a play.

■ a little different to the rest of the games in this 
list, but Operation Flashpoint: Dragon Rising is an interesting 
(and oft-forgotten) systems-driven experience. It trades silly 
fun for military realism, building a free-roam experience 
that’s as challenging as it is engaging. Pushing through 
its difficult mission scenarios can be, admittedly, a test 
of patience at times, but there is a real joy to be found on 
overcoming such overwhelming odds using nothing but raw 
tactics and limited equipment. It isn’t for everybody, but that 
is all a part of its appeal. 

far Cry 3 oPeration flashPoint

■ it might have been a little rough around 
the edges (okay, it was a lotta rough around the 
edges) but there’s still some serious fun to be 
had with Dead Island. The game throws you into 
a tropical paradise that is steadily descending 
into anarchy as travellers transform into zombie 
creatures. You’re left to try and survive with 
whatever equipment and weapons you can get 
your hands on, bashing and slashing anything 
that stumbles in your general direction. 

dead island

■ there is a very pure joy to be found in 
the push and pull of ARK: Survival Evolved. It 
starts by stranding you on a huge mysterious 
island populated by prehistoric creatures. From 
there it is up to you to carve your own path to 
freedom; crafting weapons, finding resources, 
taming beasts, and doing anything you can to 
survive. ARK is a complex and often challenging 
first-person experience, only revealing its true 
majesty the more hours you dare sink into it.  

ark: survival evolved

■ okay so technically this game isn’t 
open world, but we could hardly leave Crysis 
3 out of this. Crytek delivered sprawling and 
diverse biomes in this visually stunning FPS 
game. It is a game that delights in letting you 
experiment with all of the tools at your disposal, 
in giving you the freedom to push against the 
design and exploit vulnerabilities in the system 
design for your own gain. Crysis 3 isn’t a pure 
sandbox experience, but it has the spirit of one.

Crysis 3

Homefront: 
tHe revolution
■ Believe iT or not but Dambuster 
Studios actually fixed Homefront: The 
Revolution! It may have launched in a 
notoriously messy state, but the potential 
was always there for something more. 
The studio has patched the game over 
the last two years in an effort to improve 
optimisation and stability. The result is 
an engaging systems-driven FPS game 
that finds the space to play with power 
dynamics in an oppressive open world.



For all of Capcom’s talk 
of improved accessibility, 
Monster Hunter: World is 
still something of a force 
unto itself. For the uninitiated, 

it can so often feel like a perplexing action-
RPG that seems to take great pride in flittering 
haphazardly between delivering uninhibited 
fun and smashing you over the head with its 
unassailable grind. For veteran hunters, this 
is an entry to the series that you’ve likely long 
dreamed of playing, as Monster Hunter finally 
leaves the handheld platform behind in favour of 
a supercharged edition designed specifically for 
play on home console. 

The execution of this shift back to console is 
long overdue, and is in many respects a glorious 
overhaul of one of the most underappreciated 
game series on the planet. Monster Hunter is 
still a unique prospect; its blend of skill-based 
combat, time-decimating cycle of guiltless 
animal slaughter, and absurd loot generation 
as gratifying as it is difficult to walk away from. 
Well, for the most part anyway. 

On the surface of it, Capcom has taken 
steps to streamline many of Monster Hunter’s 
most impenetrable systems. The camera and 
controls have been overhauled, making World 
immediately feel far more inviting than its 
handheld counterparts; the core mechanics 
explained in such a way that they no longer 
require a trove of online information to quickly 
get a grasp (let alone a deep understanding) of, 
while the core loop has been made relatively 
clear from the outset of your adventure across 
the new world thanks to the implementation 
of a fairly rote campaign. These changes 
represent a serious attempt to make the 
series appeal to players outside of Japan – to 
those that have been kept at an arm’s length 
by the series’ notorious difficulty and almost 
impressive lack of transparency. What we’re 
trying to say is that this is a revamp made in 
earnest, even if it isn’t always successful in its 
attempts to welcome new hunters into the fold 
while simultaneously attempting to appease 
seasoned veterans. 

While none of these changes work to dull 
the magic of Monster Hunter, there’s still an 

overbearing sense that Capcom hasn’t gone 
far enough in some of its attempts to bring the 
series into the modern era. That isn’t because 
we’re in search of something that’s easier or 
less involved, but because there is so much 
going on in World that its various moving parts 
can feel strangely bewildering, empowering 
and overwhelming all at the same time. World 
is quite unlike any other action-RPG out there, 
and Capcom fails to make much concession 
to that.

While the central premise is easy enough 
to grasp a hold of, that of hunting and killing 
giant monsters in lush open areas – an 
exciting prospect, given the gargantuan size 
and stunning detail attributed to each and 
every one of these creatures – this promise 
does come with certain points of contention 
attached with it. Namely, Monster Hunter 
works around a very tight gameplay loop, and 
your traction with World will likely live or die by 
how deeply it sinks its claws into you through 
its opening hours. 

This stems from the fact that you don’t 
level up your character, not in the traditional 
sense. Instead you’re left to gather ‘resources’ 
from the monsters that you hunt, kill and 
capture; the skin and bones of these creatures 
repurposed to craft new weapons and armour, 
which in turn lets you track and take on even 
more powerful enemies out in the world. The 
gameplay loop is found in the hunting and 
gathering, in the constant recycle of boss 
fights and repurposing of their body parts for 
fashionable new outfits. Oh, and when we say 
‘loop’, we do of course mean grind. 

If you aren’t into repeating this cycle ad 
nauseam – embracing it for 40-plus hours 
before the game even begins to reveal its most 
fantastic beasts and areas to hunt them in – you 
will find little in the way of a hook into Monster 
Hunter’s frequently haphazard action. If you 
had any intention of simply dropping into World 
and fighting a few monsters with up to four of 
your buddies as a bit of throwaway fun, Monster 
Hunter isn’t going to be the game for you. And 
that’s okay, you don’t have to be into every big 
triple-A, but it’s easy enough to get fooled into 
thinking World is a traditional action game by 

 It’s tough to not feel a pang of guilt as monsters begin to limp away from 
you, whimpering and stumbling as they attempt to escape your brutal assaults. 

Monster Hunter 
Worlds
Fantastic beasts and where to maim them

details
Publisher  

Capcom

DeveloPer 
in-house

PsN Price 
£49.99

Players 
1-4
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While the success of Monster Hunter in 
Japan can be largely attributed to the 
popularity of its local multiplayer across the 
handheld iterations, Capcom has opted to 
push the focus onto online multiplayer for 
World. When it works it’s truly fantastic; just 
about every quest can be played with up to 
three friends or randomers by your side, with 
the monsters scaling in difficulty with the 
introduction of other players. We say ‘when 
it works’ because World has problems when 
it comes to its online play. Matchmaking 
is slow to work and patchy at best, while 
playing with friends requires a convoluted 
process of jumping through hoops to work. 
It’s a start, but more work should have been 
done to further streamline online multiplayer.

the battles Can be intense and breathtaking, 
though they Can also be long and frustrating
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Veteran hunters may be surprised to find little in the 
way of difficulty through the opening 20 hours or so. 
The curve is pretty lenient, particularly as you push 
through the mandatory campaign – designed in such 
a way that novices will get to see and enjoy a fair 
amount of the content (whether that be solo or in 
multiplayer) without too much of a hassle. That said, 
once you reach the High Rank quests the game shifts 
gear, with the complexity and scale of battles – and 
the armour and weaponry available to you – changing 
dramatically. World is the type of experience that 
really opens up once you crack the 40-hour barrier, 
though some will likely bemoan the amount of time it 
takes to really challenge your ability.

 Monster Hunter: World is fantastic in co-op when it works, though 
the convoluted lobby system and matchmaking times will likely frustrate. 

 Monster Hunter: World sees Capcom streamlining the entire experience for both a 
Western and home console audience. While many of the changes have certainly made it easier 
to understand, it’s by no means perfect in this regard.
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prepare for battles, those that over-commit 
to attacks, and those that fail to capitalise on 
major opportunities to strike as and when they 
present themselves. 

These battles can be intense and 
breathtaking, though they can also be long 
and frustrating. The introduction of damage 
numbers has improved the readability 
of beasts in battle, though so much of the 
experience is still found in watching for cues 
as open wounds and cracked shells begin 
to appear under your barrage of constant 
attacks. Purists can, of course, turn off this 
feature in the menus, but it’s useful in helping 
to identify weak points and to help establish 
tactics in the midst of a fight. 

This is important, because World still 
suffers from some frustratingly familiar 
pitfalls. Controls are (as we mentioned before) 
noticeably improved over past instalments, 
but still imbued with a degree of inherent 
clunkiness. Some elements, such as using the 
left-stick to sprint or the implementation of radial 
menus for item selection are huge (particularly 
for past players who might recall having to 
deform the shape of their left hand to survive 
let alone thrive in the PSP and 3DS editions), 
while others feel unnecessarily cumbersome, 
such as hiding vital options and ability triggers 
away in complex menu systems. The camera 
is also much improved from past Monster 

Hunter experiences, but 
that isn’t exactly saying 
a lot. It frequently gets 
lost in among the chaos, 
a constant source of 
frustration when life or 
death can so often rely on 
surveying the environment 
and reading attack 
patterns with but a split-
second to react. It doesn’t 
quite hit the standard we’d 

expect of modern action-RPGs, and no amount 
of in-menu tweaking seems to fix its perplexing 
propensity for failing to follow along with the 
flow of action. 

These slight improvements are introduced 
alongside a variety of practical tweaks that 
help improve the core loop for every hunter-
gatherer. These include larger shifts, such 
as the addition of Scout Flies that help you 
locate targets quickly once you begin finding 
footprints and bodily fluids while out in 
the field, and a vastly streamlined array of 
system simplifications, including an almost 
instantaneous item crafting system and 
the ability to consume tonics and sharpen 
weapons in but a fraction of the time.

Of course, such simplifications don’t 
permeate throughout the entirety of the game. 
Indeed, weapon and armour crafting (not to 

mention upgrading and customisation) can 
still be difficult to parse, the intricacies behind 
this system lost in the barrage of tutorials new 
players will encounter whilst pushing through 
the introductory campaign. For the most part, 
this helps make World feel more approachable 
than its predecessors, stripping away the 
delineation between single-player and 
multiplayer quests, and giving players a clear 
sense of progression through its biomes and 
beasts, though fans familiar with the core grind 
may bemoan the extended hand-holding, while 
new players will still likely feel overwhelmed 
for a solid 40 hours as it introduces an array of 
ideas in quick succession. 

Much of this frustration does, admittedly, 
slip away once you’re out in the biomes. The 
shift to console has ensured that this is without 
question the most beautiful game in the series 
to date. The scale of the worlds is staggering, full 
of life and colour; exotic and dangerous in equal 
measure, there has never been a better place to 
fight against creatures of the wilderness. 

Each of the monsters to be found 
throughout World are a visual delight and 
beautifully animated, undercut somewhat by 
a severe amount of environmental clipping 
and frequent frame-skipping once you’re 
engaged in battle. PS4 Pro owners too should 
immediately head into the settings to prioritise 
framerate at a locked resolution of 1080p – 
while it won’t stabilise the game entirely, we 
wouldn’t want to wade back into a big fight 
without the system’s power focused here. 
The framerate and stability issues are likely 
a result of Capcom pushing to remove the 
loading screens that once separated areas, 
making each beautiful biome feel like a multi-
layered living and thriving arena. 

Interestingly, this shift means enemies will 
attempt to flee your brutal assaults without 
stalling the action. It’s as mesmerising as it 
can be heartbreaking to see a once powerful 
and majestic creature limp away, attempting 
to escape your unwarranted act of aggression. 

In many respects, cruelty is at the core 
of the Monster Hunter experience, whether 
through your tortuous acts of brutality against 
the native species or the game’s cumbersome 
attempt to streamline a famously complex 
series for a casual audience. Still, there isn’t 
anything quite like Monster Hunter: World out 
there on console – it’s as frequently beautiful 
and mesmerising as it can be frustrating 
and exhausting. World is better than Monster 
Hunter has been in a long time, but by no 
means a perfect execution of the idea.

way of the trailers and promotional materials. 
It’s interesting in that World is such a divisive 

product by its very nature, and yet it still finds 
the space to be engaging should you be willing 
to sacrifice enough of your time and patience 
to it. When all of its various parts coalesce into 
one substantive whole, it’s quite a pure delight. 
The problem is that it can take a little while to 
get there. Truth be told, you might never get 
there at all. 

At the heart of the game is a combat 
system that’s as unnecessarily convoluted in 
its construction as it has always been, but 
ultimately rewarding should you eventually find 
a way to connect with it. From the outset you’ll 
be presented with 14 unique weapons – unique 
in that they are substantially different from one 
another, although no entirely new weapons 
have been introduced – dictating play style and 
effectiveness out in the field. 

Each of these weapons informs sweeping 
alterations to the way that the game is played 
and, subsequently, enjoyed. World throws all 
of these at you immediately, offering very little 
in the way of suggestion or guidance. We can’t 
overstate this enough: with 14 weapons to 
choose between, World essentially presents 
you with 13 different ways for you to initially 
hate and bounce off of the game. Find the 
one weapon that resonates with you, and 
your preferred play style, and you’ll find a 

game experience that’s frequently thrilling 
waiting – getting there can take one hell of a 
commitment though.

The commitment comes from the time 
investment involved in actually hunting and 
engaging in the creatures of Monster Hunter. 
While the combat system itself isn’t necessarily 
complex in and of itself – each of the weapons 
governed by relatively simple combos and 
handling patterns – the monsters themselves 
are complex in their construction. World can be 
unforgiving in its starring fights, not that we’d 
necessarily want it any other way. They are 
battles of attrition, long and drawn-out wars 
against monsters that can frequently eclipse 
you in perseverance, power or agility (or 
sometimes all three, should you be particularly 
unlucky). It’s a game of timing and patience; it 
takes great joy in punishing those that fail to 

Controls are notiCeably 
improved over past 

instalments, but still 
imbued with a degree of 

inherent Clunkiness
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verdiCt

7/10
a flawed but largely 
fulfilling release



We’re Saiyan You Should Check This Out
Dragon Ball FighterZ

details
Publisher  

Namco Bandai

DeveloPer 
arc system Works

PsN Price 
£49.99

Players 
1-2

There’s even a reference to the bizarre filler 
episode where Piccolo and Goku learned to drive. 
If that means anything to you at all, then you’re 
going to love this.

What about everyone else, then? Guilty Gear 
is a great fighting game, and the Arc System 
Works pedigree is clear here. It is, however, 
a much more simplified experience than the 
aforementioned Guilty Gear, instead opting 
for a more accessible, instant combat system 
that can be picked up by anyone who applies 
themselves to it. It has a lower execution 
threshold, input commands that are universal 
across all the characters and automatic combos 
that yield impressive-looking results simply by 
hammering one of the four attack buttons over 
and over. Clearly a concession to the fact that a 
fair few people picking up this game might not 
be the most hardcore fighting game fans, but the 
hardest of hardcore Dragon Ball fans.

Auto combos are something that always sets 
alarm bells ringing. They often do nothing but 
encourage newcomers to mash buttons without 
actually teaching them anything about the 
intricacies of the combat. Making fighting games 
accessible is an incredibly fine line to walk – too 
hard and you put off a large chunk of the general 
gaming audience and too easy and there’s simply 
nothing to keep you playing for any real length of 
time – but Dragon Ball FighterZ gets the balance 

Dragon Ball FighterZ may 
well be up there as one of 
the best uses of a license 
ever – a perfect harmony 
of source material, genre, 

developer and execution not seen since, well, 
probably Rocksteady’s Batman: Arkham 
Asylum (although that Platinum Teenage 
Mutant Ninja Turtles game should’ve been 
an all-timer). Of course, the team behind 
the brilliant Guilty Gear Xrd, with that game’s 
fast-paced combat, air-dashing and OTT super-
moves, would be able to capture the season-long 
battles between the characters in Dragon Ball. 
Its graphical style, which looks like stunning 2D 
art but is actually fully 3D and therefore allows 
for instant changes in perspective during fights, 
captures Akira Toriyama brilliantly, looking like 
a fully-interactive episode of the long-running 
animated series. If you’re a fan of the source 
material, you’re going to find yourself smitten 
with this before a punch, kick or Kamehameha 
has even been thrown.

The attention to detail is next-to-none, and if 
you’re a Dragon Ball fan, stumbling across one 
of the game’s many Dramatic Finishes, activated 
by winning a battle in the same way it went down 
in the cartoon, will really blow your socks off. 
Japanese and English dubs, loads of incidental 
dialogue referencing niche events in the series. 

PS4
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  catching a sleeping opponent with android 16’s self Destruct level 3 super is a wonderfully satisfying thing. 
Dangerous, as it leaves you with 1 hP remaining, but eliminates their character from the match instantly.

right. The auto combos aren’t optimal by any 
means, and you’re quickly encouraged to try more 
advanced stuff. There’s a universal combo route 
that works with every character, learning that acts 
as a base for further experimentation.

The real technical stuff lies in the assists. It’s 
a 3v3 fighting game, and much like Marvel vs 
Capcom 2, a game that has a strong influence on 
Dragon Ball FighterZ, learning which characters 
work well with one another is the key to victory. 
A jab of the assist button calls them in to deliver 
a specific attack and working out how and when 
to best utilise them opens up potential for some 
spectacular and damaging combos. You can also 
use them as a diversionary tool, telling Cell to 
appear – mad, green-pronged hat and all – and 
fire a Kamehameha blast across the screen 
while you take the opportunity to teleport behind 
your baffled opponent, for instance.

Guilty Gear games are known for having 
brilliant tutorials, but they’re fundamentally 
quite challenging due to all of the systems for 
attack and defence you have at your disposal 
at any one time. Dragon Ball FighterZ’s tutorial 
isn’t as in-depth, but then it doesn’t need to be. 
It does, however, do a great job in explaining all 
of the unique mechanics in this game, from the 
damage-increasing Sparking Blast, to the ability 
to parry incoming attacks. Combo trials for all 
of the characters are also useful to play through 

review        Dragon Ball FighterZ        ps4



dragoN Ball FighterZ is oNe 
oF the Best uses oF a liceNse 
ever – a perFect harmoNy 
oF source material, geNre, 
developer aNd executioN
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  The battles, when they get 
towards the business end, can be 
quite spectacular with characters 
throwing planet-destroying fireballs 
at each other. If two players fire level 
three super moves at each other 
simultaneously then prepare to see 
some amazing fireworks.

too, giving you a quick feel for some of the more 
advanced stuff they can do, as well as being an 
effective way to find out which ones you find the 
most fun to play.

Avoiding the issue that plagued Street 
Fighter V’s launch, Dragon Ball FighterZ has a 
fair bit of content out of the box. As well as the 
aforementioned tutorials, there’s a nice twist on 
Arcade Mode, which has you attempting to fulfil 
specific criteria as you fight your way through 
the roster, gaining access to extra battles and 
even unlocking secret characters if you succeed. 
There’s also a story mode that has you – as in 
YOU, sat there reading this – taking over the body 
of Goku and battling through a full voice-acted 
tale written for the game.

Dragon Ball FighterZ manages to be an 
entertaining and deep fighting game, easily one 

of the best to come out of this genre resurgence 
of the past few years, whilst also being accessible 
for those who simply want to watch their 
favourite characters knock seven shades out 
of one another in spectacular fashion. For Arc 
System Works, a company that has put out top-
tier fighting games for 20 years now, it’s a chance 
to really get some deserved crossover success 
and square up, nose-to-nose, with the big boys 
over at Namco Bandai and Capcom. Fans of 
fighting and Dragon Ball will find a lot to love 
here and, wow, if you’re a fan of both – this is an 
absolutely essential game.

verdict

9/10
The best Dragon ball 
game to date.
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review        Shadow of The ColoSSuS        pS4

  The slow, quiet feel of Shadow Of The 
Colossus remains intact, with long stretches 
between battles playing out without music. It 
remains a deeply contemplative and engaging 
experience so long as you’re willing to ponder 
its themes and concepts.



In an Hauer of need
Shadow of The Colossus

details
Publisher  

sony interactive

DeveloPer 
Bluepoint Games, sie 

Japan studio

PsN Price 
£29.99

Players 
1

it’s been well covered by this magazine and others 
over the years, and instead continue to concentrate 
on this shot-for-shot remake and what it brings or 
doesn’t bring to the experience. And as we’ve said, 
detail is really the key addition.

The colossi, for instance, are more magnificent 
to behold than ever. The fur and stonework on their 
bodies is more detailed and clearly defined, the 
glowing sigils on their bodies radiant. Their majesty 
and elegance has been beautifully recaptured for 
4K, allowing their scale and individuality to shine 
through. Taking them on remains a daunting and 
heart-pounding experience, even after years of 
facing them again and again.

The other significant change to the game is 
the new controller layout, which is optional as the 
original remains, but we would suggest is a major 
improvement, particularly if you’re coming to this 
game for the first time. The more logical – for 
modern tastes – placement of the jump on X and 
grab on R2, with a roll move on Circle, makes life a 
great deal simpler. 

The one area that this remake could perhaps 
have done with some care and attention, but which 
remains close to the original for better or worse, 
is the movement of Wander himself. He can jerk 
between creep and run with little elegance. There’s 
no subtlety in the control here, which is a shame. 
The way he trips, stumbles and rights himself 
remains fantastic, but the lack of nuance in his 

Shadow Of The Colossus has 
lost none of its potency. It’s 
really quite incredible that 12 
years since its release, in an 
age of procedurally generated 

universes, cities recreated street by street and 
performance capture that preserves every nuance 
of the human experience, this game about a single 
young man felling 16 hulking creatures remains so 
compelling to play.

And it’s to the great credit of Bluepoint that 
the game feels so well preserved and recreated 
here. Some minor tweaks have been made to 
the overall experience, which we’ll cover shortly, 
but for the most part this is a masterful remake. 
The world feels fuller, littered with more granular 
details than before, yet no less bleak and lonely. We 
had been concerned that the temptation to flood 
Shadow Of The Colossus with more flora and fauna 
would be too much to resist in this restoration, 
robbing the game of its melancholic core, but that 
simply hasn’t happened. In fact, the presence of 
more detailed grass and trees, and more variance 
in colour in rockfaces and buildings has only added 
to the sense that this is an untouched, abandoned 
realm. Wander and Agro’s presence here is  
an aberration.

We’ll try to resist the urge to fall too deeply into 
re-reviewing Fumito Ueda’s original concept and 
execution for Shadow Of The Colossus, because 

PS4
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movement speed really stood out against so many 
other changes.

And the camera, while it adheres to the  
original game’s commitment to cinematic 
angles on the action at all times, feels 
like it’s something you’re trying to fight 
against. No great concern for those  
who know every inch of this world well, but a 
frustration all the same. We certainly won’t argue 
that it makes for anything less than some stunning 
images in photo mode with much framing, 
however. But in the balance of things, against such 
a beautifully realised conversion of the original 
with the same feel and impact as ever, these feel 
like small complaints to make about a true classic.

verdict

9/10
a marvellous game, 
beautifully remade



Dropping the ball

details
Publisher  

square enix

DeveloPer 
tokyo RPG 

Factory

PsN Price 
£37.99

Players 
1

much like your usual active-time battlers 
– think Chrono Trigger. Once you select 
an action to perform, you can position a 
character to a location where you want them 
to perform that act. It evolves the tried-and-
tested ATB setup and gives it a strategic 
edge – you can move a party member to 
blast multiple enemies with a beam attack, 
for example, or position your party together 
to benefit from an AOE heal. It works, 
and it is supplemented well by a robust 
customisation system where you can add 
elemental effects to damaging abilities, or 
evasion boosts to healing ones. This is then 
supported further by structures that you 
can build on the game’s overworld, granting 
your entire party passive buffs. It makes the 
game’s back end highly personalisable, and 
it’s enjoyable to play around with.

That all said, there are some balancing 
issues when it comes down to some 
encounters. We came across enemies that 
forced the party into a sleep state indefinitely, 
and just before the final boss is a mandatory 
regular enemy battle that’s tougher than the 
game’s climactic showdown. You can also 
exploit buffs and ability effects enough that 
you become more or less unstoppable, too.

For everything good Lost Sphear does, 
there’s something dragging it down. If 

With western design 
influencing modern RPGs 
across the globe today, 
there is an appetite for 
a classic-style JRPG in 

the vein of the SNES-era Final Fantasy 
games. I Am Setsuna developer Tokyo 
RPG Factory is looking to fill that void (the 
name alone feels like a mission statement), 
however, its follow-up, Lost Sphear, shows 
the developer has a lot to learn. The game 
isn’t bad, exactly. It’s just so ‘okay’ that it’s 
frustrating. It doesn’t do anything to offend 
genre fans, nor does it do anything to set 
itself apart from its inspiration. It just exists.

The story is competent, but it’s hamstrung 
by its presentation – and it’s not the visuals 
that are the problem here. In fact, they’re 
fine and even evocative. It’s the way the story 
is presented where the problem lies. Story 
beats just kind of happen, with little to no 
nuance or care for storytelling. The musical 
score in cutscenes rarely shifts to match the 
mood, and characters often lack personality 
in their movement, making scenes play out 
in what feels like the gaming equivalent of 
a table read. 

That doesn’t make it a write-off, though. 
It’s saved by its battle system. Once your 
characters draw their weapons, meters fill 

PS4
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  Equipping a Vulcosuit will enable you 
to pull off link-up attacks with your party 
members, dealing devastating amounts of 
damage to foes.

  Similar to Final Fantasy II’s keyword 
system, you can harvest ‘memories’ from 
conversations to upgrade abilities of construct 
Artifacts.

Tokyo RPG Factory is hoping to win fans of 
old-school JRPG fans over, it needs to try 
harder, because right now it feels as if the 
studio is dragging its heels. And, honestly, 
positioning a 20-hour, flawed RPG like this 
at a £40 price point feels like nothing short  
of arrogance. 

review        Lost sphear        ps4

veRdict

5/10
There’s a good rPG 
in there somewhere

Lost sphear
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FEATURE PLAYSTATION CLASSICS #44:  ShAdOw Of MeMOrIeS

ShAdow oF MEMoRiES
Writer and producer Junko Kawano takes us behind the scenes of this daring 

classic from the earliest days of the PlayStation 2 era



ooking back over the long history of 
women in videogames, one name that will 
likely stand out as having a particularly 
successful, if largely unsung career is Junko 
Kawano. Initially hired as an artist by Konami, 
Kawano would soon to go on to be the lead 

designer behind the classic PlayStation RPG Suikoden working 
with Yoshitaka Murayama, known to many as the RPG that 
let you recruit over 100 different party members. However, 
while many know her for the beloved RPG series on which she 
personally oversaw a total of five entries, another title Kawano 
led was Shadow Of Memories; the ambitious PlayStation 2 
game that blended adventure, comedy, drama and detective 
work, all topped off with a decent helping of time travel. It’s the 
kind of concept mix that would prove challenging to a developer 
working today and it was made no simpler by the hardware 
limitations of the time, yet Kawano and co. took it on.

Kawano was hired by Konami in 1993, and alongside 
fellow newcomer to the company Murayama, was tasked with 
creating a new RPG. Initially this RPG was to be released on 
an internally developed console that Konami was working on 
at the time, but once news of the upcoming Sony PlayStation 
made it to Konami HQ, the console was promptly scrapped. The 
RPG eventually became the original Suikoden, which released 
on the PlayStation in 1995 and became an ongoing franchise. 
However, though Kawano worked on a number of titles before 
she got to create Shadow Of Memories, the idea for her time-
travel epic came about before she even joined Konami and 
created Suikoden. Compared to the well-tested RPG format, 
Shadow Of Memories was anything but, trying something 
new and inventive as it attempted to stand out from the crowd 

(which included GTA III and a new Metal Gear Solid). As a result 
Kawano had to release TwinBee RPG, a spin-off of the TwinBee 
shoot-’em-up series, and further cement her standing within 
Konami, before she could finally bring her vision of Shadow Of 
Memories to the world.

Shadow Of Memories wasn’t originally meant to be a 
PlayStation 2 title, origiinally destined for the PlayStation. After 
spending a few months tinkering around with a prototype of 
having a character simply walking around a self-contained 
area, Kawano deemed the PlayStation to be nowhere near as 
powerful as she needed it to be for such an ambitious game as 
Shadow Of Memories. In fact, not even the PlayStation 2 could 
properly create Kawano’s vision for the game. As Kawano 
explains, “I chose the PlayStation 2 because I thought that I 
would be able to do more amazing things with it, but as with the 
PlayStation I felt it had limitations. However, it would have been 
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“It would have been 
dIffIcult to make the 

game exactly as how I 
InItIally ImagIned, unless 

we were developIng for 
the ps3 or ps4”

  After being pushed 
from a roof to his death, 
Eike must tie a rope to a 
rail prior to the incident, 

thereby saving his life.

  Upon dying or failing a mission, Eike will return to a 
waiting room of sorts, before starting again.

L
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difficult to make the game exactly as how I initially imagined, 
unless we were developing for the PS3 or PS4.” With the newly 
released PlayStation 2 as the proving ground for Shadow Of 
Memories, Kawano began work on her most ambitious and 
daring project yet.

Though Kawano could have gone down the route of 
making an action-packed adventure, Shadow Of Memories 
is instead an incredibly slow, intricate and thoughtful game, 
something that its fans and detractors alike both mention when 
giving their opinion on the title. In speaking about her intention 
behind the game, Kawano says, “I not only wanted to make a 
story with a strong plot, but also one that contained smaller 
stories within its overall narrative, a game that focused on 
human expressions and interactions, and one that allowed the 
player to choose their own path.” 

Shadow Of Memories (released as Shadow Of Destiny in the 
US) places the player in the role of Eike Kusch, a 22-year-old 
man who is fatally stabbed when leaving a cafe. After being 
revived by Homunculus, a mischievous genie-like character, 
Eike is given a chance to prevent his own murder. Eike is 
bestowed the Digipad by Homunculus, a device that allows him 
to time travel. Using this, Eike prevents his murder initially, but 
in doing so sets off a chain of events that forces him to keep 
preventing instances of his own murder, which leads him to 
time-travel to various eras across the span of 450 years.

When working on Shadow Of Memories, Kawano drew 
inspiration from a number of sources. Though she was 
generally inspired by time-travel films, she points to Otogirisõ 
as her only gaming inspiration. Developed by Chunsoft 
and originally released on the SNES in 1992 (and later the 
PlayStation in 1999), Otogirisõ is a visual novel that focuses on 
a stranded couple entering a haunted mansion. Later adapted 
into a film of the same name in 2001, though drastically 
different in terms of plot to Shadow Of Memories, Kawano drew 
inspiration from its strong plot and narrative progression. 
However, the biggest influence on Shadow Of Memories is 
neither a film or videogame. Instead, Kawano herself says, 
“The book that inspired me the most is Johann Wolfgang von 
Goethe’s Faust”. 

Looking into Goethe’s work clearly unearths some 
connections to Shadow Of Memories. Faust is a two-part tragic 
play that centres on God and the Devil making a bet to see if the 
Devil can turn Dr Faust, a man that lacks meaning in his life, to 
evil. With the wager made, the Devil visits Faust and promises 
him a moment of transcendence, something that Faust is eager 
to experience. If he does, Faust must serve the Devil eternally. 
Though the story doesn’t line up with Shadow Of Memories 
perfectly, there are some connections through various names 
and themes. For instance, character names such as Margaret 
and Wager are shared across both Shadow Of Memories and 
Faust; the Devil and the Homunculus share similar traits and 
intentions; both tales are strongly focused on the overarching 
theme of fate; both protagonists go on a journey granted to 
them by a mischievous being who has evil intentions, while 
they both have additional themes of doomed love. The latter 
is only applicable for some of the various endings available, 
but these direct connections lead to the fact that having prior 
knowledge of Faust is almost inherently a spoiler for Shadow 
Of Memories.

During Eike’s travels he meets various characters, 
changes time beyond that of stopping his own murder, 
and begins to send ripples through time that have real and 
serious consequences. Though the story starts off quite 
straightforwardly, as the game progresses the player must 
hop between different times and juggle a number of potential 

Shadow of Memories contains multiple different endings

The many faTes 
of eike kusch
Over the course of Shadow Of 
Memories, you are asked to make 
many decisions that, at the time, 
don’t seem all that important. 
However, depending on what 
choices you are making the game 
begins a process of choosing one 
of six endings based upon your 
actions. These range from ‘good’ 
to ‘bad’ and everything in between, 
but are generally equal parts bitter 
sweet and tragic, much like Faust, 
the play Kawano drew so much 
inspiration from. Plus, all of the 
endings are vastly different from 
one another too. 

One sees Eike saving the day, 
only to have his story end due 
to being killed by a drunk driver, 
another dishes out the revelation 
that two characters who live in 
very different eras were actually 
switched at birth, while one 
ending, despite being a generally 

positive finale for Eike, hints at two 
characters who do not know they 
are actually father and daughter 
possibly having a future romantic 
relationship. Additionally, if the 
player completes the game enough 
times to make all the in-game 
choices needed to view all six 
endings, two more endings named 
‘EX Endings’ become unlocked. 

These endings could perhaps 
be seen as the true conclusions 
to Shadow Of Memories, but sadly 
chances are that few gamers stuck 
around long enough to see them. 
Regardless, these endings not only 
complement the added layer of 
choice that Kawano was keen to 
inject into it; they also give you new 
reasons to revisit it. With a typical 
single play-through taking around 
seven hours, unlocking all eight 
of the endings makes Shadow Of 
Memories a lengthy time sink.

PLAYSTATION CLASSICS #44:  ShAdOw Of MeMOrIeS



scenarios. For Kawano, crafting the complex story to 
Shadow Of Memories never quite left her mind over the 
course of the two and a half years of development. She 
explains, “During the development period I always kept 
taking notes when thinking about the story. Whether 
I was at the office, at home or even when I was on 
holiday, I was always thinking about it!”

Shadow Of Memories was created in what 
could be described as a series of episodes, 
with each one focusing on Eike trying, in a very 
in-depth way, to prevent his own death. For 
instance, one episode sees Eike being stabbed 
by an assailant who was hiding behind a tree. 
To make sure that this event can never possibly 
happen, Eike goes back in time and effectively 
makes it so a statue, instead of a tree, is erected at 
the spot of his then-future murder. Another episode 
features Eike being killed by an antique vase that is 
thrown from a window of the local museum, which 
sends the player on a mission to destroy the murder 
weapon before it can even reach Eike’s time. Though 
each episode is focused on preventing a certain 
instance of Eike’s murder, it is never quite as easy 
as it sounds, and involves talking to the inhabitants 
of the town and finding important objects, often 
trading these items between characters who exist 
in completely different timelines and visiting eras at 
specific moments. This, on top of the ever-lingering 
countdown clock to Eike’s murder, effectively creates 
a sense of urgency for the player. 

One of the most unusual elements of Shadow 
Of Memories is its setting. While it is not uncommon 
for Japanese developers to place their games in a 
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Western setting, Kawano decided to set it in a small fictional 
German town known as Lebensbaum. Directly translated 

from German as ‘Tree of Life’, the town is quaint, nicely 
presented, and filled with a whole host of characters 
who go about their daily lives that the player can 
interact with, similar to what Kawano achieved with 

Suikoden’s towns, but evolved somewhat. While 
some of the characters you meet along the way 
are merely decoration for the town, most NPCs 
who inhabit Lebensbaum will end up having an 
influence on the story in one way or another. As 
Shadow Of Memories deals with time travel, 
the player will also start to realise that various 
family names are present throughout the 
history of the town, which creates a sense that 
Lebensbaum is a living, breathing city.

However, despite the unusual setting being 
something of a curiosity, in hindsight Kawano is 

unsure if she made the right choice. As Kawano 

famIly names are present 
throughout the hIstory 

of the town, whIch  
nIcely creates a sense  

that lebensbaum Is a  
lIvIng, breathIng cIty

  Some players might 
recognise the actor playing 
Homunculus as Charles 
Martinet, the iconic voice 
behind Mario.

  Eike’s presence 
alone is enough to alter 
the future, like when he 
shows the townsfolk of 

1580 a lighter.
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says, “Looking back, making the setting a German city may not 
have been a good way to commercialise it across the world. I 
was concerned about this afterwards, which is perhaps why 
my later time-travel title, Time Hollow, is set in Japan.” 

As Shadow Of Memories takes place entirely within the 
city walls of Lebansbaum, Kawano and her team focused on 
making sure the city felt realistic and that certain areas looked 
iconic enough that the player would grow used to navigating the 
many narrow streets of the city. After all, outside of exploring a 
few locations during episodes, the vast majority of gameplay 
takes place out in the city, and Kawano wanted the city itself to 
be as much of a recognisable character as the many NPCs that 
are encountered. A map of Lebensbaum is always accessible 
for the player too, and with a cafe, church, antique shop, 
museum, market, city hall, bakery and fortune teller available 
as locations within the game, Kawano and her team created a 
strong sense of geography within Shadow Of Memories.

The player can visit four different time periods: 2001 
(when the game is set), 1979/80, 1902 and 1580-84. For each 
time the landscape, layout and visual design of Lebensbaum 
changes, often quite drastically. This can range from 
buildings present in 2001 not having being built by 1980, the 
town being lit only by candlelight in 1580, to the northern, 
western, southern and eastern gates of the city being 

rather rudimentary in 1902 
compared to their modern-day 
counterparts. However, the 
most interesting change that 
is noticeable across all times 
is the use of colours to convey 
different eras. Kawano explains 

her reasoning for this, saying, “To express to the player that 
they are in a different time was a challenge, beyond merely 
just telling them. Initially, each era of Lebensbaum was 
created with a full colour pallet. It was only until near the latter 
half of development that I wanted to show the difference in 
each era in a much stronger way. I did this by changing the 
colour pallet for each time. Of course, some of the staff got 
mad because their colourful visuals were lost, but I wanted to 
make this surprise a part of the game.”

This leads to the visuals in 1902 being entirely black 
and white, while the overall colour tone of 1580 is a mixture 
of brown and yellow, as if the player is looking at an old, 
discoloured photograph. Despite these visual differences 
from era to era, Eike’s character model remains in full colour 
throughout the duration of the game, further cementing the fact 
that he simply doesn’t belong in the various times he is visiting. 
It is a subtle addition, but one that is played off rather well.

Shadow Of Memories is both jam-packed with story and 
content while also being quite a short experience, much to 
the disappointment of some players. However, if you were to 
complete the game once, the full Shadow Of Memories breadth 
of narrative on offer has simply not been experienced. The core 
game might not take long to complete, but to see everything 
from the different choices Eike can make on his journey to the 

for each tIme the landscape, layout 
and vIsual desIgn of lebensbaum 
changes, often quIte drastIcally
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  Though not all times 
are freely available at first, 

eventually Eike can time 
travel at will to multiple eras.

Shadow Of Memories isn’t just 
a PlayStation 2 title

a long 
shelf life

While Shadow Of Memories released on the 
PlayStation 2 in 2001, the game has had an 
unusually long shelf life for a title that, outside 
of its hardcore fans, has been largely forgotten 
by many. In 2002, an Xbox version was released 
exclusively for Europe. The same year a PC 
version, ported by Runecraft, was released for 
both Europe and the US. Then, a whole eight 
years after it was initially released, a PSP port 
made its way to Japan in 2009, followed by 
Europe in 2010. Apart from the PSP version, 
each version is near identical. For the PSP port, 
the voice work in the game was recast and 
rerecorded, the DigiPad is strangely renamed the 
Z-Pad, more NPCs were added to Lebensbaum 
and a better save feature was implemented.

multiple endings to unlock, Shadow Of Memories is a title that 
keeps paying off if you are willing to put the time in. Due to the 
technical and time constraints involved, there were elements to 
the game that Kawano wanted to but couldn’t add to the already 
overstuffed final product. 

Kawano outlines what else she wanted to add to the 
game: “Looking back, I really wanted to make the basement in 
the Alchemists house into a fully explorable map, as I wanted 
to set some kind of mission there. I also wanted to add some 
more drama scenes to the game, especially set in the church. 
I also think I could have expanded the game to makes Eike’s 
story longer.” 

In 2008, Kawano wrote and designed what many 
consider to be a spiritual successor to Shadow Of Memories. 
The title is Time Hollow, and it was released on the Nintendo 
DS to an above-average reception. Once again involving the 
theme of time travel, it may be the closet anyone will ever get 
to a true sequel to Kawano’s prior time-travel outing. Kawano 
speaks about her work on the game by saying, “In developing 
Time Hollow, we created a game that allows players to freely 
change the past simply with a touch of the pen. Every game 
creator wants the player to taste a new experience, and 
because Time Hollow is mainly based on visuals with text 
like an animation, the presentation and gameplay is totally 
different.” 

With Kawano’s interest still clearly swirling around the 
theme of time travel, it begs the question that die-hard fans 
of Shadow Of Memories have been asking since its release: 
will there ever be a true sequel? Though looking very unlikely 
at this point with the current state of Konami, Kawano does 
address the idea of a sequel. “After the release of Shadow 
Of Memories, there were discussions that occurred several 
times. However, sadly the timing didn’t work out, so it did not 
happen. But if I was to make it now, there may not be any new 
surprises to add that the player hasn’t already seen in Shadow 
Of Memories.”

Even to this day, Shadow Of Memories divides opinion. 
While perhaps its pace and English voice acting are areas 
in which the game can stumble at times, it still stands as 
one of the most memorable titles from the early days of the 
PlayStation 2, a time when Sony’s follow-up to the original 
PlayStation was planting its flag down firmly into the soil 
of gaming history. It is a title that deals with a wide array of 
heavy subject matter, pushes the new-found power of its 
native console to the limit, and does it all within a game world 
that feels real, lived in and historic. Suikoden may be the game 
that Kawano is remembered for in the minds of most gamers, 
but in 2001 she released something arguably more daring, 
inventive and challenging than anything released in that 
famed RPG series.
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PLUS
extended play dlC multiplayer trophies video 

Some videogames immediately arrest the 
attention and threaten to never let you loose 
again. We first caught a glimpse of Dead 
Static Drive a number of years ago after 
creator Mike Blackney took to sharing gifs 
of the game in action on Twitter, and have 
been following its evolving development 
intently ever since. It’s got this hyper slick 
animation and gorgeous visual style that 
make it difficult to turn away from, with 
a premise that sounds as ridiculous as it 
does intriguing. Dead Static Drive presents 
an existential road trip adventure game 
through small town America; it’s you and 
your whip against the world, left to survive 
as otherworldly creatures claw their way 
out of the maw of hell intent on bringing you 
down to their level as you venture across a 
hostile and oppressive world. 

We sat down with Blackney between his 
development milestones to discuss this 
indie hit in the making. 

What’s the deal with Dead Static 
Drive? 
Okay, so the short pitch is: Grand Theft 
Cthulhu. If that works, I can usually explain 
it with a longer pitch, and that’s where 
I’ll say it’s an existential horror road trip 
through a world of nightmarish creatures 
and Americana: gas stops, cheap motels, 
and old cars.

What’s the appeal of horror offerings 
across locations that are relatively 
mundane? You know, aside from all of 
the creatures clawing their way out of 
the ground. 

What a great question. I think games can 
be really great at ‘what-if’ scenarios: what if 
I crawled down a manhole and there was a 
subterranean world there? What if I was a 
space marine with a chainsaw gun? What if 
a horse just started chatting to me? 

Well, maybe it’s a sign that I’m not super 
creative, but the kinds of ‘what-if’ fantasies 
that I usually make up are the ones where 
it’s our world but with something frightening 
that I could just stumble upon. So when I 
want to make games, for me it’s getting 
to have a place to tell those stories, a way 
to get them all out of my head – but also a 
place where I can be a player and act them 
out as well. What if the rest stop I pulled 
over in had a dark past? What if I realised 
that a car had been following me for hours? 
What if I was driving a really awesome car?

INTERVIEW

GTA meeTs CAll 
Of CThulhu  
in DeAD  
sTATiC Drive
Designer Mike Blackney takes us behind the scenes 
of his awesome looking cosmic horror road trip
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What was the inspiration behind the 
super gorgeous art style? 
Poster art, really. Before Dead Static Drive, 
I was working on a space exploration 
prototype with an art style inspired by 
Roger Dean and Dan McPharlin. I didn’t 
love the mechanics or the setting, but 
some of the art style really felt great to 
me. It’s not the most important part of 
the style, but one part that I fell in love 
with was the shadows. Often in my 
references I’d see shadows that were 
these enveloping, solid blocks of colour 
- sometimes black, but also blue and red 
and teal. It gave a really brooding and 
oppressive feeling. 

After I ditched that project I was 
playing around with the idea of a survival/
horror GTA-themed game. I wanted an 

easy style that also contributed to the 
horror feeling and looked completely 
different from what I was seeing a lot of. 
But it was really important that it was 
easy, so I wouldn’t get bogged down too 
much in asset creation. I’ve worked as a 
tech artist before so my natural decision 
was to rewrite how lighting worked in 
the game, so I would be able to make 
really basic, ugly art and the game engine 
would magically make it look consistent 
and nice.

How have you found development of 
Dead Static Drive?
I started the project in late 2014, if you can 
believe it. I spent quite a bit of that time 
working as a teacher, and I left that career 
to go full-time indie about six months 

ago.  Thankfully it hasn’t really been more 
challenging than anticipated, because 
I didn’t have any expectations that the 
project would get much attention or that I’d 
need to be done by a given date. 

That means that I’ve been able to 
go at my own pace, and keep iterating 
and improving based on feedback.  The 
response I’ve gotten has been incredible, 
and now that I’m on the project full-time I 
feel like it’s progressing about a thousand 
times faster! Unfortunately I still can’t 
confidently plot the release, but hopefully 
that can change soon. Right now I’m 
focusing on making sure I have the best 
foundation for finishing the game, but 
there’s quite a lot of work left to do. It’s an 
old cliché, but I’m not in a hurry to release   
a bad game.
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EXTENDED PLAY NArrATivE ADvENTurE gAmEsPLUS

EXTENDED PLAY

NArrATivE 
ADvENTurE gAmEs
Tired of the noise and bluster of triple-A gaming? 
Try these narrative adventure games if you’re more 
interested in story and characters than action

What remains of edith finch
■ Some Say that you can never truly go home again – that the home that 
you remember will twist and warp in your memory until all that remains is simply 
unrecognisable. This is one of the themes that What Remains Of Edith Finch plays 
with and explores so excellently. The game is quiet and impactful, presented as a 
series of vignette stories that are used to explore and uncover the mysteries of the 
Finch family legacy. What Remains Of Edith Finch is an expertly crafted narrative 
adventure; heartbreaking and impressive in equal measure, and clearly one of the 
finest examples of linear interactive fiction in the industry. 
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■ the wilderneSS iS a terrifying thing, after playing Firewatch 
of that we are certain. Campo Santo’s debut took us into a serene 
location, a stunning national park, and twisted it until its natural beauty 
became a warped nightmare. Firewatch creates an epic sense of 
isolation through its relatively short playtime, forcing you to find solace 
in its silence – that’s a difficult thing to do once Henry, the player 
character, starts to be accosted by an unidentified force of nature. If 
you’re after a game as visually stunning as it is excellently written, you 
should look no further than Firewatch. 

PLUS

fireWatch

EvErybody’s GonE To ThE rapTurE

■ thiS one took us by surprise when it released 
last year, but it’s also one that we find ourselves 
returning to time and time again. Night In The Woods 
is beautiful game about the pitfalls of youth and the 
risks associated with rebellion in an area where 
everybody knows your name. A clever adventure that 

uses small forms of interaction and a fluid dialogue 
system to tell a relatable story, paced in such a way 
that you’ll struggle to put it down once it sinks its 
claws into you. In fact, Night In The Woods does such 
a great job of capturing the spirit of adolescence that 
you may just find that it mirrors your own. 

■ the game that started it all. While we had 
narrative adventure games (or ‘walking simulators’) 
before Fullbright released its experimental debut, 
none of them worked as successfully, or had as much 
impact, as Gone Home. In asking you to explore an old 
abandoned family house, and in pushing you to piece 
together the puzzle of family life in a quiet American 
town, Gone Home became something of a window into 
a different world. It turned us from passive player to 
investigative voyeur in a matter of hours – a sharply 
written and unforgettable experience. 

■ without queStion one of the best example 
of non-linear storytelling on the PS4. This console 
exclusive from developer The Chinese Room takes 
us away to a quaint English village and asks us to 
investigate its last days. Smart visual design and the 
clever construction of its narrative combine with a 
stunning soundtrack to create something very special 
indeed. It’s a slow game, we aren’t going to lie to you, 

but there is also something rather beautiful in its 
execution. The sense of place that The Chinese Room 
captures in Yaughton Valley is truly unprecedented, 
it is one of the most realistic and well crafted open 
worlds we have ever had the pleasure of exploring 
– and if this truly is to be the studio‘s finest game, 
well, what a way to go out. Everybody’s Gone To The 
Rapture is a must-play for PS4 owners.

Gone Home

niGHT in THe Woods
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■  There are plenTy of reasons why you should be 
playing Rime, but if Trophies are all that you’re interested in then 
don’t worry we've got you covered. Rime is a puzzle-adventure 
game that is pretty easy going – with most of its unlocks tied 
to progressing through the beautiful story and locating all of its 
collectibles. Many of these are hidden out across the world, and 
the best advice we can give you is to stay alert and check every 
corner of the levels. With seven toys and six outfits to find, eight 
keyholes to peer through and six parts of a lullaby to locate – not 
to mention the 18 Emblem pieces to bring together – it can be 
all too easy to miss an important piece of the puzzle. Be on the 
lookout and always challenge the desire to move on in the story.

Trophy Guide playSTaTion pluSPLUS
Trophy guide

KnacK

■ The ofTen forgoTTen  PS4 launch title has finally 
made its way to PS Plus, a 3D platformer made in similar style 
to Ratchet & Clank. Fun for all the family, right? Well, maybe 
not. If you're going out in search of a Platinum Trophy you'll 
need to find the time to play through the game on its various 
difficulty modes and will need to keep those fingers crossed 
that you get lucky when it comes to the finding rare crystals – 
otherwise you'll find unlocking all of Knack's upgrades to be a 
bit of a slog. It's a fun and easy going game, but getting all 42 of 
these Trophies will certainly test your patience. If you're in dire 
need of assistance there are a few farming techniques you can 
find online, but these require a lot of attention to detail. 

Platform: PS4  Difficulty: 2/5 
troPhiES:  32

rime

pS pluS Trophy Guide
1

1

4

5

9	

12

28

14

Platform: PS4  Difficulty: 4/5  
troPhiES: 42 
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■  we won’T lie to you, this isn’t going to be easy. Spelunker HD is a remake of 
a 1985 NES game. Retro games are hard and often on the teetering edge between 
good and bad, so, yeah, have fun with this one. It's going to take between 15-20 hours 
to obtain the Platinum, and there are five Trophies (four Bronze, one Silver) that you'll 
only be able to get a hold of by playing the co-operative multiplayer mode. Still, that all 
said it is collecting the hidden Mural pieces that will really prove to be the challenge – 
some of these are hidden pretty well, and will require either an incredibly keen eye or 
an online guide. Spelunker HD is a fun throwback, but it isn't for the feint of heart. 

PLUS

Grand	KinGdom

Starblood	arena

■ pray To The RNGsus, because you are going to need all of the help that you 
can get with this one. While estimations vary between players, it's fairly likely that 
you won’t get a Platinum in Grand Kingdom without sinking over 100 hours into 
the game. So much of it is luck based that it’s ultimately difficult to predict exactly 
how you’ll get on with it or how long it will take you to get anything done – but 
you should be putting a focus on learning all skills with each character, on earning 
Policy Points, and on trying to reach a guild rank of S. It’s going to take a lot of 
effort, so it is a good thing that Grand Kingdom works between PS4 and PS Vita.  

■ Don'T ever say that Sony doesn’t ever do anything 
nice for you. In additional to the regular amount of 
PlayStation Plus titles this month, Sony is also offering a 
bonus game – Starblood Arena. This system exclusive has 
been described as PSVR’s answer to Overwatch – though 
we’d say Gladiators crossed with Robot Wars is more on 
the money. The game is full of Trophies designed to get 

you interacting with all of its content and heroes. Expect 
it to take some time to nail all of these out, but thankfully 
it's one of the most entertaining VR games out there right 
now, particularly if you’ve grown tired of EVE: Valkyrie . 
Give it a try and settle into its rhythm; trust us, you’ll be 
unlocking those Trophies in no time!

Platform: PS3  Difficulty: 4/5 
troPhiES: 47

SPelunKer	Hd

1

1

1

1

2

3

11

16

9

42

28

34

Platform: PS4  Difficulty: 4/5  
troPhiES: 55

Platform: PS4/PS	Vita  Difficulty: 5/5  
troPhiES: 36 

“this system 
exclusive has 

been described as 
Psvr’s answer to 

overwatch. ”
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JOIN THE PLAY COMMUNITYPLUS

ExclusivE voicEovErs
subscribe to our channels for awesome Playstation videos

Monster Hunter guides Metal gear survive tips ni no kuni ii preview

Struggling to get through Monster 
Hunter World’s toughest fights? Come to 
GamesRadar for hot tips and game guides.

Are you wondering whether Metal Gear 
Survive will be worth your time or money? We 
dive into the game’s single-player to find out. 

will thiS AnticipAted JRPG possibly match 
the highs of the original? We get our hands-on the 
latest build of Ni No Kuni II: Revenant Kingdom.

youtube.com/gamesradar
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PLUS

JOIN THE 
COMMUNITY

■ PS4’S Community feature is a great way of finding 
like-minded players that share your interests. That’s why 
we’ve set up our own Play Community where you can 
join our game sessions, share your best screenshots, 
win free games and other prizes, and connect with 
other PlayStation fans. Come and join our ever-growing 
community of readers today!

How To Join

sEnd us Your BEsT scrEEns
1

Search for Play_Mag_UK 
in the Friends menu, 
select our profile, then  
navigate down to 
‘Communities’. 2

Press X to open the 
play Community, 
then press X again 
to join it. Welcome to 
the family!

sHaring

Playstation 4 
DiReCtoRy
Every PS4 owner needs to know 
what games are worth owning. 
Our PS4 directory is the ideal 
tool for building your library.

the inDie 100
Every must-play indie game on 
PlayStation is right here – if you 
love indies, this will help you fill 
any gaps in your collection.

DoWnloaD PLAY 
BaCK issUes
Missed an issue of play? Fear not! 
They are all available to download 
for tablets and smartphones from
greatdigitalmags.com

  Horizon: Zero Dawn 
has one of the best photo 
modes available on the 
system, so get snapping and 
send us your best pictures of 
Aloy kicking some arse. 

  How many strawberries 
have you collected in Celeste? 
All of them? Liar. This is what the 
Share button was made for. 

  Shadow Of The 
Colossus is a truly beautiful 
game. Send us your best 
screenshots of Wander in action.



64  |

you haven’t played… enter the GunGeon?PLUS
you haven’t 

played… ?

■ Are you the type of player that launches a controller 
towards the wall at the first sign of a challenge? If you just 
nodded your head then we’re really sorry, but this just isn’t 
the game for you. For the rest of you, isn’t it about time you 
Enter The Gungeon already? 

This stylish action game delivers smart and intuitive 
punishment across an endless maze of firearms and foes; 
a gauntlet that will test your skill and patience, breaking 
just about all who dare walk into the Gungeon. Once you’ve 
selected your ‘Gungeoneer’ you are immediately thrown 
into a fast and furious array of dungeons to clear, each full 
of projectiles to avoid and collectibles to hunt. Mastering 
the dodge-roll will only get you so far; trying to stay one 

step ahead of the Gundead is the only way to survive. 
Thankfully, in spite of its difficulty, Enter The Gungeon never 
feels unfair or as if it is secretly cheating you in some way. 

Quick witted players with a good eye for aiming will find 
themselves pushing through it better than most, although 
some beautifully (see also: cruelly) designed bosses will 
stop just about every player dead in their tracks. Enter 
The Gungeon is indeed punishing, but it’s also fair and 
balanced beyond belief – and in a way precious few games 
manage. It’s a master class in action that never fails to get 
adrenaline pumping through your system. If you’re looking 
for something new to play on your PS4 we promise that 
you won’t be disappointed by this excellent indie stunner. 

enter the GunGeon
Here we present to you a game that never fails to entertain, even 

as it is making you want to throw your controller at the wall. 

keep clam
Three things you should 
know before diving in

PREPARE
no two encounters will ever be alike. 
the world procedurally regenerates 
itself every time that you die. 

To
each map has secret areas to find, each 
filled with collectibles, rare weapons 
and currency to use at the store.

DiE
don’t expect to have an easy time with 
this game. It’s tough but fair, so expect 
to spend some time with it.
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Mercenary Kings 244 8

Metal Gear Solid V: Ground Zeroes 242 8

Metal Gear Solid V: The Phantom Pain 261 9

Middle-earth: Shadow Of Mordor 250 8

Middle-earth: Shadow Of War 287 7

Mirror’s Edge: Catalyst 272 6

Monster Hunter World 291 7

Mortal Kombat X 257 9 

Moto Racer 4  277 4

Murdered: Soul Suspect 246 4 

N++ 261 8

NBA 2K17 275 8 

Need For Speed 264 5

Need For Speed Payback 289 4

Need For Speed Rivals 238 8

NHL 15 249 6

Nidhogg 2 286 7

Nier Automata 280 8

Nioh 279 8

No Man’s Sky 274 8

Not A Hero 267 6

Nuclear Throne 266 8

Observer 287 7

Octodad: Dadliest Catch 244 6

Outlast 241 7

Outlast 2 282 8

Overcooked 273 9

Overwatch 271 8

Oxenfree 271 6

Pac-Man Championship Edition 2 275 6

Persona 5 280 9

PES 2015 250 9

PES 2016 262 9

PES 2017 275 8

Planet Of The Apes: Last Frontier 290 5

Plants Vs Zombies: Garden Warfare 2 268 8

Prey 282 7

Prison Architect 273 8

Project Cars 258 6

Project Cars 2  287 9

Puyo Puyo Tetris 282 8

Pyre 285 8

Rainbow Six Siege 265 8

Ratchet & Clank 269 8

République 268 7

Resident Evil HD 253 8

Resident Evil 7  279 9

Resident Evil Revelations 2 256 7

Resogun  238 9

Resogun Heroes 247 9

Rime 284 6

Robinson: The Journey 277 6

Rock Band 4 263 7

Rocket League 260 8

Rogue Legacy 248 9

Salt And Sanctuary 269 8

Sébastien Loeb Rally Evo 267 5

Serial Cleaner 286 8

Shadow Of The Colossus 291 9

Shantae: Half-Genie Hero 279 8

Sheltered 270 9

Sherlock Holmes: The Devil’s Daughter 272 6

Shiness: The Lightning Kingdom 282 8

Shovel Knight 258 9

Skylanders Imaginators 276 7

Skylanders Swap Force 238 7

Skylanders Trap Team 250 7

Sniper Elite 4 280 8

Sniper: Ghost Warrior 3 282 5

SOMA 262 8

Songbringer 287 7

Mad Max  262 4

Sonic Forces 289 7

Star Ocean: Integrity And Faithlessness 273 6

Star Wars Battlefront 265 6

Star Wars Battlefront II 289 6

Statik 282 8

game issue score

Absolver 286 7

Abzu 273 7

Agents Of Mayhem  286 4

Alekhine’s Gun 270 3

Alien: Isolation 249 9

Alienation 270 8

Amplitude 266 8

Arizona Sunshine 285 5
Arslan: The Warriors Of Legend 268 5

Assassin’s Creed Chronicles: China 257 7

Assassin’s Creed Chronicles: India 266 7

Assassin’s Creed IV: Black Flag 237 8

Assassin’s Creed Syndicate 264 4

Assassin’s Creed: Unity 251 6

Axiom Verge 256 9

Batman: Arkham Knight 258 9

Batman: The Telltale Series – Episode One 274 4

Battle Chasers: Nightwar 287 5

Battleborn 271 6

Battlefield 1 276 7

Battlefield 4 238 8

Battlefield Hardline 256 7

BioShock: The Collection 275 7

Black The Fall 284 5

Blazblue Central Fiction 277 8
Blazblue Chronophantasma Extend 264 9

Bloodborne 256 9

Bloodborne: The Old Hunters 265 9

Bound 274 7

Bound By Flame 245 6
Broforce 268 6

Call Of Duty: Advanced Warfare 251 8
Call Of Duty: Black Ops III 264 8

Call Of Duty: Ghosts 238 7

Call Of Duty: Infinite Warfare 276 5

Child Of Light 244 7

CounterSpy 248 5 

Crash Bandicoot: N. Sane Trilogy 284 8
DariusBurst: Chronicle Saviours 266 8

Dark Souls III 269 9

Day Of The Tentacle Remastered 269 8

Daylight 245 2
Dead Nation: Apocalypse Edition 242 7

Dead Or Alive 5: Last Round 254 7

Destiny  249 9

Destiny: House Of Wolves 258 8

Destiny: Rise Of Iron 275 8
Destiny: The Dark Below 252 7

Destiny: The Taken King 262 9

Destiny 2 286 8

Deus Ex: Mankind Divided 274 6

Devil May Cry 4: Special Edition 258 8

Diablo III: Reaper Of Souls 248 9

Dirt 4 284 9

Dirt Rally 269 9

Dishonored 2 277 9

Disney Infinity 2.0 249  8

Divinity: Original Sin Enhanced Edition 264 8

Don’t Starve 240 8

Doom 271 8

Dragon Age: Inquisition 251 8 
Dragon Ball Xenoverse 255 5
Dragon Ball FighterZ 291 9

Dragon Quest Builders 276 8

Dragon Quest Heroes 263 8

Dragon Quest Heroes 2 283 6

Drawn To Death 281 6

Driveclub 250 8

Dying Light 254 9

Dynasty Warriors 8 XLCE 243 8

EA Sports UFC 2 269 8 

Enter The Gungeon 269 8 
Ether One 258 8

Everybody’s Golf 287 7

Everybody’s Gone To The Rapture 261 8

Everything 282 7
Evolve 254 6

F1 2015 260 8
Fallout 4 264 9

Far Cry 4 251 8

Far Cry Primal 268 8

Farpoint 283 8
Fez	 243	 10

FIFA 15 249 8

FIFA 16 262 9

FIFA 17 275 8

Final Fantasy Type-0 255 8
Final Fantasy XIV: A Realm Reborn 243 9

Final Fantasy XV 277 9

Firewatch 267 6

Furi 272 8
Game Of Thrones: Iron From Ice 253 8

Geometry Wars 3: Dimensions 252 9

Get Even 284 7

Ghost Recon: Wildlands 280 5

Gnog 283 7

God Eater 2: Rage Burst 275 6
God Of War III Remastered 260 8

Grand	Theft	Auto	V	 251	 10

Gravity Rush 2 279 8

Grim Fandango Remastered 254 8

Guilty Gear Xrd -Revelator- 272 9

Guilty Gear Xrd REV 2 283 9

Guilty Gear Xrd -SIGN-* 253 9

Guitar Hero Live 264 8

Hand Of Fate 2 289 8

Headlander 273 6

Hellblade: Senua’s Sacrifice 285 8

Hidden Agenda 289 5

Hitman 268 9

Hohokum 248 8

Homefront: The Revolution 271 6

Horizon: Zero Dawn 279 9

Hotline Miami 2: Wrong Number 255 9

I Am Setsuna 273 8

inFamous: First Light 249 5

inFamous: Second Son 242 8 

Injustice 2 283 8

Invisible, Inc. 270 9

Just Cause 3 265 7

JStars Victory VS+ 260 6

Killing Floor 2 277 6

Killzone Shadow Fall 238 8

Killzone Shadow Fall: Intercept 246 8

King Of Fighters XIV 274 7

King’s Quest: A Knight To Remember 261 8

Knack 238 6

Knack 2 286 5

Lara Croft And The Temple Of Osiris 252 5

Lawbreakers 286 7

Lego Batman 3: Beyond Gotham 252 6

Lego Dimensions 263 7

Lego Marvel Super Heroes 238 8

Lego Marvel Super Heroes 2 289 7

Lego Jurassic World 258 7

Lego Star Wars: The Force Awakens 273 6

Lego The Hobbit 244 6

Lego Worlds 280 6

Little Nightmares 282 8

Life Is Strange: Before The Storm 290 8

LittleBigPlanet 3 251 9

Lords Of The Fallen 251 7

Lost Sphear 291 5

Lumo 271 7

Madden ’16 262 8

Madden ’17 274 9

Mad Max  262 4
Mafia 3 276 8
Marvel Vs. Capcom: Infinite 287 6

Mass Effect: Andromeda 281 5

Matterfall 285 6

office favourites
let’s play…

Celeste
An absolutely stunning 
platformer cut from the same 
cloth as Super Meat Boy. It 
has a beautiful retro-inspired 
art style and some truly 
harrowing challenges, but it’s 
also insanely difficult to put 
down. Celeste is truly brilliant 
and a legit indie classic.

With more and more of 
the High-Rank challenges 
beginning to open up we are 
finding it increasingly difficult 
to put this game down. While it 
has its problems, there’s a real 
delight to be found in toppling 
bloody giant monsters.

Kingdom Come: 
deliveranCe
Arriving just a little too late for 
review in this issue, Kingdom 
Come: Deliverance is keeping 
us entertained and intrigued 
with its perplexing mixture of 
RPG systems. It’s certainly 
deep, but it is far too early to 
call one way or the other.

dragon Ball 
Fighterz
So, Dragon Ball FighterZ has 
revealed itself to be one of 
the best fighting games on 
the PS4. While there are 
problems to be found with its 
online servers right now we are 
having an absolute blast with 
this one in the office. 

monster hunter: 
World

PS4
game issue score

game issue score

IF yOU WANT        TO KNOW WHAT A GAME SCORED THEN THESE PAGES ARE FOR yOU

PLUS
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PS3

game issue score game issue score game issue score

Star Trek: Bridge Crew 284 8

Street Fighter V 267 9

Styx: Shards Of Darkness 280 6

Super Time Force Ultra 262 9

Switch Galaxy Ultra 253 8

Syberia 3 283 2

Tales From The Borderlands: Zer0 Sum 252 7

Tales Of Berseria 279 7

Tearaway Unfolded 262 7

Tekken 7 284 8

Teslagrad 253 7

The Banner Saga 2 272 8

The Binding Of Isaac: Rebirth 251 9

The Crew 252 5

The Escapists 2 286 7

The Evil Within 250 8

The Last Guardian 278 6
The	Last	Of	Us	Remastered	 247	 10

The Order: 1886 254 8

The Surge 283 7

The Sims 4 290 6

The Tomorrow Children 275 4

The Vanishing Of Ethan Carter 260 8
The Walking Dead Season 3 E1&2 278 5

The	Witcher	3:	Wild	Hunt	 257	 10

The	Witness	 267	 10

Thief 241 7

Thimbleweed Park 285 7

This War Of Mine: The Little Ones 267 7
Tiny Brains 240 6

Titan Souls 257 7

Titanfall 2 276 7

Tokyo 42 284 7
Tom Clancy’s The Division 268 9

Tony Hawk’s Pro Skater 5 263 3

Torment: Tides Of Numenera 280 8

Toukiden 2 281 8

TrackMania Turbo 269 8

Transformers: Devastation 263 8

Transformers: Rise Of The Dark Spark  247 3
Transistor 245 9

Trials Fusion 244 8

Ultra Street Fighter IV 258 8

Umbrella Corps 272 3
Uncharted	4:	A	Thief’s	End	 270	 10

Uncharted: The Lost Legacy 285 9

Uncharted: The Nathan Drake Collection 263 8

Unravel 267 7

Until Dawn 261 8
Valiant Hearts 247 6

Virginia 275 8

War Thunder 239 8

Warhammer 40K: Deathwatch 280 7
Wasteland 2: Director’s Cut 264 8

Watch Dogs 245 8

Watch Dogs 2 278 7

What Remains Of Edith Finch 283 9
Windjammers 287 6

Wolfenstein: The New Order 245 8

Wolfenstein: The Old Blood 258 8

Wonder Boy: The Dragon’s Trap 283 7

World Of Final Fantasy 276 7

WWE 2K15 252 4

WWE 2K16 264 5
XCOM 2  275 9

yakuza 0 279 9

yooka-Laylee 281 6

3D Dot Game Heroes 192 8

50 Cent: Blood On The Sand  177 7

Ace Combat: Assault Horizon  211 7

The Adventures Of Tintin 212 5

Alice: Madness Returns  207 6

Aliens: Colonial Marines    230 4

Aliens Vs Predator 189 7

Alpha Protocol 193 8

Amy 215 1

Arcana Heart 3  207 7

Armored Core V  217 6

 Army Of Two  164 8

Army Of Two: The 40th Day 188 6

Army Of Two: The Devil’s Cartel   231 4

Assassin’s Creed  161 5

Assassin’s Creed II 186 9

Assassin’s Creed III  225 7
Assassin’s Creed: Brotherhood 199 9

Assassin’s Creed: Revelations 212 7

Assassin’s Creed: Rogue 251 7

Asura’s Wrath  216 7

Atelier Ayesha: The Alchemist Of Dust 230 6

Batman: Arkham Asylum 183 8
Batman: Arkham City  211 9

Batman: Arkham Origins 237 8

Battle Fantasia  176 7

Battlefield 1943 182 9

Battlefield: Bad Company  168 8
Battlefield: Bad Company 2 190 9

Battlefield 3 212 8

Battleship  219 4
Bayonetta* 187 9

The Beatles: Rock Band 184 9

Beat Hazard Ultra 213 7

Beat Sketcher 201 8

Beyond Good & Evil HD 207 8

Beyond: Two Souls 236 7

Binary Domain  216 7

Bionic Commando 179 8

Bionic Commando Rearmed 169 8

Bionic Commando Rearmed 2 203 6
BioShock  172 9

BioShock 2 189 8
BioShock Infinite 230 9

BlackSite  163 4

Bladestorm: The Hundred years’ War  160 5

BlazBlue: Calamity Trigger 190 8
BlazBlue: Continuum Shift  198 9

Blur  193 8

Borderlands 185 8

Borderlands 2  223 9

Borderlands: The Pre-Sequel 250 6

The Bourne Conspiracy 168 7

Braid  188 9

Brothers: A Tale Of Two Sons 233 8

Brothers In Arms: Hell’s Highway 171 7

Brütal Legend 185 7

Bulletstorm 203 8

The Bureau: XCOM Declassified 235 5

  Burnout Paradise  162 8

Call Of Duty 3 151 5

Call Of Duty: World At War 173 6
Call Of Duty 4: Modern Warfare 160 9

Call Of Duty: Modern Warfare 2 186 9

Call Of Duty: Modern Warfare 3 212 8
Call Of Duty: Black Ops 199 9

Call Of Duty: Black Ops II  226 8

Call Of Juarez: Bound In Blood 181 8

Call Of Juarez: Gunslinger 232 8

Call Of Juarez: The Cartel  208 3

Captain America: Super Soldier  208 7

Castle Crashers 200 9

Castlevania: Harmony Of Despair 212 7

Castlevania: Lords Of Shadow 197 9

Castlevania: Lords Of Shadow 2 241 8

Catherine  215 6

Chronicles Of Riddick: Assault On Dark Athena 178 8
Civilization Revolution  168 9

Clive Barker’s Jericho 159 6

The Club 163 8
Colin McRae: DiRT   158 9

Colin McRae: DiRT 2 184 8

Conan 160 7

Condemned 2 165 7

Costume Quest 199 7

Counter Strike: Global Offensive 223 9

Crysis 2  204  7

Crysis 3   230 6

Damage Inc: Pacific Squadron WWII  223 3

Dante’s Inferno 189 8
The Darkness 154 9

The Darkness II  215 7

Dark Sector 165 6
Dark Souls  211  9

Dark Souls II 242 9

Darkstalkers Resurrection 230 8

Dark Void 188 8

Darksiders 188 8

Darksiders II  221 8

DC Universe Online  202 8

Dead Or Alive 5  223 7

Dead Island   210 7

Dead Island: Riptide   231 6

Dead Rising 2 197 8

Dead Space 172 9

Dead Space 2 201 9

Dead Space 3  228 7

Dead Space: Extraction 203 8

Deadly Premonition: The Director’s Cut  231 8

Deadpool 233 6
Demon’s Souls 193 9

Destroy All Humans!: Path Of The Furon 178 2

Deus Ex: Human Revolution 209  9

Devil May Cry 4 163 9

Devil May Cry HD Collection  217 8

DiRT 3  206 8

DiRT Showdown  219 7

Disgaea 3: Absence Of Justice 175 8
Dishonored  224 9

Disney Infinity 235 8
DJ Hero 186 9

DJ Hero 2 198 8

Doctor Who: The Eternity Clock  220 3
DmC Devil May Cry  227 9

Dragon Age: Origins 186 8

Dragon Age II 203 6

Dragon’s Crown 235 8

Dragon’s Dogma 218 8

Driver: San Francisco 209 7

Duke Nukem Forever  207 3

Dungeon Siege III  206 8

Dynasty Warriors 8  234  7

EA Sports MMA 198 8

Eat Lead 178 3

echochrome 169 8

EDF: Insect Armageddon  208 6
Elder Scrolls IV: Oblivion 152 9

Elder Scrolls V: Skyrim 212 9

Elefunk 170 4

El Shaddai: Ascension Of The Metatron  208 7

Enslaved: Odyssey To The West  197 8

Epic Mickey 2: The Power Of Two  226 5

Eternal Sonata  176 8
Everybody’s Golf: World Tour   165 9

Fallout	3		 	173	 10

Fallout: New Vegas 198 8

Fantastic Four: Rise Of The Silver Surfer  155 3

 Far Cry 2  172 7

Far Cry 3  226 8

Far Cry 3: Blood Dragon 231 8

FEAR 151 8

FEAR 2: Project Origin 176 8

FEAR 3  208 6

Fight Night Champion 203 8

Fight Night Round 4  181 8

Final Fantasy XIII 190 8

Final Fantasy XIII-2  214 8

Final Fantasy XIII: Lightning Returns 240 8

Fist Of The North Star: Ken’s Rage 198 5

Folklore  158 6

Front Mission Evolved 198 5

Fuse  232 7

*denotes import review

THIS MONTH’S 
NEW ENTRIES
The newest games, freshly 

squeezed among all your  
old favourites

Dragon	Ball	FighterZ	 9
Shadow	Of	The	Colossus	 9
Monster	Hunter	World	 7
Lost	Sphear	 5

ten years ago
best reviews (163)

Pixel	Junk	Monsters	(94%)

1

2
Devil	May	Cry	4	(88%)

3
Patapon	(86%)

4
The	Club	(80%)

5
PES	2008	(77%)

6
Puzzle	Quest:	COTW	(72%)

7
Lost	Planet		(69%)

8
FIFA	Street	3	(66%)

9
Turok	(46%)

10
Blacksite	(43%)

PLUS
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Lego Indiana Jones: The Original Adventures   167 7

Lego Indiana Jones 2: The Adventure Continues  187 7

Lego Pirates Of The Caribbean  206 7

Lego Rock Band 187 8

Lego Star Wars: The Complete Saga   160 7

Lego Star Wars III: The Clone Wars  204  8

Lego The Lord Of The Rings  227 7

Leisure Suit Larry: Box Office Bust 180 2

Limbo 209 9

LittleBigPlanet   172 9

LittleBigPlanet	2	 201	 10

LittleBigPlanet: Karting  225 8

Lollipop Chainsaw  221 7

London 2012  221 4

The Lord Of The Rings: Aragorn’s Quest 199 6

The Lord Of The Rings: Conquest  175 5

The Lord Of The Rings: War In The North 213 4

Lost Planet 2 192 8

Lost Planet 3 236 5

Lost Planet: Extreme Condition  163 6

Madagascar 3  224 3

Madden NFL 12 209 8

Madden NFL 13  223 8

Madden NFL Arcade 188 5

Mafia II 196 8

Magic: Duels Of The Planeswalkers 202 8
Marvel Vs Capcom 2  182 9

Marvel Vs Capcom 3  202 8

Marvel Ultimate Alliance 151 6

Marvel Ultimate Alliance 2 185 6

Max Payne 3  219 7
Mass	Effect	2	 201	 10

Mass Effect 3 216 9

Medal Of Honor 198 8

Medal Of Honor Airborne  161 8

Medal Of Honor: Warfighter  225 7

Mega Man 9 172 7

Mega Man 10 192 8

Mercenaries 2: World In Flames  171 7
Metal	Gear	Rising:	Revengeance		 228	 9

Metal Gear Rising: Revengeance is another 
world-class entry in gaming’s most 
fundamentally playable genre.

Metal Gear Solid 4 167 9

Metal Gear Solid HD Collection  214 9

Metro: Last Light  231 6

Michael Jackson: The Experience  205  5

Microbot 202 5

Midnight Club: Los Angeles 173 8

 Mindjack  202 3
Minecraft 240 9

Mini Ninjas 184 8

Mirror’s Edge 173 7
MLB: The Show 14 245 9

ModNation Racers 192 8
Monkey Island 2: Special Edition 195 9

Mortal Kombat  205  8

Mortal Kombat Vs DC Universe 173 6

MotoGP 13 233 7

Motorhead 173 6
MotorStorm 151 9

MotorStorm: Apocalypse 203 7
MotorStorm: Pacific Rift 172 9

Mud: FIM Motocross Championship  217 5

MX Vs ATV Alive  206 4

MX Vs ATV Reflex 189 6

 Naruto: Ultimate Ninja Storm   174 6

Naruto Shippuden: UNS Generations  217 5

Naruto Shippuden: UNS 3   230 8

Naughty Bear 195 6

NBA 2K12  211 8

NBA 2K13  224 8

NBA Jam 200 6

NBA Street: Homecourt  151 6
Need For Speed: Hot Pursuit 199 9

Need For Speed: Most Wanted  225 9

Need For Speed ProStreet 161 8

Need For Speed Shift 184 8

Need For Speed: The Run 213 6

Need For Speed Undercover 173 7

NeverDead  215 3

Nier 192 6

Ni No Kuni: Wrath Of The White Witch  227 8

NHL 12  210  7

NHL 13  223 7

NiGHTS Into Dreams... 224 7

Ninja Gaiden Sigma 154 8

Genji: Days Of The Blade 151 3

Ghost Recon Advanced Warfighter 2  157 8

Ghost Recon Future Soldier  219 6

GI Joe 183 2

The Godfather 151 3 

The Godfather II 178 4
God Of War III  190 9

God Of War: Ascension  230 9

God Of War Collection* 188 9

God Of War Collection: Volume II  210 7 

Gotham City Imposters 216 7

Gran Turismo 5 200 8

Gran Turismo 6 239 8
Grand Theft Auto IV 166 9

Grand	Theft	Auto	V	 236	 10

Greed Corp 191 7

Grid 2  232 7

Grid Autosport 246 6

GTI Club+ 174 7
GTA: Episodes From Liberty City  191 9

Guardians Of Middle-earth 227 7
Guitar Hero III 160 9

Guitar Hero 5 184 8

Guitar Hero Greatest Hits 182 7

Guitar Hero Metallica 179 8

Guitar Hero: Van Halen 189 6

Guitar Hero: Warriors Of Rock 197 7
Guitar Hero World Tour   173 9

Gundemonium Collection 197 8

Gunstar Heroes 181 8

Harry Potter And The Half-Blood Prince 182 6

Harry Potter And The Order Of The Phoenix 155 3

Haze 167 6

Heavenly Sword  157 7
Heavy Rain 189 9

Heavy Weapon 187 7

Heroes Over Europe 184 4
Hitman: Absolution  225 9

Hitman HD Trilogy   230 7

Homefront 203 6

The House Of The Dead 4  218 8

The House Of The Dead: Overkill 212 7

Hunted: The Demon’s Forge  207 5

Hustle Kings 190 8

Hyperdimension Neptunia  202 2

I Am Alive 217 6
Ico & Shadow Of The Colossus HD 210 9

The Incredible Hulk 168 5
inFamous 180 8

inFamous 2  207 8
Inferno Pool 181 8

Injustice: Gods Among Us   231 8
Inversion  220 4

Iron Man  166 5

Iron Man 2 193 5

The Jak And Daxter Trilogy  216 8

Jak And Daxter: The Lost Frontier 187 5

James Bond 007: Blood Stone 199 6

James Cameron’s Avatar: The Game 187 6

JoJo’s Bizarre Adventure: All Star Battle 244 8

Journey 216 9

Juiced 2: Hot Import Nights 159 7

Jurassic Park: The Game 194 6

Just Cause 2 190 8

Kane & Lynch: Dead Men   160 7

Kane & Lynch 2: Dog Days 196 7

Katamari Forever 184 8

Kick-Ass The Game 194 6

Killer Is Dead 235 7
Killzone 2   176 9

Killzone 3 202 8

Kingdom Hearts HD 1.5 ReMIX 236 8

Kingdom Hearts 2.5 HD ReMIX 252 9

Kingdoms Of Amalur: Reckoning  215 7

The King Of Fighters XII 182 7

The King Of Fighters XIII 213 8

Kung Fu Panda 2  207 2

LA Noire  206 9

Lara Croft And The Guardian Of Light 198 9

The Last Guy 171 9

Last Rebellion 191 4

Legend Of Spyro: Dawn Of The Dragon   174 5

Legendary   173 6

Lego Batman   173 6

Lego Batman 2  221 8

Lego Harry Potter: years 1-4 194 7

Lego Harry Potter: years 5-7 213 6

  Ninja Gaiden Sigma 2 184 8

Ninja Gaiden 3  217 6

Ninja Gaiden 3: Razor’s Edge   231 8

Noby Noby Boy 177 8

No More Heroes: Heroes’ Paradise  206 8

Nucleus 155 8
Okami HD 225 9

One Piece: Pirate Warriors  224 6

Operation Flashpoint: Dragon Rising 185 7

Operation Flashpoint: Red River  205  7
The Orange Box 161 9

Outland  207 7

OutRun Online Arcade 180 8

Overlord II 181 6
Pac-Man Championship Edition DX 201 9

Pain 183 6

Payday: The Heist 213 8

Payday 2 235 8
Peggle  189 9

Persona 4 Arena Ultimax 250 9

PES 2012  210  7

PixelJunk Eden 169 6
PixelJunk Shooter 187 9

PixelJunk Shooter 2 204 9 

PixelJunk SideScroller 213 7

PixelJunk Racers  160 7

PlayStation All-Stars Battle Royale  225 8

PlayStation Move Heroes  204  5

Poker Night 2 232 5
Portal	2		 205		 10

Prince Of Persia 174 8

Prince Of Persia: Classic 173 6

Prince Of Persia: The Forgotten Sands 193 6

Prince Of Persia Trilogy 200 8

Prison Break: The Conspiracy 191 4

Prototype 181 7

Prototype 2  219 7

Puddle 216 7

The Punisher: No Mercy 182 4

Puppeteer 236 7

Pure  171 8

Quantum Of Solace  175 5

Quantum Theory 197 2

Race Driver: GRID  167 8

Rag Doll Kung-Fu: Fists Of Plastic 179 8

Rage 211 6

Rainbow Six Vegas  155 9

Rainbow Six Vegas 2  164 8

Rango 203 5

Ratchet & Clank: A Crack In Time 186 8

Ratchet & Clank: All 4 One 211 6

Ratchet & Clank: Q-Force  227 5

Ratchet & Clank: Tools Of Destruction  160 7

Ratchet & Clank Trilogy HD  221 9

Rayman Legends  235 8

Rayman Origins 212 8
Red Dead Redemption 193 9

Red Faction: Armageddon  207 6

Red Faction: Guerrilla 180 8

Remember Me  232 6

Renegade Ops 211 7

Resident Evil Chronicles HD Collection 221 8

Resident Evil Code Veronica X 211 7

Resident Evil: Operation Raccoon City  217 3

Resident Evil: Revelations HD  232 7
Resident Evil 4 HD 210 9

Resident Evil 5  177 8

Resident Evil 6  223 8

Resistance: Fall Of Man 151 8
Resistance 2 173 9

Resistance 3  210 9

Resonance Of Fate 191 8

Retro City Rampage 228 7

Ridge Racer 7 151 7

Ridge Racer Unbounded  217 6

Riff: Everyday Shooter 162 8

Rise Of The Argonauts 176 5

Risen 2: Dark Waters  222 5

Risen 3: Titan Lords 248 2

Risk: Factions 202 8

Rock Band Blitz 223 8
Rock Band 169 9

Rock Band 2 179 9

Rock Band 3 199 9

Rocksmith  223 7

Rogue Warrior 188 1

Rugby World Cup 2011 209 4

RETRO GAMING
PLAy:	SECRET	OF	MAnA	
It may have released 25 years 
ago, but Secret Of Mana is 
still an essential JRPG. To 
celebrate the anniversary 
Square Enix has put out a 
remake for PS4, rebuilding it 
in 3D for the very first time.  

HITTING PEOPLE WITH STICKS
PLAy:	nHL	18
EA has made a number or 
key revisions to the core of 
its NHL games, making the 
2018 edition one of the most 
complete on console. Get 
to the ice, start a brawl and 
score a goal. That’s how it’s 
done, right? Maybe.

GETTING A HEADACHE
PLAy:	KInGDOM	HEARTS	HD
Kingdom Hearts III is a real thing 
that’s happening. That means 
it’s time to start getting caught 
up with all of the main entry 
and spin-off games. It might be 
worth starting here.

BREAKING PEOPLE DOWN 
PLAy:	THE	SIMS	4
Look, it might not be the best 
console port of all time but 
we do have a soft spot in our 
hearts for The Sims 4. There’s 
a real pleasure to be found in 
manipulating people’s lives – 
okay, we may have a problem.

BEING TERRIFIED 
PLAy:	ALIEn	ISOLATIOn
It doesn’t get as much love as 
it deserves, but Alien Isolation 
is one of the best horror 
experiences available on the 
PS4. It’s a tense affair that will 
have you in tears within just a 
few hours. It’s awesome.

play’s best 
games 
if you love…

PLUS
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Rune Factory Oceans 220 5

RUSE 197 8

The Saboteur 187 6

Sacred 2: Fallen Angel 180 7

Sacred 3 247 6

Saints Row 2 172 7

Saints Row: The Third  211 8

Saints Row IV: Gat Out Of Hell 253 6

SBK Generations  220 5
Sam & Max: The Devil’s Playhouse 194 9

SBK Generations  220 5
The Secret Of Monkey Island SE 195 9

Section 8: Prejudice 209 8

Sega Mega Drive Ultimate Collection 177 8
Sega Rally 158 9

Sega Rally Online Arcade 208 7

Sengoku Basara: Samurai Heroes 198 7

Shadows Of The Damned  207 8

Shank 197 8
Shatter 183 9

Shellshock 2: Blood Trails 177 3

Shift 2: Unleashed  204  6

Silent Hill: Downpour  217 8

Silent Hill HD Collection  217 7

Silent Hill: Homecoming 174 6

The Simpsons Game 160 8

The Sims 3 199 8

The Sims 3: Pets 212 7

SingStar 159 8

Singularity 195 8

Siren Blood Curse 170 6

Skate 159 8

Skate 2 175 8

Skate 3 192 8

Skullgirls 218 8

Sleeping Dogs  222 8

The Sly Collection 200 8

Sly Cooper: Thieves In Time   230 6

Sniper Elite V2  218 5

Sniper: Ghost Warrior  206 4

Sniper: Ghost Warrior 2   230 5

SOCOM: Special Forces  205  6

Sonic The Hedgehog 4: Episode 1 199 8

Sonic The Hedgehog 4: Episode 2 225 4

Sonic & Sega All-Stars Racing 190 7

Sonic & All-Stars Racing Transformed  227 9

Sonic Generations 212 7

Sonic The Hedgehog 151 5

Sonic Unleashed 175 4

Sorcery  219 7
SoulCalibur IV 169 9

SoulCalibur V  214 8

South Park: The Stick of Truth 242 8

Spec Ops: The Line  220 7

Spider-Man 3 155 3

Spider-Man: Edge Of Time 212 3

  Spider-Man: Shattered Dimensions 197 6

Spider-Man: Web Of Shadows 173 5

Spin Jam 174 3

Splatterhouse 200 5

Splinter Cell Double Agent  153 7
Split/Second: Velocity 192 9

Sports Champions 196 8

Sports Champions 2  225 6

SSX  216 4

Stacking 203 8

Starhawk  219 8

Star Ocean: The Last Hope International 190 6

Star Trek   231 5

Star Trek: D-A-C 189 5

Star Wars: The Force Unleashed  171 6

Star Wars: The Force Unleashed II 199 6

Star Wars: Pinball 230 7

Start The Party! 196 7

Stormrise  178 5

Stranglehold   159 6
Street Fighter III: 3rd Strike Online Edition 209 9

Street Fighter IV 176 9

Street Fighter X Tekken  217 8

Strength Of The Sword 3 234 8

Super Puzzle Fighter II HD Turbo Remix 168 7

Super Street Fighter IV: Arcade Edition   207 9

Stuntman: Ignition   157 8

Super Stardust HD 155 7

Superstars V8: Next Challenge 190 5

Superstars V8 Racing 181 6

Super Street Fighter II Turbo HD Remix 176 7

Super Street Fighter IV  191 9

Syndicate  216 7

Tales Of Graces f  222 7
Tales Of Monkey Island 196 9

Tales Of Xillia  234 7

Tales Of Xillia 2 249 7

Tekken 5: Dark Resurrection Online 161 8
Tekken 6 184 9

Tekken Tag Tournament 2  223 9

Test Drive Ferrari Racing Legends  221 6

Tetris 202 8

Test Drive Unlimited 2 203 6

The Amazing Spider-Man  221 6
The	Last	Of	Us		 233	 10

The Testament Of Sherlock Holmes  224  5
The Walking Dead   231 9

The Walking Dead: Survival Instinct   231 2

Thor: God Of Thunder  206 3

Tiger Woods PGA Tour 14   231 6

Time Crisis 4   166 7

Time Crisis: Razing Storm 199 5

TimeShift   162 7

Tokyo Jungle 223 8

Tom Clancy’s EndWar 173 8

Tom Clancy’s HAWX 177 7

Tom Clancy’s HAWX 2 196 7

Tom Clancy’s Splinter Cell Blacklist 235 7

Tom Clancy’s Splinter Cell Trilogy HD  210 7
Tomb Raider  229 9

Tomb Raider Trilogy  204  8

 Tomb Raider: Underworld 173 8

Tony Hawk’s Project 8 151 8

Tony Hawk’s Pro Skater HD 223 7

Tony Hawk’s Proving Ground 160 7

Tony Hawk: Ride 188 5

Top Gun: Hard Lock  218 4

Top Spin 3 168 7

Top Spin 4 203 6

Toy Story 3 195 8

Transformers: Dark Of The Moon  208 6

Transformers: Fall Of Cybertron  223 7

Transformers: War For Cybertron 194 8

Trash Panic 181 7

Trine 184 8

Tron Evolution 200 1

Tumble 198 7

Turning Point: Fall Of Liberty 165 4

Turok 163 4

Twisted Metal  216 6

UFC Undisputed 2009  180 9

UFC Undisputed 2010 193 8

UFC Undisputed 3  215 8

Ultimate Marvel Vs Capcom 3 212 8

Ultra Street Fighter IV 246 9

Uncharted: Drake’s Fortune 161 8
Uncharted	2:	Among	Thieves	 185	 10

Uncharted 3: Drake’s Deception 212 9

Unearthed: Trail Of Ibn Battuta: Episode 1 233 1

The Unfinished Swan 225 7

Unreal Tournament III  162 8

Untold Legends: Dark Kingdom 151 5

Valkyria Chronicles  173 8
Vanquish 197 9

Viking: Battle For Asgard  165 7
Virtua Fighter 5: Final Showdown 220 9

Virtua Tennis 3 150 9

Virtua Tennis 4  205 7

The Walking Dead: All That Remains 240 8

The Walking Dead: 400 Days 234 8

Wanted: Weapons Of Fate 179 6

Warhammer 40,000: Space Marine  210 5

Warhawk  157 8

Warriors: Legends Of Troy 202 1

Warriors Orochi 3  217 5

Watchmen: The End Is Nigh 183 5

Way Of The Samurai 3 190 2

Wet 184 4

Wheelman  178 7

Where The Wild Things Are 188 5

White Knight Chronicles 190 5

White Knight Chronicles II  207 4

WipEout HD 172 8

Wolfenstein 183 7

Worms 2: Armageddon 198 8

Worms Ultimate Mayhem 217 8

WRC 3 FIA World Rally Championship  225 7

WWE All Stars 204 8

WWE 13  225 5

XCOM:	Enemy	Unknown		 224	 9

Thinking, planning, failing and dying is back in 
fashion: XCOM is a phenomenal reimagining of a 
classic title and an instant classic in its own right.

X-Men Destiny  211  3

X-Men Origins: Wolverine 179 7

yaiba: Ninja Gaiden Z 242 3

yakuza: Dead Souls  216 6

yakuza 3 191 8

yakuza 4 203 8

yakuza 5* 264 9

Zen Pinball 2 224 9

Zone Of The Enders HD Collection  226 8

A-Men  217 7

Army Corps Of Hell  217 6

Assassin’s Creed III: Liberation  225 7

Atelier Meruru: The Apprentice Of Arland  221 3

Everybody’s Golf  215 8

BlazBlue: Continuum Shift Extend  216 8

Broken Age 257 5

Call Of Duty: Black Ops Declassified  227 2

Danganronpa: Trigger Happy Havoc 242 8

Danganronpa 2: Goodbye Despair 249 9

Dead Nation 201 8

Destiny Of Spirits 244 7

Dokuro  230 7

Earth Defense Force 2017 Portable   230 8

Escape Plan  216 8

FIFA Football  216 8

flOw 151 9

Flower 176 8

Gravity Crash 187 8

Gravity Rush  219 9

Hotline Miami 233 9

Hustle Kings  216 8

Joe Danger  194 9

Killzone: Mercenary 236 9

LittleBigPlanet  223 9

Little Deviants  215 6

Lumines Electric Symphony  216 8

Metal Gear Solid HD Collection  221 7

ModNation Racers: Road Trip  215 5

Mortal Kombat  219 8

MotorStorm RC  217 8

Muramasa Rebirth  234 8

New Little King’s Story  224 7

Ninja Gaiden Sigma Plus  217 7

Ninja Gaiden Sigma 2 Plus   230 6

Oddworld: Stranger’s Wrath HD  214  8

Orgarhythm   230 5

PlayStation All-Stars Battle Royale  225 8

Persona 4 Golden  228 9

PixelJunk Monsters 163 9

Puddle  222 8

Rayman Origins  216 8

Reality Fighters  215 5 

Resistance: Burning Skies  219 5

Ridge Racer  216 4

Rocketbirds: Hardboiled Chicken 212 8

Silent Hill: Book Of Memories  225 3

Sorcery Saga: Curse of the Great Curry God 240 7

Soul Sacrifice  232 9

Sound Shapes  223 8

Superbeat Xonic 265 7

Superfrog HD   234 4

Super Monkey Ball: Banana Splitz  224 7

Sumioni: Demon Arts   230 4

Super Stardust Delta  216 8

Tearaway 239 8

Terraria  232 8

Touch My Katamari  216 8

Toukiden: The Age Of Demons 241 8

Ultimate Marvel vs Capcom 3  216 8

Uncharted: Fight For Fortune  227 8

Uncharted: Golden Abyss  215 8

Unit 13  216 6

Velocity Ultra 233 8

Virtua Tennis 4: World Tour Edition  215 8

Virtue’s Last Reward  227 8

WipEout 2048  215 9

Josh West

Jonathan 
gordon

rime

It’s still a lovely 
little adventure

WhY	(was it chosen?)

What		
(have they been playing?)

THIS	IS	OnE of those 
adventure games that 

gives as much back as you 
are willing to put into it – I 
know that‘s a huge cliché but 
it‘s true! With its arrival to 
PS Plus this month I thought 
it would be worth giving the 
Tequila Works title another 
playthrough and I haven’t 
found myself disappointed. 
While Rime is mechanically 
simple, it’s pretty easy to lose 
yourself in its gorgeous world 
for a few hours. An incredible 
visual style works hand-in-
hand with an emotionally 
crippling story that seemed 
to play better the second 
time through – now that I‘m 
far enough removed from 
its surprises and puzzles, 
giving me a little more room 
to appreciate what it was 
trying to achieve. Rime isn’t 
perfect by any stretch of 
the imagination, but there‘s 
something about it that I find 
myself drawn towards. 

WHAT	A	FAnTASTIC	
remake of the original. 

While all of its assets have 
been replaced, none of the 
spirit of Shadow Of The 
Colossus has been lost. The 
colossi remain as imposing 
and breathtaking as ever, the 
world no less mysterious and 
bleak for the added vegetation 
and the control tweaks work 
really well.

wHat we’re 
playing…
Watch out! Games!  

shadow of the 
Colossus

I like big boss and I 
cannot lie

WhY	(was it chosen?)

What		
(have they been playing?)

VITA

PLUS
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the wrath of kratos
god of war

Join us as we offer up a final verdict on the 
Ps4’s first major exclusive for 2018. 
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