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welcome

Get more from your Gm!

“Stepping into the 
shadowy shoes of
the empire”

E
very story has two sides – it’s never 
quite as simple as good vs evil. For 
example, I had a very good reason for 
eating Ben’s last Jaffa Cake when he 
got up to go to the loo, no matter how 

much the office may now paint me as the villain…

In Star Wars Battlefront II, you’ll be stepping into 
the shadowy shoes of the Empire to see 
things from the other (Dark) side for once. 
Head over to our huge feature to find 
out all the latest on the explosive 
single-player campaign, as well as 
the revamped multiplayer, space 
battles, and new heroes. 

That’s not the only shooter to 
get excited about this issue, 
either – Call Of Duty has 
returned too, and it’s heading 
back in time for some good 
old fashioned Nazi-bashing, 
with nary a wall-run or 
robotic limb in sight. 

Beyond that? Well, we’ve got 
spring-powered boxing, the 
evolution of man, Sonic The 
Hedgehog (twice), Satanic 
cults, deadly plagues, space 
colonies… and, er, more. 

Enjoy your GM!

Issue 317 / June 2017

Robin Valentine – Editor

eDItor’S CHoICe
My top picks this issue

Online at www.gamesradar.com/gamesmaster …or subscribe. See p92 for details. 

Mark my words: Nintendo’s got another smash hit 
on its hands with Arms. 

77 Puyo Puyo! And Tetris! Together! Meet my 
latest obsession…

32

36 A Marvel Vs Capcom game that makes the 
flashy fighting accessible? Colour me interested.
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36  MaRvel vs CapCoM: InfInIte

The two brands’ mightiest heroes 
(and Hawkeye) band together to 

stop an unholy ultron/Sigma union.

38
RaIdeRs of the bRoken 
planet 
Do co-op missions on an alien world 

while a fifth player tries to ruin it for you.

40  sonIC foRCes
Old and new Sonic star. Don’t like 
hedgehogs? Create your own 

animal. Don’t like animals? You suck. 

42  knIghts and bIkes
Grab your best mate and ride 
customisable BMXs through a 

wondrous, magical world: Cornwall.

44  pRojeCt CaRs 2
Touring Car driver nic Hamilton, 
gives us tips for this ruthless sim. 

We’re basically professional drivers now.

previews
68  outlast 2

Okay, let’s see here. Satanism, evil 
cults, medieval torture… yep, this is 

a hideously upsetting horror game alright.

70  the sIgnal fRoM tölva
Recruit robots in an open world as 
you investigate a mysterious signal. 

Imagine if it’s a wrong number.

72  lIttle nIghtMaRes
Starving in an undersea resort, Six 
is pushed to the limits to feed 

herself. just like us the week before payday.

74  dawn of waR III
Survival is easier said than done 
when some units are bigger than a 

block of flats. Walking flats. With guns on.

77  puyo puyo tetRIs
Clear Puyo chains and Tetris lines in 
this universe-colliding puzzler. It’s 

like a non-violent Marvel Vs Capcom.

06  fanbase
You lot propose an alternate 
aesthetic for Pokémon, and 

compare Dark Souls to Zelda. Madness.

10  upfRont
Keep those boots firmly on the 
ground – we’ve got all the latest on 

Call Of Duty: WWII

60  IndIeMasteR
This month it’s Flipping Death, a 
game about standing in for the 

Grim Reaper and solving ghosts’ problems.

86  RetRoMasteR
We head back to the golden age of 
Rare collect-a-thons for a 

retrospective on Banjo-Kazooie.

90  CultuReMasteR
Metal Gear Solid recreated inside 
Lego Worlds. And without the aid of 

nanomachines, too.

22 staR waRs 
battlefRont II

Turn to both the light and the dark in era-
spanning multiplayer, or go morally grey with 
the campaign’s not-all-bad antihero. Our in-
depth coverage brings balance to the Force.

64 MaRIo kaRt 8 
deluxe  

He who tires of Mario Kart tires 
of life. The definitive version of 
the Wii u racer brings over all 
DLC, including the brill Zelda 
and excitebike courses, taking 
the track total to 48, and 
preventing us ever tiring again.

32  aRMs 
Hands-on with the motion-controlled boxing game in which a 

slimy green strain of DnA called Helix, a chunky bandaged-up corpse 
called Master Mummy, and a man with spring arms called (wait for it)
Spring Man batter each other like elasticated Anthony joshuas.

CoveR 
stoRy

Only the best games
are featured on

GM’s cover!
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Which planet would you settle on?
Endor. Once I’d got rid of those annoying bears.

Which planet would you settle on?
Hoth. I’d be the king of cool.

Which planet would you settle on?
Settle, schmettle. I’m ready to fly.

Which planet would you settle on?
The capital of the Empire. I’m the Emperor, now.

the Most dedICated teaM In the busIness
Having taken the helm on a virtual starship (see p17), the team are 
now trying to work out how long it will take them to save up for a real 
one. So far, they’ve got £7.53 and an expired M&S voucher.

Louise Blain
Horror fan Louise 
jumped at the 
chance to test the 
old adage about 
space. You know 
what? We couldn’t 
hear her scream. 
Unlike when she 
went for a trip on 
Derren Brown’s 
Ghost Train (p16), 
when she startled 
people across an 
entire theme park. 

Leon Hurley
Having mastered 
breeding animals 
(p14), Leon declared 
himself the USS 
GamesMaster’s 
science officer. He 
can take any job he 
likes; that red shirt 
he’s wearing pretty 
much guarantees a 
vacancy in the near 
future. Some people 
don’t watch nearly 
enough telly.

Rob Crossland
Car-mad Rob can’t 
wait to get behind 
the wheel of his 
very own spaceship. 
“It’s got to be 
something quick 
and nimble,” he 
asserts. “I’m still 
working out how to 
do doughnuts in 
space.” Looks like 
the galaxy’s going 
to get a few new 
black holes.

Ben Griffin
Our senior staff 
writer saw our trip 
to the stars as a 
great new team 
building exercise. 
Well, until he 
realised he was 
getting yelled at just 
as much in space as 
he does on the 
ground. How hard is 
it to reverse the 
polarity on the ion 
thrusters, eh?!
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We’re huge fans of Breath Of The 
Wild – at 96%, it’s among the 
highest-scored games in GM history.

I

www.twitter.com/gamesmaster

The Legend Of Zelda is harder than ever, says Aston

The best of us
A couple of years ago my friend and I 
were going through some problems. He 
had epilepsy and I was going through 
depression, and we were both alone. He 
had to stay away from parties, taking pills 
that made him very sleepy, and I was a 
kid who just couldn’t fit in. We were 
outsiders. We went through all sorts of 
help but nothing worked. We were these 
kids with these problems and we were 
just left out of groups and ignored. 

But then we noticed each other’s 
loneliness. And then a spark. Our 
massive friendship started over one 
game… The Last Of us. It changed our 
lives! I was deeply in love with it. We 
would talk about it all day. In the end we 
made a whole sculpture of a city from 
the game. It became my favourite game, 
and we had the best year ever! 

And after some time, more people 
came in. My other friend had a mother 
with cancer and a brother with epilepsy. 
But we united under our love of that 
game. And it made me both happy, and 
notice that I had people around me who 
cared, that I had not noticed.  
Kian, email

Thanks for writing in with your 
experiences Kian! Games can be such a 
great way of bringing people together 
and a real refuge when things get tough. 
Just one of the reasons why it’s so 
important to keep the community as 
positive and inclusive as we can. 

Back from the grave?
I notice that many games series are 
having HD remakes, like the upcoming 
Crash Bandicoot n Sane Trilogy, which is 
going to be brilliant for reliving those 
classic PS1 memories. But what saddens 
me is many classic games are not getting 
the same treatment. 

 ’ve been playing Breath Of The Wild on my 
Switch for a couple of weeks now, and I’ve 
realised that this game is tough as a nail 
sandwich with rocks replacing bread. I’ve 
got around seven to ten hours on it, and 

about 50 or 60 deaths. It’s a clever decision to up the 
difficulty as the classic Zelda players are older now, and for 
kids it provides a challenging experience to help them learn. 

I’ve played both this game and Dark Souls, and I can see 
some large similarities. The boss health bar, the massive 
damage dealt to you, the insane difficulty at some places. It 
took me 15 deaths to figure out that you cannot exit the 

plateau before acquiring the glider. even non-boss enemies 
seen in the Test Of Strength shrines are tough to defeat. 

Speaking of shrines, the puzzles are amazingly crafted, 
each one you solve giving you a wave of smugness, which is 
then immediately crushed as you are massacred by an 
enemy upon exiting. The Guardians are like mini-Smoughs, 
as they are rock-solid, but getting a perfect parry against 
them is so satisfying as it explodes in an amazing light show. 

To conclude, the game in general is a gem, welcoming 
you in with lovely colours and graphics, then destroying you 
in the vicious cycle of making a little progress, then dying. 
This truly deserves the title of ‘Dark Souls for kids’.
Aston Cooke, email

Thanks for writing in Aston. We’re glad to hear you’re 
enjoying the challenge. We certainly appreciated seeing 
Nintendo take the series in a new direction – and taking 
influence from some unlikely sources! n

L E T T E R of the 
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The best of your emails, 

tweets, and carrier  
pigeon death  

threats

The Dark Souls series has had a huge impact on the 
gaming landscape, and its influence is everywhere.

COnTaCT Us
Email gamesmaster@futurenet.com

Twitter www.twitter.com/gamesmaster

Facebook www.facebook.com/
officialgamesmaster

Web www.gamesradar.com/gamesmaster

Post GamesMaster, Future, Quay House, 
The Ambury, Bath, BA1 1Au, uK

win!
Got an opinion? Have even the barest grasp 
of words and how to put them together? 
The best letter bags a free mystery prize!* 
*Don’t forget to include your postal address and 
chosen gaming format!

mUG OF  
THE mONTH

Our thanks  
to reader 
@spectralhands 

for reminding 
us this month 
of the scariest 

face in all of 
gaming history 
– Keith Chegwin 
from Cheggers’ 
Party Quiz. 
Horrifying.

Got your own gaming pic you want 
to share with the world? Send it in!

mUG OF  
THE mONTH
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FaNbasE

“ImagIne an hD remake of soul 
reaver or blooD omen”

www.gamesradar.com/gamesmaster

OFF THE cHaRT!
The hot topics you’ve been gabbing about

36%  The best sports game ever
20%  Who’s the scariest videogame character?
19%  Getting excited for the Xbox Scorpio
15%  Games that need kart-racing spin-offs
10%  Your dream Marvel Vs Capcom roster

One such series that is unjustly 
ignored and desperately needs a revival 
is the brilliant Legacy Of Kain series. If no 
new game is to be made, then the least 
Crystal Dynamics can do is give us a LOK 
HD Collection as it’s long overdue!

It’s about the only videogame series 
not to have such treatment, and I can’t 
understand why, as it would be brilliant 
for old fans like me to replay them, and 
introduce Kain and Raziel to a new 
generation of gamers who never had the 
chance to play them. Imagine an HD 
remake of Soul Reaver or Blood Omen 
and the sequels – it would be glorious. 
Sadly it seems my dreams of this 

long-awaited resurrection may never 
happen – but we can hope. Make it 
happen Crystal Dynamics! Please…
Martyn Jamieson, email

We’ve got plenty of warm fuzzy 
memories of Legacy Of Kain over here 
on Team GM, especially the Soul Reaver 
games – we’d love to see them HD-ified 
for modern machines. We do worry, 
though, that its tale of ghost swords and 
time-travelling mutant vampires might 
be a little too niche for modern 
audiences… And it doesn’t seem like 
recent multiplayer spin-off Nosgoth 
(cancelled while still in open beta last 

year) stirred much new interest in the 
setting, unfortunately. 

anime zing
Am I the only person who doesn’t like 
the anime art style for Pokémon? 

The GameCube game (forgotten what 
it’s called) looked like an ordinary CGI 
cartoon, and it looked a lot better than all 
these weird outlines! 

The Pokémon game for Switch should 
definitely have a revised art style or I’m 
giving up on the series. I’d love to hear 
Team GM’s opinion. 
Joel Thomas, Facebook

Er, yep, we think you might be the only 
person Joel…

Pokémon’s anime art style is as much 
a part of its makeup as long grass and 
cramming animals into tiny balls! It’s 
always been there and always will be, we 
reckon. Fair enough if it’s not your 
personal cup of tea, but in that case we 
think the series might just not be for you.

We reckon your only chance for a 
change of look is if the series falls fallow 
for a few years, and then gets a gritty, 
adult reboot in the west. A grizzled, 
stubble-faced Ash Ketchum with a neck 
as wide as his head unleashing savage 
Poké-beasts on his foes, while grimly 
holding onto the memory of his dead 
wife… Could happen, right? n

REd dEad REdEmpTiON 2
Format PS4, XO  ETA Autumn
In its third month at the top spot, Red 
Dead’s starting to look as hard to shift as 
an ornery steed with glue on its hooves. 
That’s a cowboy saying, right?

The most exciting 
upcoming games, as voted 
for by you on our Facebook 
and Twitter pages

sUpER maRiO OdyssEy
Format Switch  ETA December
And, for those same three months, 
Mario’s next outing has stayed at 
number two. Always the bridesmaid, 
never the bride…

2

cRasH baNdicOOT 
N saNE TRiLOGy
Format PS4  ETA 30 June
A reminder of a time when Naughty 
Dog’s games were instead about raising 
awareness of Australian animal abuse.

4

sONic maNia
Format PS4  ETA Summer
Gaming’s favourite woodland forager 
returns to glorious pixelated form in 
this clever remix – we’ve got all the 
latest info over on p46.

5

1

YOUr TOP 5

3

qUesTiOn 
Time

What’s the key to a  
great videogame?

THE LasT OF Us paRT ii 
Format PS4  ETA Winter 2018
Naughty Dog continues its campaign to 
raise awareness of fungal infections. 
Apparently in this one athlete’s foot 
mutates and zombifies everyone’s toes.

just like in movies I think immersion is everything. So addicting gameplay and interesting characters/story/writing are really important.Paul Smith, @BluePepperHD

Controls are key; everything 
should follow from there… no 
matter how good the rest is, if 
the controls are not polished it 
ruins everything.
Samuel Hamilton, Facebook

Friends. Honestly, going back  

and playing my childhood 

favourites alone isn’t half as fun.

Sam Og, Facebook

Gameplay for sure. A game can have 
a fantastic story, brilliant graphics 
and an endearing cast. But if the 
game plays like s*** all those other 
features will be pointless to me.
Kyle Caskofi Stewart, Facebook

Garrus Vakarian. He is what 
makes a great videogame.
Martyn Leroy, Facebook

One thing all truly great 

games have in common is focus – a 

strong vision of what they want to do. 

So many titles these days sacrifice that 

clarity of purpose in favour of adding 

endless unnecessary fluff.

Robin Valentine, Editor
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POLL POSITION 
Keeping democracy alive on our Twitter feed

What’s your gaming 
platform of choice?

How do you like your racing games?

 Chris Neal’s retro game 
collection is coming along 
nicely… we’re jealous! 

 Tristan Sighe has turned a photo 
of himself into this brilliant art of 
Shang Tsung from Mortal Kombat! 

lights, 
cammy, 
action!

one tsung hero

    Trev Yates designs and photographs 
cosplay costumes – including this 
amazing Cammy from Street Fighter V.
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YOU lOve  games
Cool stuff and  videogame  

culture

PC

12%

Switch

11%

Xbox 

21%

 Caleb O’Connor looks awesome as a female 
Venom Snake from Metal Gear Solid V (photo 
by Novice Cosplay). You can find more of her 
shots over at Ghost Jelly Cosplay on Facebook.

Arcadey Realistic

They should put 
Bananaman, 
Desperate Dan, 
and Minnie The 

Minx in Marvel Vs 
Capcom Infinite. 
Games Asylum, @gamesasylum

I don’t 
understand this 
hate with 
people saying 

Xbox has no exclusives. 
It’s the PlayStation that 
has hardly any 
exclusives. I ended up 
selling my PS4 last 
November because of it.
Chris Billman, Facebook

Inazuma Eleven 
is the best 
sports game 
ever. I mean, 

what other game lets 
you summon a dragon 
to get a goal in?
George Anderson, @Gnator8t4

I remember 
when GM sent 
me a copy of 
Haze and FIFA 

08 for getting the Letter 
Of The Month. Only the 
best rewards.
Jordan King, @KonaYMA6

I’d like to see 
Mario get his 
own karting 
spin-off. They 

could call it Super Mario 
Kart. They could do 
loads of sequels if it 
takes off. Actually… 
that’s a daft idea and it 
would never sell.
Martin Dootson, Facebook

maNiac OF THE mONTH!
Talion from Middle-Earth: 
Shadow Of War looks like a 
60-year-old Tom Cruise. Or 
is it just me?
One Sock Too Many,

@simondemorgan

Somewhere in 
between

console 

museum

venom fatale

08    june 2017

Wisdom and weirdness 
from our bustling social 
media channels

sOCial  
 grOUsing
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Blasting in the past as 
Sledgehammer reveals 
Call of Duty: WWII

The New 
NormaNdy

When it launches, it’ll 
be the most powerful 
console on the 
market. We crunch 
the numbers.

12 microsoft Scorpio

whaT To fooTwear?
Get ready for boots-on-the-ground combat with our practical round-up

Converse may look swish, but their lightweight design 
means you’ll find it hard to keep your feet on the floor. 

Football boots with studs are a step in the right 
direction – these’ll cling to the ground nicely. 

These walking shoes are so heavy, you’ll struggle to get 
any air time with them. Truly, the grittiest of boots.
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It starts with a story that focuses on the conflict 
in europe between 1944 and ’45. You’ll be taking 
it in through the eyes of Red Daniels and the 
part he plays in the uS 1st Infantry Division, or, 
as all the cool kids call them, the ‘Fighting First’. 
Starting by storming the beaches at normandy, 
your journey through the last years of the war 
will also see your team fight through the 
Hürtgen Forest and play a part in the Battle Of 
The Bulge, as they make the push into Germany.

Sledgehammer is striving for unparalleled 
authenticity to create a WWII story that can 

stand alongside the greats of the genre. Studio 
co-founder Glen Schofield says: “We spent two 
and a half years researching, studying, taking 
thousands of photos, watching documentaries 
and meeting with WWII veterans.” 

A lot of love has gone into making sure 
everything is historically accurate, then, which 
means your arsenal will include old favourites 
like the M1 Garand, STG-44, and bolt action 
M1903 rifle. We’re still shivering from hearing 
the ping of a spent M1 Garand clip. 

A garand old time
Of course, it wouldn’t be Call Of Duty without 
online battlegrounds teeming with 

elastic-thumbed players camping in obscured 
corners, but there are some promising 
shake-ups this year.

Top of the list is Headquarters, a social space 
where you’ll interact with players away from the 
fighting on the frontlines. There’s also (subtly 
named) new mode War, where you’ll have 
strategic objectives to complete as either the 
Allies or Axis in recognisable battles from the 
war. Finally, you’ll be able to choose a division 
your online soldier fights in, with Infantry and 
Armoured currently the only two confirmed. 

Then there’s co-op nazi Zombies. While 
Schofield is cagey on details, he does offer that 
the story of this mode will follow the Third 
Reich’s efforts to create an army in the final 
stages of the war. Considering lots of staff at 
Sledgehammer worked on Dead Space, it’s safe 
to say they know what they’re doing when it 
comes to shooting undead monsters.

If you’re desperate for an early taste of the 
action, and aren’t heading out to the multiplayer 
hands-on debut at e3, pre-ordering will get you 
access to the beta before launch. However, with 
COD: WWII hitting PS4, XO, and PC on 3 
november, it won’t be long before we’ll see you 
on the frontlines, recruit. n

It’s a jungle out there 
– and your task is to 
take a hominid and 
ensure human 
evolution. no biggie.

13 ancestors 14 hurley access 17 Star Trek: Bridge Crew

Incest and potential 
cannibalism? It’s all in 
a day’s work for our 
early Access 
reporter.

Klingon for dear life, 
because Team GM  
is going hands-on 
with a VR Federation 
spacecraft.

Will we be taking control of a flamethrower?  
It wouldn’t be the first time for COD that 
barbecued Axis forces are on the menu…

P
ack away the jet pack and shelve the sci-fi guns. For the first time since 
Treyarch’s World At War, Activision’s colossal series is taking place in 
World War II. That doesn’t mean this entry is regressing though. In fact, 
thanks to a campaign that wants to drag you through an unvarnished 
and accurate account of the war, a multiplayer that’s adding new modes 
and ways of interacting with online soldiers (ones which don’t begin 
and end with murder), and a fresh take on the classic co-op Nazi 

Zombies mode, this COD is seriously pushing the series forward.

“Sledgehammer iS Striving to
create a WWii Story that can 
Stand alongSide the greatS”



12    June 2017 www.twitter.com/gamesmaster

With a CPU that’s 30% faster than Xbox One’s, 
Scorpio will be the most powerful console on 
the market when it launches later this year.

“the Graphics processinG 
Unit is 4.6 times more 
powerfUl than xbox one’s”

Don’t have a 4K TV? You can 
‘supersample’ the games to 1080p, still 
giving you beautifully smooth images.

T
eraflop isn’t a 
made-up word. It 
might sound like 
something out of an 
awful robot 
comedy sketch, but 

like most of Xbox Scorpio’s specs it 
requires a bit of explanation. The 
curtain has finally been lifted on 
Microsoft’s titan of a console, but what 
does all that jargon mean? 

First off, its six teraflops of computing 
power means it’s able to handle masses 
of polygons on screen at any one time, 
equalling more complex gaming worlds 
for you to get lost in. For comparison, 
Xbox One handles 1.32 teraflops, and PS4 
1.84. Boasting the ability to run games at 
native 4K, those worlds are going to look 
a whole lot prettier too. not least because 
its 12GB of RAM and memory bandwidth 

of 326GB per second lets Scorpio 
generate exceptionally high-quality 
images in the blink of an eye. Plus all 
games on the Xbox One backwards-
compatible list will be supported 
(including 360 games), there’s built-in VR 
support, a 1TB hard drive, and a 4K uHD 
Blu-ray player. Phew. 

Make way for the big boy: the GPu 
(Graphics Processing unit) is a beast. 
Crammed with 40 AMD Radeon 
compute units (clocked at 1172 MHz), it 
easily runs demanding games. Simply 
put: that’s 4.6 times more powerful than 
Xbox One. need proof? Microsoft has 
revealed that running Forza Motorsport 
at 4K uses just 60-70% of Scorpio’s 
power, whereas Xbox One uses 90% of 
its power to run it at 1080p (standard 
HD). It’s looking like the Scorpio will cost 
about £400 – with that price tag, we’re 
eager to see it in action. n

microsoft’s 
power play
Xbox Scorpio’s specs revealed – but 
what do they mean?

Burning   
Question
              Are you excited for Microsoft’s 

Xbox Scorpio?

yes
I need a 4K TV first, but 
still may get it just for 
the power boost.
Craig Charlton, Facebook

The

No
It’s basically a powerful 
PC but the exclusives 
are the most important 
part of a console!
Vaggelis Karpetis, Facebook

Visit  www.facebook.com/
officialgamesmaster and www.twitter.
com/gamesmaster to take part in next 
issue’s burning questions.



Anthropologists will wince when they 
hear some artistic licence has been 
taken with designing our ancestors.
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Mystery shrouds Ancestors’ exact  
release date, though Desilets says it’ll  
be out in less than three years.

Ancestors already has a publisher  
lined up, but Desilets is remaining 
tight-lipped about who it is.

U
sually your family 
photos will include 
your parents, 
grandparents, and 
perhaps even 
great-grandparents 

if you’re lucky. But imagine stepping 
back so far in time that you could see 
the world through the eyes of our most 
distant of relatives: the cavemen. Now 
that’ll soon become a reality with 
Ancestors: The Humankind Odyssey. 
This third-person action game is 
created by Patrice Desilets, the mind 
behind the time-hopping Assassin’s 
Creed series.

Set in Africa between 10 million and 
200,000 years ago, you’ve got quite a 
big span of time to play through. You’ll be 

controlling multiple stages of hominid 
evolution, taking control of a ‘lineage’ 
rather than one individual. Desilets says 
that he wants “the player to be in charge 
of the pace and how he’s going to 
experience human evolution”, implying 
that it’s up to you how you want your 
species to evolve. But is the world ready 
for the evolution of the GamesMaster, we 
wonder? We’d probably better get to 
grips with fire first.

Captain Braveman
Trekking across jungles and savannahs 
has its risks. There are no sword-canes or 
hidden blades here: although there is 
some combat, Desilets is eager to stress 
that it’s not the main component. 
Survival is paramount, with Ancestors 
going back to the basics. “There’s not a 

lot of menus”, he mentions. “You have to 
eat, sleep, drink," he says. “This is how 
[humans] work! But imagine every car 
you see [as a human today] is a danger 
and can kill you…”

escaping and avoiding these threats 
to your flourishing lineage promises to 
be tricky at first. Tech-tree RPG elements 
that you’ll unlock in stages – presumably 
tools – teased by Desilets will make 
things easier. Ancestors certainly doesn’t 
lack for ambition. The only question is: 
can it rise to it? n

ThaT’s NeaNderTh-
all folks
Ancestors takes players to the dawn of time

“the player’s in charge – it’s up
to you how you experience
human evolution”

Burning   
Question
              What historical period would you 

love to see a game set in?

Jurassic era
Would love to play a 
game like Horizon but 
with real dinosaurs!
Andy Rigby, Facebook

The

2490 BC
Just after the pyramids 
of Giza were built. Not 
many games these days 
that go to Egypt!
Scott Jones, Facebook

Visit  www.facebook.com/
officialgamesmaster and www.twitter.
com/gamesmaster to take part in next 
issue’s burning questions.
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1 minute
eve is pregnant. I know this because I selected the option to make it happen. Don’t look at me like that, this is a game about breeding so I basically have to push small animals together while whispering “now, kiss”. As I wait for baby day I gather food from a handy bush and discover I can view the map using ‘hearing’ and ‘smell’, basically different vision modes to show up things that might be otherwise hidden. Like a mole. I eat the mole. Well not me, obviously, but Adam collects the food it creates because he’s got an extra mouth to feed on the way. Two things happen in quick succession: eve has the baby and a nightmare hyena creature appears, the island’s apex predator. I’m effectively having a baby shower in a lion enclosure. It’s one part ‘d’aaaaaww’ and one part ‘d’aaaaargh’.

0 minutes
Okay, niche definitely starts life off in a far more interesting way than, you know, 

actual life. Instead of ocean-bound slime with dreams of a centralised nervous 

system, I get some sort of poisonous dalmatian goat and a spiny squirrel antelope 

thing. Appropriately enough they’re called Adam and eve and come with a set of 

stats to govern things like movement, attack, food gathering and so on. These things 

dictate their niche (fistbumps game name). Traits determine whether they can dig 

for food, kill other animals, crack nuts and so on, affecting where and how they can 

hunt or forage. There are other things as well, like eyesight, sense of smell, hearing, 

camouflage, and even body odour, all of which affect their chances of survival as I 

move them through a turn-based tiled world currently full of grass.

5 minutes
Fortunately, the hyena monster’s a specific breed known as Tutorialis Teachamus, so 
it only takes a couple of whacks to kill him. With the immediate threat gone I can 
appreciate the bubby, who’s called Reis. He has his mother’s horns. With my growing 
family it’s time to expand. Reis can’t do much yet, so the parents track down a rabbit 
for dinner and generally explore a bit. There’s a problem though: I haven’t found any 
other animals to breed with, which suddenly becomes quite the issue when Adam 
and eve die from old age, leaving two sad skeletons and a now-mature Reis to fend 
for himself. I do manage to find another creature he could breed with, but after 
spending ages chasing it around unsuccessfully Reis eventually dies – alone, 
forgotten and mourned by no-one. I try not to take it personally.

T
his is literally an odd beast. A turn-based strategy game 
about breeding animals to survive in hostile environments. 
While there are elements of resource management, 
combat and exploration, the real trick is breeding together 
the right animals to create the offspring you need to do that 
as efficiently as possible. Darwin eat your heart out.

Dipping a toe in the murky 
gene pool with Niche

Survival 
of the 
clickeSt
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1 hour
I have made a mistake. Well, a new one at least. While exploring the area I find the 

option to migrate to a new island. Apparently animals that do this will ‘leave the tribe 

and be gone forever’. I read this as a way of thinning the population without 

starvation, death, or eating anyone. That’s apparently an option when food’s low: 

alpha animals can eat beta creatures but I just can’t bring myself to do it. The fact I’m 

happy to frantically rub brothers and sisters together until babies fall out, but not 

force them into cannibalism, is probably an issue to be discussed at another time. 

The main thing is that I hit that ‘migrate’ option thinking I’m about to solve my 

problems. I don’t. The animal I migrate does indeed ‘leave the tribe and is gone 

forever.’ except I go with them and start over, alone on a new island.

1 hour 30 minutes
There’s not a lot I can do about this so Koana and I set off to explore the new island. There are new plants and creatures and, as Koana is a girl, it’s lot easier to start a new population. I literally jump the first creature I come across and Koana’s pregnant. Which is when I meet the monkey. Instead of nightmare hyenas this place has murder apes and I don’t have enough attack strength to fight it. As a result there’s a lot of running away until I can find somewhere to have the baby. The monkey’s still on my tail though (literally, for once), and, while I’m running around trying to avoid it an eagle makes off with my baby. I didn’t even know that was a thing. I went too far from the nest and little nameless Jr is snatched away. I’m so shocked that I just sort of skip a turn, letting the monkey catch up and kill me. I’m extinct.

45 minutes
At least my gene pool is looking a lot less (whisper it) incestuous. A few generations 
in and I’m still kind of bumping brothers and sisters together but I’ve at least found a 
few other animals that can be brought into the tribe with a food bribe. Food I don’t 
have enough of. You can actually see all the traits running through the group. Kukir, 
for example, was the first creature born with the Cracker Jaw characteristic, giving 
him a chin like an anvil. You can see all his children a mile off. There’s there’s Kutanu, 
who was born with a lame foot. His wonky offspring litter the world, one little 
deformed paw raised in a feeble wave that says “Why was I born this way, Daddy?”

signs of life
There’s a really nice idea in niche. The concept of using genetics to 
build a strategy over generations creates a different kind of 
turn-based game, especially with no obvious conflict (predators 
aside). It’s more about considering your environment, and then 
working with it. Stirring up the gene pool is an interesting tool to 
achieve that, and it works well in a gaming context. It could use 
another layer of mechanics, though. Once your population’s 
established the game simply becomes about keeping it alive, and 
niche can feel a little one-note. You might be better off keeping an 
eye on updates to see what else it can introduce in the future.

30 minutes
One small mercy to the inter-family breeding is that I can introduce two random 

mutations to change the offspring. I go for ‘Cracker Jaw’ because there are nuts 

everywhere, and ‘Digging Paw’ to access buried food. now my breeding plan is in full 

effect, food is suddenly a priority. That whole idea of finding a niche works – find one 

and you can grow your tribe fast. Too fast, though, as I’ve stripped the island and 

reached a point where resources aren’t regrowing fast enough to supply demand. I 

send some of the animals further afield in search of food while introducing new 

genes into the pool, like ‘nimble Fingers’ to increase the amount of stuff gathered.

15 minutes
Clearly, as a creator I’m not exactly god material. I realise where I’ve gone wrong 

though: you need more than one baby. I didn’t think of that because, well brothers 

and sisters, webbed toes etc. Although… webbed toes… might be useful. So ‘Life’ take 

two is built around some pretty intensive breeding. I get two boys first. Great. Baby 

number three is a girl called Rarame. Rarame, let me introduce you to your brothers. 

There isn’t an emoji face to adequately express my feelings here as I press the 

‘special hug’ button. I know it’s nature, the circle of life and all that, but I can’t help 

feeling that actual God is looking down on me and frowning right about now.
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The suspended 20-tonne Victorian 
train carriage is the biggest static 
illusion in the world.

www.twitter.com/gamesmaster

Real movement makes it feel just like 
you’re on a genuine London Underground 
train, but with bonus nasty.

Yes, you have to get off and walk into a 
smoky tunnel. Maybe there’s 
something nice, like a picnic, there…?

E
verything is fine,” 
you tell yourself. 
“It’s just VR,” you 
say. “Nothing can 
hurt me in VR.” 
Then you board 

Derren Brown’s Ghost Train: Rise Of 
The Demon at Thorpe Park and 
suddenly you aren’t quite so sure. We’d 
like to scoff and say we didn’t scream, 
but riding the newly revamped version 
of  the popular illusionist’s terror train 
didn’t just make us squeak at least 
once but also gave us a terrifying 
glimpse of the future of VR rides.

It all starts so gently, with a talk from a 
holographic Brown about the ride to 
come while the bulbs of an old Victorian 

train station flicker above you. just close 
your eyes if you don’t like it, he says, 
before you’re ushered through a door 
and onto a walkway where you’re led to 
an enormous Victorian train carriage 
suspended from chains. It’s impressive, 
even before arriving inside to find a 
perfectly recreated London 
underground train filled with specially 
commissioned (and easily cleaned) HTC 
Vive headsets. We’re not going to spoil 
the scares, but just know that when you 
don those goggles, the safe carriage 
disappears and a very different one takes 
you on your journey. And that’s before 
the live action section with actors who 
can touch you. 

Beware, this is only the beginning of 
the way VR will revolutionise theme 

parks. While some rollercoasters already 
encourage riders to don a headset to 
make things even more exciting, using 
VR in dark rides is relatively cheap for 
parks used to spending millions on metal 
constructions. Confusing reality with 
fiction is dangerously effortless now that 
360 recording is so easy, and good VR 
will take you anywhere a twisted mind 
like Derren Brown’s wants you to go. 
That’s either a very good or very bad 
thing. You decide. n

One hell  
Of a ride
This VR ghost train is no walk in the theme park

“The safe carriage disappears
and a very differenT one Takes
you on your journey”

Burning   
Question
              Which videogame should have 

its own theme park ride?

Snatcher
Flying cars, motorbikes 
and laser guns should 
be in every theme park!
Dr Loxley, @doctorloxley

The

Mario Kart
Two thirds through a 
blue shell forces you all 
out the way so the last 
carriage finishes first.
The Pun-isher, @da_big_fish

Visit  www.facebook.com/
officialgamesmaster and www.twitter.
com/gamesmaster to take part in next 
issue’s burning questions.
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In addition to the sleek and modern USS Aegis, you can 
pilot the original series’ Enterprise – complete with 
manual button controls instead of touchscreens.

“of the 60 stranded
spacefarers, we get six aboard 
before being blown to bits by
klingon warbirds”

The crew cheers after a successful 
mission as Robin searches for the 
‘celebratory confetti’ button.

M
anning a spaceship 
can’t be that 
different from 
writing a magazine, 
right? When Ubisoft 
invite us to test our 

star-faring chops at its studio, we’re 
sure we’re up to the challenge.  

Star Trek: Bridge Crew sees players 
sticking on VR headsets (Vive, PS VR, and 
Oculus Rift are all supported) and 
stepping into the roles of captain, tactical 
officer, engineer, and helm officer aboard 
the uSS Aegis. just as in the show, you 
control the systems you’re responsible 
for from a high-tech control panel – and 
with each of you boasting access to a 
different function of the ship, you need to 
work together to survive.

With editor Robin in the captain’s chair 
and Ben as our engineer, we set off on 

our first mission: to rescue a civilian 
vessel in distress. Our hapless hands at 
the controls quickly give it the flavour of 
the best chaotic co-op games – a sort of 
space-based Overcooked, only with more 
yelling about redirecting power. 

Spock check
Of the 60 stranded spacefarers, we get 
six aboard before being blown to bits by 
Klingon Warbirds. A setback, but we’re 
not deterred – over two hours of play we 
learn the ropes, and a few Make-It-So’s 
and engages later, we find perhaps the 
most immediate and authentic Star Trek 
experience yet found in a game.

Whether Bridge Crew will be as 
charming playing online from the 
comfort of your sofa is hard to say, but 
we’re hopeful. We’ll find out on 30 May, 
when the game launches for PS VR, Vive, 
and Oculus Rift. n  

Team GM explores the final frontier 
in Star Trek: Bridge Crew

space is  
the place
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“Devs: take inspiration 
from how Nier: Automata 
deals with replayability”

For some people, a single playthrough of a game is 
enough. Robert Zak used to be one of those 
people, until nier: Automata converted him

stats magic The gaming month in facts and figures

Copies of Persona 5 shipped worldwide 
in just the first few days following 

release. It’s a serious coup for a 
once-obscure JRPG series.

Copies of Horizon: Zero Dawn sold in  
the first two weeks of release, making  
it the most successful new IP launch  

on PS4 ever.

1.5m 2.6m1m
Copies of Nier: Automata sold 

worldwide in its launch month, eclipsing 
its predecessor Nier (estimated to have 
sold less than that in its whole lifetime).

Copies of Bayonetta’s new PC version 
sold on Steam in the first week of 

release – enough to make Sega very 
happy indeed.

100k

playthrough, 2B. 9S has abilities that 
weren’t available to 2B, plus a couple of 
unique gameplay sequences and entirely 
new dialogue. Crucially, 9S runs faster 
than 2B, which, along with your increased 
knowledge of the world, makes this 
second playthrough doable in about half 
the time – a clever piece of design to 
offset the tedium of retreading. 

Then, just when you think you’re done, 
a third playthrough shakes things up 
even more, casting you as a new 
character exploring entirely new areas, 
leading to what many see as the ‘true’ 
ending to the game (with that said, the 
first two endings feel like poignant 
bookends unto themselves).

This approach tells a story in a way 
only games can, offering a thoughtful 
alternative to the usual ‘nightmare’ 
difficulty unlocks or other bloat designed 
to bleed extra mileage out of players. It 
also gives me fond flashbacks to games 
like Resident evil 2, with its distinct yet 
connected ‘A’ and ‘B’ scenarios, or 
Symphony Of The night’s ‘true’ ending, 
which you only unlock after playing the 
entire game with the castle inverted.

At a time when extra value tends to be 
locked off in DLC, it’s nice to see a 
developer show respect for the gamer 
who wants to delve deeper into its world, 
and for the game itself, by using multiple 
playthroughs to embellish its narrative. ■

I
ve never been 
one for replaying 
games, 
particularly 
linear ones. I 
know people say 

Bioshock takes on a new resonance 
when you play it through again 
knowing the devious meaning 
behind Atlas’ polite requests, and 
I’m aware of the Dark Souls 
contingent who’ll claim that I can’t 
really call myself a Dark Souls fan 
until I’ve completed it in NG++++++.

Acknowledged, but overruled. Too 
many games, too little time.

But then I played nier: Automata. 
Developers should take inspiration 
from how nier: Automata deals with 
replayability, and its rejection of the 
conventional Hollywood-style 
conclusions that most major 
single-player games adhere to. 
Automata has multiple endings, but 
these are not dictated by binary 
choices, or even by several decisions 

you make at key junctures in the 
game. Instead, each playthrough 
unlocks new mechanics and insights 
into the narrative.

Illusory endings
In the second playthrough, you go 
through much the same story as the 
first, but playing as 9S, the sidekick to 
your character from the first 

“This approach offers a 
ThoughTful alTernaTive To 
‘nighTmare difficulTy unlocks”

Take 
aim
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We’ve had some storming 365 days in the past,  
but if this year continues to live up to its potential, 
Dave Meikleham thinks it’ll surpass them all 

“Zelda may noT even Be The
BesT sWiTch game of 2017. don’T
forgeT mario”

W
hat. A. Year. 
We’re not even 
halfway through 
2017, and it’s 
already one of 
the strongest 

years for games in recent memory. 
If all goes well, and the rest of its big 
hitters deliver, you could be looking 
at the finest year ever. Considering 
some of the stinkers we’ve all 
endured – I’m looking at you, 2005 
and 2006 – this really is a glorious 
time to boot up your console or rig. 

Think I’m being a Hyperbolic Harry? 
Pffh. Just look at the goodies you’ve 
been served up in the past five 
months. Horizon: Zero Dawn; Persona 
5; The Legend Of Zelda: Breath Of The 
Wild; nioh; nier: Automata; Prey; 

everything; Resident evil VII. The first 
three games on that list all scored 
95% (or more!) in these pages. And 
the first half of any year is supposed 
to be a wasteland for juicy releases!

The rest of 2017 should continue 
this scintillating trend. Any other time, 
one of the masterpieces above would 
be nailed-on for Game Of The Year. 
But wait. What’s this I hear galloping 
towards me in a whirlwind of 
breathless hype and sexy stetsons? 
Why, it’s only Red Dead Redemption 2. 
If Rockstar’s Old West open world has 
anything like the impact of its 
predecessor, Link may have a serious 
slugfest on his hands yet.

Golden odyssey
Actually, Breath Of The Wild may not 
even be the best Switch game to 

launch in 2017. Don’t forget a game 
starring a certain toilet-unclogging 
mascot is due out around Christmas. 
Super Mario Odyssey looks like the 
bravest outing for the plumber in well 
over a decade – hmm, this 
rulebook-tearing with beloved 
franchises seems to be nintendo’s 
raison d’être this year. Considering the 
pedigree of the plumber’s past 3D 
outings – oh hey, Super Mario 64 and 
Super Mario Galaxy – who’d rule 
Mazza out of the running?

I’ve not even mentioned the likely 
life-consuming Destiny 2, 
super-ambitious Middle-earth: 
Shadow Of War, or the saliva-
summoning swashbuckling delights 
of Sea Of Thieves. If these games live 
up to their billing? Fugetaboutit. 

Personally, I never thought I’d see 
2008 or 2013 topped – the former had 
Metal Gear Solid 4, GTA IV, Braid, and 
Fallout 3, the latter The Last Of us, 
BioShock Infinite, and GTA V. now I’m 
not so sure. Keep being you, gaming 
in 2017. You’ve got the potential to be 
the greatest year yet. ■

ROBIN’S PICK

Uncharted: The  
Lost Legacy
I think I’m probably in the minority here, 
but Chloe Frazer is my favourite 
character from the Uncharted series – 
and with her having been barely present 
in 3 and completely absent from 4, I can’t 
wait to see her finally get her time in the 
spotlight again. And if Left Behind is 
anything to go by, Naughty Dog knows 
exactly what it’s doing when it comes to 
add-on adventures.
PS4 – 22 August

BEN’S PICK

Destiny 2
I still don’t know the consensus on the 
first – even fans seem devoted to it 
reluctantly, and mostly just because 
they like numbers a lot – so when I play 
Bungie’s MMO/shooter sequel I promise 
to come down on it decisively. With the 
news that a reset begins everyone on 
equal footing, it’s already off to a good 
start. There you go. Decisiveness .
PS4, XO, PC – 8 September

        most 
wanted

“At this rate, 2017 could  
be one of the strongest 
gaming years ever”

What’s most tickling the 
team’s fancy this month
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simply the baft
BAFTA’s not just about dishing out 
glittery games awards (Uncharted 4 
was 2017’s big winner). The 
organisation also hands out three 
£12,000 postgraduate scholarships in 
film, television and games. Apply by 12 
June for your chance to get mentored 
and your games development studies 
funded. Remember us in your speech 
when you get an award in five years…

job lot
There are many ways to needle your 
employer, but making them into a boss 
battle is a new one. Nier: Automata’s DLC 
(oddly titled 3C3C1D119440927) pits you 
against Square Enix CEO Yosuke Matsuda 
and Platinum Games CEO Kenichi Sato. 
Hopefully they see the funny side…

Game and watch
Activision has revealed plans to turn Call 
Of Duty into a series of movies. And yes, 
that’s ‘movies’ plural, as Black Ops is 
inspiring (at least) one title, while others 
are taking their lead from Modern 
Warfare. We’re going to need a big 
bucket of popcorn for that lot.

starcrafty plan
Blizzard is generously giving away – yes, 
completely free! – StarCraft and its 
Brood War expansion on Mac and PC. 
It’s not entirely philanthropic, however. 
The company is in the process of 
remastering the classic RTS, so a little 
taster of the original version should get 
people salivating for the remake later 
this year. Cunning, eh?WinyoU

Lose
No, we don’t want to continue thanks

yoU

Topping the leaderboard this issue

nes in peace
The NES is dead… again. Nintendo 
released the Nintendo Classic Mini NES 
(a remake of the 1980s Nintendo 
Entertainment System preloaded with 
30 games) late in 2016, and it’s now 
been discontinued globally. Classic 
game fans shouldn’t mourn, though, as 
it’s rumoured the company plans to 
release a SNES Mini next, which could 
feature some of the firm’s best-loved 
titles. A Link To The Past? Yes please.

danGerous buGs
Recent Elite Dangerous update 2.3 has 
proven to be a bit buggy. Players were 
keen to get their hands on the 
multi-crew feature, which allows them 
to share a ship and explore the stars 
with friends. However, they were less 
keen on massive, unexpected swings in 
influence percentages within systems, 
and a lockout bug affecting the Xbox 
One version of the game. Frontier is 
now working on a solution.

equal fiGhts
A group of French researchers looking 
into a possible link between sexism and 
games claim there is a definite 
connection, according to a recent article 
in Frontiers In Psychology. Their report 
says that among the teenagers they 
surveyed, those who regularly play 
games are more likely to have sexist 
attitudes, and pointed to the often 
stereotypical depiction of women in 
games as a possible cause. 

watch yourself
Student life psychodrama JRPG Persona 
5 has been the surprise hit of the first 
part of 2017, but publisher Atlus has 
banned all streaming and screenshots 
of the game – and is coming down hard 
on those who break the rules. Serious 
offenders could even see their accounts 
suspended – now that’s learning the 
hard way. If you want to find out what 
happens to the lead character and his 
pals, you’ll just have to play the game.
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LOST AND FOUND
Fancy a painterly island adventure? You can 
grab a copy of Rime today.

’TIS THE SEASON
e3 is back! All eyes will be on the big names of 
gaming to see what’s up their sleeves.

TACTICAL EDGE
Take up arms in Fire emblem echoes: 
Shadows Of Valentia, out now.

IN THE WILDS
What’s that? Issue 318 of GamesMaster is out 
now? Go and grab a copy, quick!

IRON FIST
Dragon uppercutting onto the main stage – 
Tekken 7 Fated Retribution is out now.

THIN ICE
Wrap up warm and keep that fire going – 
Impact Winter releases today.

19/05

01 02 03 04 05 06

02/06

15/06

MEMORY LANE
Jump back into the world of Ys with Ys Origin 
on PS Vita, available now.

PLAYTIME
Get a deeper look into eA’s upcoming titles at 
eA Play 2017.

30/05

13/06

23/05

26/05

Crucial dates for your gaming 
diary. eat and sleep, obviously, 
but fill the rest of your time 
with a bit of this…

The  
To do lisT

incoming
The newest releases coming to you…

splatoon 2
Format Switch 

Released 21 July

micro machines  
World series

Format PC, PS4, XO  
Released 23 June

Final Fantasy Xii:  
The Zodiac Age

Format PS4 
Released 11 July

destiny 2
Format PS4, XO, PC 

Released 8 September

danganronpa Another 
episode: Ultra despair girls

Format PS4  
Released 23 June

danganronpa V3: 
Killing harmony
Format PS4, PS Vita

Released 29 September

10/06
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DARK
siDe

When you last saw EA’s multiplayer shooter, 
it was but a student. Now, buoyed by an 
enthralling new single-player mode and 
even more epic online warfare, Star Wars 
Battlefront II is becoming the master

WELCOME TO THE

DARK
siDe
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den Versio is surrounded by 
idiots. The ruthless commander 
of Imperial special forces unit 
Inferno Squad has just touched 
down on Endor’s moon to 
witness the mighty Empire’s 

dismantling at the paws of some little bears. She 
looks disdainfully at her Stormtrooper allies, the 
advanced military vehicles bested by rudimentary 
log traps, the botched job they’ve made of what 
should have been a brief woodland skirmish, and 
wonders to herself how the afternoon could get any 
worse. Then the Death Star explodes.

“This is the day the real war began,” Versio says in 
Battlefront II’s debut trailer. Does the super-weapon’s 

world-shaking destruction trigger a change of 
allegiances? Does it boost her resolve? Maybe it merely 
prompts the empire to introduce a higher standard of 
safer working practices. While DICe keeps tight-lipped 
on details, there are plenty of facts to spill. We know, for 
instance, the when. Battlefront II’s hefty campaign 
spans three decades, from Return Of The Jedi’s climax 
to the end of The Force Awakens, and is considered 
100% canon. How come no-one references Versio’s 
black-armoured commandos in the original trilogy? 
Because they were super-rare, and if you ever met one 
then, well, you were probably about to die. We’ll allow it.

We know the how, too. Walt Williams, who penned 
2012 shooter Spec Ops: The Line, co-writes this, so you 
can expect textured characters, emotional nuance, and 
at least a smidgen of fatalism. As is now common in the 

I
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Planetary 
PredIctIonS 

Locations you can expect to visit 

post-Lucas universe, between light and dark sides lies a 
morally murky grey area, and here’s where Battlefront II 
operates. DICe has talked openly of inspirations. Twilight 
Company, a 2015 novel by Alexander Freed, has a huge 
impact in the way it fleshes out the fanatical and 
unfeeling empire. There’s a passage, for example, in 
which a female Stormtrooper stationed on Sullust lends 
a hand to struggling local miners by sneaking supplies 
into her uncle’s cantina. Similarly, DICe directly lifts a 
character called The Messenger from 2015 comic 
Shattered empire, Part II. This red-robed droid projecting 
video footage of Palpatine’s head onto its glass mask, a 
cross between Zordon from Power Rangers and an iPad 
FaceTime call, is the ruler’s contingency plan to guide 
subordinates in the event of his death. Battlefront II 
borrows from existing texts and weaves itself sinuously 
into the Star Wars universe.

Imperial mint
We also know the who. Perspective shifts, in true 
Battlefield fashion, between several protagonists and 
antagonists, including Luke Skywalker and Kylo Ren, all 
with different abilities. Versio has a companion droid that 
she calls on in fights, likely to lend firepower, tag 
enemies, support with radar, and quite possibly translate 
over six millions forms of communication. As head of 
what’s basically the empire’s SeAL team, she specialises 
in sabotage and infiltration, so you can bet there’ll be 
stealth sections as well. From boots-on-the-ground 
infantry to pilots in pitched space battles, a healthy 

spread of action is practically ensured. The challenge will 
be in piecing together a story spanning many years and 
multiple characters coherently without resorting to the 
bitty recollected vignettes we saw in Battlefield 1. What 
worked for that might not work for this – we want to stay 
in the story, not dip in and out.

And we know the why: people still crave single-player 
campaigns. Shooters feel somehow incomplete with 
them. The previous Battlefront saw criticism for its sole 
focus on multiplayer, and despite huge success, enjoying 
the biggest launch of any Star Wars game in history, 
there was a desire for more. Its sequel does more. not 
only are three developers now working on this game, as 
opposed to two for the previous one, eA Motive joining 
DICe and Criterion, there’s the sense they want to do Star 
Wars right. This is no retelling of the same old story, or a 
tired retread of well-worn ground, but a fresh take in 
unfamiliar territory. Change is welcome, because 
honestly, we’ve been shooting Stormtroopers on forest 
moons and snow planets for decades now.

Versio spearheads that change. She may fight for the 
‘baddies’, but there’s compassion in her eyes, a sense of 
nobility and self-belief that defies the typical notion of 
the deceptive, evil other. Some people grew up with 
posters of Rebel pilots on their walls. Some idolized TIe 
Fighter captains. Both are products of their culture. 
During a panel at April’s Star Wars Celebration in 
Orlando we saw concept art of Versio’s home planet, 
Vardos. Throughout its severe grey sprawl sit 

Starkiller BaSe
The First Order’s mobile installation, from The Force 
Awakens, has the power to destroy planets. It came 

into operation 30 years after the dust-up at Endor, so 
the version we’ll see is a work-in-progress.

the foreSt moon of endor
In Battlefront II’s story, Iden Versio visits the Ewoks’ 
home only to witness the Death Star blow up. While 

you won’t change history, you might be able to wreak 
revenge on those bears. Don’t look at us like that.

VardoS
Versio’s home provides a brand-new location. The 

grid-based layout of this Imperial planet looks perfect 
for organised flanks, and judging by the AT-ATs we see 

guarding it in the trailer, Vardos will be one of 
Battlefront’s larger maps.

kamino 
This perennially rain-soaked water planet debuted in 
Episode II, and will likely see you fighting through the 

facilities that birthed the original wave of 
Stormtroopers. Remember those giant flying 

stingrays? Bet we see some of them. 

Feature
On The Cover!
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Remember what Luke Skywalker’s 
face looked like without a great big 
bushy beard? DICE remembers.

You’ll takes to the skies and the beyond in a variety of 
craft, including TIE Fighters and X-wings. Heroes like 
Skywalker and Ren have their own custom rides.
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Meet Iden Versio,  
commander of an Imperial  

special forces unit called Inferno 
Squad, and someone who’s had to 

nail her closet shut so all the skeletons 
don’t spill out. She’s our main inroad 

into understanding the Empire’s 
frame of mind after the defeat on 

Endor’s moon and the destruction  
of their super-weapon,  

the Death Star.

The first game 
always felt rather low on 

weapons. You had your laser rifles, 
laser shotguns, laser pistols, and 

little else. Now there’s greater 
customisation within the set 

multiplayer classes, and this emphasis 
on player choice will feed into the 

campaign. And with the likes of 
Luke and Kylo playable, it 

won’t be all blasters, 
all the time. 

As one of the Empire’s 
higher-ups, you’ve got access to 
corporate credit cards, company 
cars, and this little guy. A specially 
constructed companion drone, it 

gives you greater flexibility in combat 
and let you engage with encounters 

your way. Its abilities likely include 
hacking terminals, tagging foes, 

healing you, and going 
“bleep bloop.”

You won’t spend 
the entire campaign as Versio. 

Taking after DICE’s perspective-
shifting Battlefield series, you’ll 
jump between both Empire and 

Rebellion, whether it’s a 
boots-on-the-ground Stormtrooper 
or a boots-in-the-air pilot. But what 

about someone without boots? 
We can only dream.

Iden-tIty 
Chapter and Versio on 
the main characters
You’ll be spending much of 
Battlefront II as one of the Empire’s 
elite troopers, created especially 
for the game. So here you are…

scarlet-coloured trees. When the leaves of these trees 
drop into pools below, their colour bleeds out and turns 
the water blood-red. It’s a seemingly extraneous bit of 
detail that encapsulates how Battlefront II re-examines 
the Star Wars universe. There is after all, as we’re told in 
the films, always danger with dealing in absolutes.

If those rivers only look like blood, what else have we 
got wrong about the bad guys? What if Vader was 
usually pretty chill but we kept catching him at a bad 
time? Maybe Darth Maul liked cool jazz? Okay, probably 
not, but the point is you’re being asked to look deeper. 
Just as Versio approaches the crossroads between the 
dissolution of the empire and the rise of the First Order, 
in a galaxy scrambling for meaning in a post-Death Star 
world, so too are you reconfiguring your expectations 
and forging a new path. not only will Battlefront II’s 
campaign fill in many of the blanks, it’ll make you see 
everything in a new light. 

“from boots-on-the-ground 
infantry to pilots in space battles,
a spread of action is assured”
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The game launches on PS4, Xbox One, 
and PC on 17 November, a month before 
The Last Jedi on 15 December.



hyperdriven 
How the era-bridging online mode clashes 
legendary heroes and villains 

Heroes & Villains 
The classic characters that 
should definitely be included

magine, if you will, an alternate ending 
to Return Of The Jedi. After meeting 
Vader on Endor’s moon, Luke visits the 
Death Star for a showdown with the 

Emperor. Our Jedi steps out of the lift and towards 
Palpatine’s chair. It spins round to reveal… Darth 
Maul! He leaps out, double-bladed lightsaber in 
hand, and has a massive scrap with Luke. Wouldn’t 
that be amazing? It goes against all logic of time and 
space, sure, but rules are made to be broken.

In the shooter’s online mode, good and evil clash on 
maps carved from all three film trilogies. You select 

classes, pilot craft, and temporarily control legendary 
Star Wars characters during skirmishes pitting up to 40 
players – 20 per side – against each other. Luke vs Maul. 
Yoda vs Kylo. Rey vs Vader. They couldn’t happen in the 
films, but they can here.

This awesome concept thrilled only fleetingly in 
2015’s Battlefront. There just wasn’t enough of it: not 
enough weapons, not enough modes, and not enough 
customisation. The result was a glorious, yet strangely 
unsatisfying, spectacle. Battlefront II addresses these 
criticisms directly, benefitting from more development 
time, more manpower (developer EA Motive joins DICE 
and Criterion), and most of all, hindsight.

I

Shmi Skywalker 
Excuse the low-res image: the only virtual appearance 

by Anakin’s mum is in PS1 bin fire The Phantom 
Menace. She deserves a reappearance, not least so 
she can unleash her special move, the Shmi Shuffle.

kit FiSto 
This Jedi knight won an army of fans by force-pushing 
droids, then grinning wildly during the Geonosis clash 

in Episode 2: The Clone Wars. We are easily pleased. 
Imagine those tentacles bouncing around in 4K.

Dexter JettSter 
The owner of an inexplicably ’50s diner on Coruscant 
comes stocked with an array of knives packed into his 

food-stained apron. He’s got a warm hug, but won’t 
hesitate to stab you in the back.

Feature
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Multiplayer dogfights are more 
expansive – the biggest ones feature 
24 players. That’s 12v12, maths fans.



Set classes are the biggest addition. They are Officer, 
Assault, Heavy, and Specialist. While abilities are under 
wraps for now, a listing for the Elite Trooper Deluxe 
Edition on a retailer’s site gives us insight into what to 
expect. Purchasing this edition lets you upgrade the 
Officer’s battle command power, for instance, which 
suggests the Officer will be able to trigger some sort of 
buff that boosts damage or increases defence. Assault, 
meanwhile, has a cluster grenade that splits into three 
explosives and covers a wider area; Heavy has a 
personal shield; and the Specialist comes with a laser trip 
mine, pointing towards it being the tactician’s favourite.

Droid rage 
Set roles encourage players to pick and focus, which is 
great for teamplay. Who you are and what you’re doing 
matters. We can just see the Specialist finding a quiet 
corner of the map, planting a mine, then spotting 
enemies for teammates. Or the Heavy leading the 
charge into enemy territory with their shield up to cover 
buddies. With bespoke classes packing unique abilities, 
fights here should ebb and flow like actual battles. 

The special edition listing reveals weaponry, too. The 
Officer gets a Blurrg-1120 blaster (think pistol) with an 
enhanced grip modification to reduce recoil; Assault 
gets a CR-2 (think rifle) and a trigger modification to 
increase firepower; Heavy gets a FWMB-10 Megablaster 
(think minigun) and a barrel vent modification to 
decrease reload times; and Specialist gets a A280-CFE 
(think sniper) with a scope modification for better range. 
unlike Battlefront, which relied on you unlocking cards 
with different powers associated with them and 
customising your experience that way, there’s a distinct 
line of progression for each class, and this gives you a 
much-needed sense of persistent ownership.

Battlefront II expands on aerial combat, too. Dogfights 
take place in a variety of locations, from above Starkiller 
Base, to among sun-drenched clouds reminiscent of 
Bespin, to what we believe is Kanata, where Maz’s castle 
resides in The Force Awakens. Some maps even take 
you into space, and with up to 24 players and 40 
AI-controlled ships in a single battle, you’ll need all the 
room you can get. Impressively, Star Destroyers, shown 
in the trailer, aren’t just scenery. Objectives revolve 
around these massive frigates, whether that’s defending 
them or taking them down. Speaking of craft, alongside 
mainstays such as X-wings and TIE Fighters are ARC-170 
starfighters, used by the Republic in the Clone Wars, Jedi 
Cruisers, which are basically Star Destroyers built by the 
Republic, and Episode 3’s clingy Vulture Droids.

DICE hints at Starfighter personalisation. We’re 
thinking adjustable weapon loadouts, missile stocks, 
defensive capabilities such as flares, and also aesthetics, 
such as call signs and insignia. There are Hero 

Starfighters too. Boba Fett’s Slave 1, Obi-Wan’s Starfighter, 
and Han and Chewie’s Millennium Falcon are among 
them, all differing in handling and firepower. Picture 
soaring through an asteroid field, then looking up and 
seeing the Falcon barrel-rolling past.

And finally, let’s talk Heroes back on good old solid 
ground. To play as one in 2015’s Battlefront, you had to 
collect a floating blue hologram, which resulted in 
people hanging around the spawn locations of these 
holograms and greedily nabbing them. DICE is 
thankfully replacing this system. It hasn’t said with what, 
but you can expect something a little fairer to ensure 
everyone gets to experience the rush of Force-choking 
and lightsaber-throwing.

While Battlefront II plays fast and loose with canon, it’s 
not going crazy. Classes alter weapons and appearance 
depending on where you’re fighting, so you won’t see 
layered-up Hoth troopers baking in the twin suns of 
Tatooine. Armies are consistent with era, too, which 
prevents a morally confusing dust-up between the First 
Order and Empire. With deeper class customisation, an 
improved Hero system, and more of Star Wars-dom to 
draw from, Battlefront II is a force to be reckoned with.

“Luke vs MauL. Yoda vs kYLo. ReY 
vs vadeR. TheY couLdn’T happen in
The fiLMs – buT TheY can heRe”

Sebulba 
Tatooine’s Podracing king remarks in N64’s Star Wars 

Episode 1 Racer he could run faster than Anakin’s 
vehicle. It’s not like Sebulba to lie, so this crafty Dug 

would be the game’s most nimble character.

wampa 
The Empire Strikes Back originally gave Hoth’s top 

predator a larger role. In the script, dozens assault Eco 
Base. We want the ability to hide in snow then ambush 

folks. Granted, we might stick out on Endor.

max rebo 
The leader of Jabba’s house band drops Sy Snootles 
and Droopy McCool to go solo. He could hide laser 

blasters inside his instrument (or ‘Nalargon’) and make 
fools dance the old Wild West way.
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The Hero system is changing as 
picking up tokens led to players 
camping token spawn locations. 
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odd racer
From 1978’s Holiday Special to Jar Jar Binks, not all things Star Wars 
are great. Discover the game equivalents of Endor’s Ewoks

here’s been an insane number of Star Wars games over the 
years. Since 1982’s The Empire Strikes Back on the Atari 2600, 
George Lucas’ sci-fi universe has spawned shooters, racers, 
beat-’em-ups, MMOs, ARGs, and more. This list, however, is 

dedicated to the forgotten oddballs. You’ll have heard of Knights Of The 
Old Republic, sure, but did you know Jabba once taught kids maths? Or 
that there was a chess spinoff in which Yoda decapitates Stormtroopers? 
Here are six of the most unlikely Star Wars tie-ins ever.

Star WarS CheSS (1998)
Stormtroopers are pawns, Chewbacca plays the knights, and Luke and 
Leia are king and queen opposite Vader and Palpatine. What’s not to 
like? The highlight of this Star Wars-skinned chess game, though, was 
seeing each unit’s surprisingly violent animation when they took each 
other’s tiles: prissy C-3PO picks up the Tusken Raider’s lance and stabs it 
in the stomach, Boba Fett stuns R2-D2 and sucks it into a big vent, and 
Yoda turns Stormtroopers’ blasters on themselves and makes them 
shoot their own heads off.  

Super BomBad raCing (2001)
Darth Maul, Anakin, Boss Nass, Queen Amidala, Yoda, and more 
stop all the fighting and race each other across courses inspired by 
Episode 1, such as a foggy Naboo swamp, a foggy droid control 
ship, and a foggy power station on Coruscant. Draw distances 
weren’t great at the time, sadly. What was great, however, was each 
swollen-headed character’s custom vehicle. Yoda pilots his 
specially built Jedi Council chair, Darth Maul his badass Scimitar, 
and Sebulba his chunky X-shaped podracer (at a reduced speed, 
naturally). Where does this passive caper fit in the Star Wars 
timeline? Uh… let’s say Christmas.

T

Star WarS epiSode i:  
the gungan Frontier (1999)
When the Gungans’ underwater city of Otah Gunga becomes 
overcrowded, the English-mangling frog-camels call on Queen 
Amidala and Obi-Wan to set up an ecosystem on the moon. Load 
up your ship and choose where to drop off plants and animals so 
they can thrive, hoping to avoid viruses, moonquakes, and toxic 
clouds. There are over 85 critters, each with different behaviours, 
builds, diets, territories, and even reproduction rates. It’s the only 
Star Wars game in which you’ll find randy alien horses.

Feature
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Star WarS math:  
JaBBa’S game galaxy (2000)
You’ve learned English with Jar Jar, now jump into numbers with 
Jabba in this minigame collection. Several of Tatooine’s residents 
are on hand to play educator with number-based challenges, so as 
well as a variation on checkers against the Hutt, there’s blackjack 
with Sebulba – he speaks English here – and an arithmetic-based 
Trivial Pursuit against podracer Ratts, who also gets his first English 
lines. So some voice actors got some work, at least.

Star WarS:  
Jar Jar’S Journey 
(1999)
Everyone’s favourite Star Wars 
character recounts the events of 
Episode 1 in his own inimitable [surely 
you mean ‘irritating’ – Ed] style, from 
his first meeting with young Anakin 
Skywalker, to his underwater trip 
through Naboo’s core in the Bongo 
submarine, to severely pissing off 
Sebulba. Simple writing is meant to 
teach kids English (thankfully, Jar Jar 
is slightly better spoken here than he 
is in the films, so your nippers 
shouldn’t come out sounding 
Gungan), and there are minigames 
aplenty, like wiring up C-3PO and 
colouring in pictures of your 
huggable Jedi liberator, Qui-Gon.

Star WarS arCade:  
FalCon gunner (2010) 

This augmented reality shooter no longer exists on the App Store. 
For shame! When it did, Falcon Gunner was a shooting gallery in the 
palm of your hand, launching squadrons of tiny TIE Fighters onto 
your screen and using the iPhone’s gyroscope to let you tilt the 
Millennium Falcon’s turret and fend them off, provided you didn’t 
get cocky. Alongside set backgrounds, such as asteroid fields and 
the Death Star, you could borrow whatever scene you held your 
camera up to, whether classroom, park, or family member’s face.
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“A generous degree of
Aftertouch Allows you to

lAunch AttAcks in A wide Arc”

Blobular green chap Helix is a wonderfully tricky customer. He can stretch up and 
squash down, while his slow-moving shield keeps opponents at bay

Art director Masaaki Ishikawa says Spring Man spends a lot of time shaping his hair: 
“He’s very diligent about it, though.” It still looks like toothpaste to us.

Nintendo is collecting play data, right 
down to the win rates of one type of 
Arm against another, to adjust the 
balance so it’s spot-on.
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Preview
Future Hits Played Now!

Format Switch Publisher Nintendo 
Developer Nintendo  ETA 16 June

S
platoon 2 might be 
just around the 
corner, but you 
could argue that 
Arms is the true 
spiritual successor 

to the Wii U original. Like Splatoon, 
Arms sees Nintendo looking at a genre 
in which it’s previously had little 
experience, and attempting to shake 
things up with some fresh thinking.

With Breath Of The Wild re-examining 
open-world conventions, this is 
becoming an exciting new habit for 
nintendo. Here, it’s aiming to do for the 
one-on-one fighter what it previously did 
for the online shooter. And while it would 
be premature to judge its success in that 
regard, after a long afternoon spent with 
a new build of the game we came away 
desperate to play more. 

naturally, concerns arise whenever 
anyone takes such an unconventional 
approach to an established genre. For a 
one-on-one fighter Arms might initially 
seem to be too slow, its characters too 
distant from one another for the bulk of 
the fight. And its default motion controls 
will raise a red flag for those quick to label 
any game that makes use of gyroscopes 
with the dismissive catch-all “waggle”. 

Yet motion is the making of Arms. In 
fact, the game feels like a considered 
solution to the intractable problem of 
inputs not producing fast, predictable 
outputs. You begin by holding both 
Joy-Con with the sticks and buttons 
facing inwards, thumbs resting on the 
shoulders and triggers on top. Thrust 
either arm forward and you send out a 
punch – and if it lands, you’ll feel the 
controller shudder in your palms. 

Ready to rumble
That feedback might take a second or so 
to arrive, because Arms is anything but a 
toe-to-toe slugfest. There’s usually a bit of 
a gap between the two combatants, 
since each fighter’s long, stretchy limbs 
give them much greater range than your 
average pugilist. “In the short time while 
the character arms extend, the game 
absorbs any network lag to allow for a 
truly responsive battle," producer Kosuke 
Yabuki explains. By baking that slight 
delay into the design, nintendo has 
created a motion-controlled combat 
system that just feels right.

The weapons on the ends of those 
arms are too large to bob and weave 
around at close range. While you can 
block attacks by tilting the Joy-Con 
inward, it’s easily countered with a 

Arms

Engineering director Kenta Sato was a programmer on the original, well-loved,  
Wii Sports, and used that experience to finesse Arms’ motion controls.

Master Mummy can slowly heal himself while he blocks an opponent’s attacks, but a 
grab will force him out of it. Not healing now, eh? Want a bandage?

We work up a sweat with nintendo’s 
wonderfully unorthodox fighter
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“A choice of three weApons per 
Arm gives you A wildly diverse 
rAnge of ApproAches”

Preview
Future Hits Played Now!

grab, where you thrust both controllers 
forward to pull your rival in close before 
slamming them down or kicking them 
away. Meanwhile, a generous degree of 
aftertouch lets you send attacks out in  
a wide arc by tilting the corresponding 
controller; try throwing out a left as a 
distraction so your rival dashes to  
avoid it and ends up eating a 
right hook they didn’t  
see coming.

You need to think as 
much about the position of 
your character’s feet as 
their arms, as you circle one 
another, leaping and 
dashing to avoid blows. 
Completing a dash, landing a jump, 
or holding a block lets you charge your 
fists for more powerful attacks: when you 
have a boxing glove equipped, for 
example, you can imbue it with electricity 
that will briefly stun your opponent, 

knocking their arms out of commission 
and leaving them open to a grab.

While this encourages you to stay 
active, throwing punches steadily fills a 
gauge that allows you to launch powerful 
flurries with a squeeze of the trigger: if 
they land, these can gobble huge chunks 
from your opponent’s life bar. When both 
players’ meters are full, it can be a case of 
who blinks first: cause your opponent to 
whiff a flurry and you can counter with 
one of your own to shift the tide of battle. 

Tactics ruck
You’ll be thinking about strategies even 
before you enter the arena, with a choice 
of three weapons per arm per fighter. 
This gives you a wildly diverse range of 
approaches, and then you’ll need to 
consider each character’s unique ability. 
“It’s all about how you use it," says design 
director Shintaro Jikumaru. “For example, 
you could use a heavily-armoured fighter 
to let yourself take a few hits while you 
unleash your own powerful punch, or 
use a double jump to give time to build 

up your charge as you 
drop down before 

launching your attack.” 
When you’re up against 

the bludgeoning power of 
Master Mummy, you can 

use ninjara’s blink-evade to 
escape those mighty fists, or 

you could choose Ribbon Girl’s 
Slapamander, a writhing glove that 
stretches into a whip-like attack which 
can curve around his defences. And if 
your opponent is wise to attacks from 
the side, then Mechanica’s hammer 

presents a more vertical threat: it’s 
incredibly satisfying to bring it down 
upon the head of a nimble opponent, like 
hitting that last target in Whack-A-Mole.

unlike most other one-on-one 
fighters, where the choice between 
stages is merely a cosmetic concern, 
Arms’ arenas can factor significantly into 
your loadout and your battle tactics. 
Players will naturally gravitate toward the 
ramp in Mechanica’s scrapyard as they 
attempt to gain the high ground, while its 
pillars offer temporary protection (and 
an ideal spot from which to launch 
curling boomerang attacks). Spring 
Man’s default arena has bouncy barriers 
around the edges, which can give agile 
characters the upper hand, while Master 
Mummy’s spooky stage has a cracked 
circle at its centre: when broken, this 
reveals a trampoline that gives you extra 
height on your jumps. And there’s an 
elegant simplicity to the ninja College 
stage, a relatively narrow set of steps that 
the topmost player will spend their time 
trying to guard from their opponent, 

You and whose Arms?
A quartet of contenders limb-ers up

Spring Man
Arms’ Ryu, basically, and 
art director Masaaki 
Ishikawa’s favourite: “We 
made him seem 
approachable to show 
off visually how 
welcoming the game is… 
he’s got that indomitable 
spirit you’d expect.”

Min Min
Lithe, with one arm 
made of noodles and the 
other forming a dragon’s 
body. The dragon’s laser 
is slow to fire, but can 
turn inward to force 
opponents to move. Her 
dodge moves allow her 
to kick aside attacks.

Ninjara
Ninjara wields a mean 
chakram, and has a 
blink-evade that 
activates when you 
block an attack or dash 
while jumping. Avoiding 
hits is vital – he’s a fast 
mover, but a bit of a 
glass cannon.

Helix
Helix is essentially 
Flubber with DNA 
strands for arms. When 
his Blorb attacks land, 
his opponent’s display 
will be temporarily 
obscured by blue ink, 
like being hit with a 
Blooper in Mario Kart.

Super-agile Ribbon Girl can jump four times before she has to land, giving her a 
height advantage; a dash on the last jump prompts a quick landing.
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Masaaki Ishikawa (art director) on 
balancing: “We paid a lot of attention to 
the character design, to ensure that the 
power of the characters was clear.”

Kenta Sato (engineering director) on 
post-launch support: “We want to 
include content [in updates] that will 
make players want to come back.”

Shintaro Jikumaru (design director) on 
abilities: “We had a lot of ideas… We 
prioritised prototypes that weren’t 
confusing to use.”

A definite ‘tank’, Mechanica’s armour keeps her well-protected but also  
slows her down. Still, those missiles can be pretty deadly.

Instant reaction

Some questions remain. Will 
there be enough modes to 

support such a strong core? And 
will the netcode hold up?

You’ve never played 
anything quite like this 

before – and it’s deeper and more 
flexible than you’d think.

THrILL-o-meTer

More than a novelty fighter, Arms is 
an expectation-shattering delight.

4321

–

+

5

who starts at the bottom. It pays to 
punch down, you see. 

Over the course of an afternoon, our 
fears that simply throwing lefts and rights 
willy-nilly will be enough to earn an easy 
win are dispelled – and we learn that 20 
successive matches makes for quite the 
workout, too. This is a much more 
technical fighter than it first appears, and 
though high-level players may well revert 
to the optional button controls (which we 
don’t get to test out), the physicality and 

flexibility of the default setup feels like 
the best way to play. 

Spring fling
“We polished Arms into a game where 
advanced players can go all-out, and we 
hope that we’ll see some of these players 
develop techniques beyond anything we 
imagined," says engineering director 
Kenta Sato. “I think it’s important that 
these advanced players have some place 
where they can demonstrate these 

techniques.” In other words, it’s a game 
designed to accommodate pros. Don’t be 
surprised if you see it at evo before long.

It goes without saying that the whole 
thing is packaged in a typically lustrous, 
brightly-coloured nintendo wrapper, but 
with that slightly weird edge that set 
Splatoon apart from its labelmates. But 
while Arms is great to look at, it’s even 
better to play: it’s a vibrant and versatile 
fighting game that truly makes a virtue  
of motion. n Chris Schilling

Landing a blow is 
surprisingly satisfying, 
as your Joy-Con 
rumbles in your hand.
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Iron Man and Mega Man there, 
having a Red vs Blue “Who’s 
shiniest?” competition. Crack out 
the Turtle Wax, boys!

Preview
Future Hits Played Now!

N 
ot so much a reboot, more a refocusing, 
Marvel Vs Capcom: Infinite looks – and 
plays – every bit like the streamlined, 
more immediate, and entirely more 
comprehensible tune-up the anarchic, 
19-year-old fighter has long needed. With 

a potentially huge new, MCU-loving fanbase waiting in the 
wings, the timing (and approach) could not be better.

That’s not to say that this new iteration has lost the series’ 
trademark high-flying lunacy. This remains a gleefully giddy 
fighting experience, packing explosive colour, aerial spectacle, 
and glorious, gratuitous juggles. It’s just that for all the 
super-powered beatdowns on offer (or, rather, piped into your 
eyes at a rate capable of stunning a horse), all superfluous 
complications, rules, and stipulations have been stripped away 
to make play now feel as immediate as it always looked. 

While still a tag-team fighter (each battle sees you putting 
together a partnership of warriors, with freedom to mix and 
match from twin rosters of Marvel superheroes and Capcom 
mascots), MVC:I reduces the team size from three to two. 
Swapping them on the fly is a simple case of tapping R1. With the 
four face buttons covering light and hard punches and kicks, 
that’s near enough it. A delightfully straightforward route into a 
world of deliriously freeform action. A game that wants you to 
have fun immediately, and look ridiculously cool as you do. 

If this sounds too simple, don’t worry. MVC:I’s changes feel 
carefully designed to remove barriers without hampering the 
series’ traditionally cavernous depth or sky-high ceiling of 
experimental scope. MVC was always the fighter that felt most 
like a rules-free sandbox, and MVC:I is intent on letting you push 
its boundaries as quickly as possible. The reduction in team size, 

“A gAme thAt wAnts you to 
hAve fun immediAtely, And 
look ridiculously cool
while you do”

Marvel vs 
CaPCoM: InfInIte
Worlds collide. And then keep colliding. 
With lots and lots of explosions

Format PS4, XO, PC  Publisher Capcom  Developer Capcom  ETA 19 September
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for instance, makes it a whole lot easier 
to test, explore, and judge the potential 
of combinations of fighters, cutting a 

huge amount of confusion out of 
discovering combined strengths, 

weaknesses, and opportunities. The simplified 
switching just means that capitalising on the game’s huge, 
airborne combos is now merely a case of identifying a good 
time to bring in a friend to double down the damage, and 
making it happen. Ditto using character switches to escape 
punishment. Throw in easy Hyper combos – think Street Fighter 
5’s stand-out Critical Arts, but triggered with a simple 
two-button press, and even more ridiculous – and you have a 
game focused on blowing strategy and tactical opportunity 
wide open, uninhibited by technical execution challenges. 
  
Thor loser
On the roster side too, MVC:I is designed with clarity in mind. 
Series stalwarts have been redesigned so that character 
provides a clear lead-in to their play style. Iron Man is very much 
a long-range, rocket-powered zoner, for instance, where Thor is 
all about heavy, close-to-mid range hammer damage and 
localised lightning storms. For returning players or Marvel fans 
tempted in by the movies, picking a hero and learning how to 
use them couldn’t be more straightforward. Or fun. 

Though we have skipped something huge. But, like all 
systems in MVCI, it’s easy to get a handle on. You now get to use 
Infinity Stones. equipped to your team before each fight, each 
adds a default, one-button special move to R2. The Time Stone 
will instigate an instant, long-range dash, for instance, whereas 
the Space Stone will suck nearby opponents toward you. It adds 
an extra level of team-building strategy, your fighters’ powers 
transformed and reconfigured with new, blanket abilities as and 
when you wish. And with your power bar filled, a quick stab of 
R1 and R2 will trigger the Infinity Storm, a grossly spectacular, 
timed, powered-up state that changes everything. The Time 
Stone will let you combo constantly. The Space Stone will lock 
your opponent in a box. It’s beautiful, it’s silly, it feels borderline 
broken (but is far from it), and all you need to do is hit a button. 
It’s MVC:I’s top-line power but, all considered, sums up the game 
on every level. n David Houghton 

We all know Ryu and Thor, but the story’s bad guy isn’t a familiar face – he’s a hybrid of Ultron and Mega Man 
X villain Sigma. Somewhere, the Simpsons’ Comic Book guy is outraged.

Stick some Led Zeppelin on, and 
you can basically play the Thor: 
Ragnarok trailer. Goth Cate 
Blanchett DLC unconfirmed.

Instant reaction

It’s too early to tell exactly 
how high the skill ceiling is 

for serious players. And sensory 
overload is still a thing.

Fast, immediate fighting fun, 
with accessible spectacle at 

its core. It’s still MVC, but it feels 
like an MVC for everyone.

tHrIll-o-Meter

As big, bold and brash as it ever 
was, but even more inviting.

54321

–

+

80% 
complete
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D
oes the world need 
another shooter?” 
asks Enric Alvarez, 
director of this 4v1 
shooter, which 
MercurySteam has 

been working on since Castlevania: 
Lords Of Shadow 2. “This is the 
question we asked ourselves three 
years ago… We are, to use an English 
expression, going balls to the wall, in 
the most literal sense you can imagine.”

We’re still trying to work out in what 
capacity Alvarez can possibly mean that 

literally as he gives us a rundown of the 
story. Set in the far future, a militaristic 
human faction has travelled 25 light 
years from Earth on the hunt for Aleph, a 
rare element enabling faster-than-light 
travel. The Broken Planet is chock-full of 
the stuff, but they’re not getting it without 
a fight. See, while humans scramble to 
harvest Aleph, an unflappable native 
called Harec assembles a squad to drive 
them out. You, along with three others, 
play members of that squad. That’s right, 
humans are the bad guys. We suck. 

The idea is four human-controlled 
Raiders attempt to tackle a mission while 

a human-controlled Antagonist 
interferes. The story reason for this is that 
a malevolent space god is doling out 
prizes for dickish behaviour. Similar to 
Dark Souls’ invasion mechanic, you can 
go through each roughly 25-minute 

stage offline and solo, and remove the 
chance for an Antagonist to enter, but 
nasty surprises are part of the fun.

Raiders and Antagonists pick from the 
same pool of characters, but the latter is 
given a health and damage boost to 

RaideRs Of The 
BROken PlaneT
First hands-on with the 4v1 shooter

“They’re sTraighTforward 
missions, buT The malicious 
presence of a fifTh parTy gives 
Them some spice”

Format PS4, XO, PC  Publisher MercurySteam  Developer MercurySteam  ETA October

Preview
Future Hits Played Now!

You can select any character for any mission, even if it doesn’t 
make sense. In rescue missions, it’s possible to rescue yourself.

Injected into 
bloodstreams, Aleph is 
potent stuff. It glows 
when enemies are 
alerted, letting you see 
them through walls.

38    JunE 2017
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RaideRs of the BRoken planet

Planet of attack  
Meet two of the Raiders

harec
Here’s Harec. Calm and collected, his heart rate doesn’t spike easily, which 
means the Aleph in his bloodstream won’t activate and give his position away. 
As the first unlocked character, he’s the perfect pick for beginners to learn the 
ropes. Harec’s primary power is teleportation. To use it, simply point to an area 
in range and he’ll vanish into thin air, then reappear at the target, even if it’s on 
the side of a wall. He’s got a decent kick, too.

70% 
complete
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lycus
Lycus Dion is more of a hothead, falling back on a stockpile of creative swears 
if things aren’t going his way. He’s a brilliant warrior, though, so Harec needs 
him, even if he doesn’t want to admit it. Lycus can deploy a portable shield and 
soak up damage as he moves about the battlefield with his powerful sawn-off 
shotgun. He, as well as teammates, can fire through the shield with impunity.

The campaign is split into 
four episodic parts. You 
can play them in any 
order, so there’s no worry 
about skipping the story.

compensate for the 
numerical 
disadvantage. 
There’s Konstantin, a 

metal-suited Russian 
packing dual miniguns; 

Hans, who buzzes around 
with a burst-fire jetpack to escape melee 
range; and Dr Kuzman, a floating head 
inside a jar. You get the sense Mercury 
Steam’s ethos was not ‘why’ but ‘why not?’

Rifts and pieces 
Goals in each mission vary. Hanging By A 
Thread sees the Raiders board an airship 
in an attempt to rescue and recruit Lycus, 
who’s suspended over the side in a cage. 
You can revisit this stage later as Lycus, 
who remarks, “That’s me, how cool is 
that?” The first segment involves 
stopping engineers shooting the cage off 
its chain; the second sees you man 
turrets to blast encroaching aircraft; and 
the third tasks you with defending an 
area. They’re straightforward 
assignments, but the malicious presence 
of a fifth party gives it some spice. 

Cunning Antagonists will wait for a 
wave of AI soldiers to attack the Raiders 
before joining them, or set up an ambush. 
Powers dictate playstyle. We find a lot of 
success with the long-range offense of 

Combat is your classic rock-paper-scissors stuff: dodges avoid strikes; grapples 
interrupt dodges; strikes beat grapples. 

Shea and her lock-on sniper rifle. Hold 
enemies in your sights for a few seconds 
and your bullet will home in upon firing, 
and the longer you keep them there, the 
more damage it does. It’s a compelling 
risk/reward. Is the game Overwatch? no, 
it’s not. As Alvarez says, the world doesn’t 
need another shooter. But Raiders Of The 
Broken Planet does enough to justify its 
place. n Ben Griffin

instant Reaction

Some Antagonists are too 
powerful, running rampant 

with insta-kill grapples. It’s better 
when they play a more subtle role.

A healthy complement of 
skills and powers. Story 

missions are long enough to let 
you express yourself.

ThRill-O-meTeR

Like its off-kilter 4v1 premise, this  
is a wild jumble of ideas.

54321

–

+
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Preview
Eyes-on With Future Hits!

70% 
complete

I
n our incredibly 
reductive 
hypothesis, there 
are two types of 
people: those 
demanding a return 

of classic Sonic, with the portly belly, 
the 16-bit visuals, and the tireless 
running from left to right, and those 
clamouring for a modern 3D Sonic, 
with electric guitars and chili dogs and 
the possibility an orca might jump out 
of the sea and crush you at any 
moment. Luckily, Sonic Team has the 
entire spectrum of humanity covered. 

The first group will want launching-soon 
Sonic Mania, a retro-leaning sidescroller 
taking inspiration from the hedgehog’s 
golden years. For the latter there’s this 
more expensive-looking 3D effort. Sonic 
Forces is the blue blur’s first fully 
powered run out on current-gen 
consoles, and it shows in gleaming 
puddles reflecting back scenery in real 

time, physics-enabled objects (traffic 
cones sit around waiting to be kicked), 
and plenty of moving parts extending all 
the way to a distant horizon.

During our demo, we see the 
hogmaster speed along a winding path 
through a smouldering, futuristic city as 
clusters of missiles smash buildings, 
which erupt in showers of 
debris. Doctor eggman’s 
sentries are the ones firing 
them, giant acorn-shaped 
robots sent by the 
omelette dictator to further 
his conquest. Darkly, this 
game takes place after 
eggman’s won. It’s up to Sonic, 
along with an animal assemblage 
featuring Tails, Knuckles, and Silver, to 
mount a resistance and free the world – 
hence the ‘Forces’ of the title. 

Eggs and Tails
At one point the sapphire speed fiend 
leaps off a ramp by bouncing from 

springy red pads, and pirouettes through 
a series of golden rings as rockets, trailed 
by orange plumes of smoke, chase him 
through the air. At 60 frames per second, 
the whole scenario has a frantic energy 
and killer sense of pace. This is the fastest 
we’ve ever seen Sonic go.

Handled by the team behind 2011’s 
solid Sonic Generations, to 

which this is a successor, 
Forces likewise mixes both 
single-plane platforming 
and into-the-screen ‘gotta 
go fast’-ing. In 3D sections 

you choose between two 
movement systems: free 

motion with full control on the 
analogue stick, and lane-switching 

that locks you on set lanes which you can 
transition between by flicking left and 
right on the D-pad. For its freedom, the 
former looks a tad twitchy, with minor 
thumb movements seeing you miss 
entire rows of gold rings because 
mistakes are inevitably amplified the 

Sonic ForceS
Hedging our bets on Sonic’s speedy generational debut

Powered by the Hedgehog Engine 
2, Forces is Sonic’s first current-gen 
adventure, and it shows in detailed 
visuals and a silky framerate.

Format Switch, PS4, XO, PC  Publisher Sega  Developer Sonic Team  ETA November
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faster you go. Conversely, the latter 
control scheme puts the game almost on 
autopilot and removes some of the 
agency. It’s good to have options, but 
Sonic Team needs to strike a balance.

Sonic’s got moves in other areas, too. 
Boosting is back, in which the begloved 
one temporarily engages hyper-speed 
and blasts through enemies as cyan 
flames emerge from his sneakers and 
white scorch marks appear around the 
screen. Homing strikes, where he curls 
into a ball and launches himself directly 
at hostiles in pinpoint chained-together 
attacks, return as well. In one sequence 
this is used to take Sonic up a series of 

ascending platforms occupied by 
eggman’s mechanic lackeys before he 
gains enough height to cross a bed of 
spikes and latch onto a zipwire. 

White knuckle
2.5D sections give him fresh techniques. 
Well, it’s not actually ‘him’. See, at certain 
intervals Classic Sonic shows up through 
a rupture in spacetime and becomes the 
playable character. Take, for instance, the 
Drop Dash. This crossover with Sonic 
Mania, in which the move is introduced, 
sees him vault into the air, rev up, and 
achieve a running start when he lands. It’s 
a solution to the punishment of grazing 

enemies and having your momentum 
killed. now you can regain speed easily. 
You can also barrel through illusionary 
walls and access hidden areas this way.

Forces’ best new addition, though, is 
the ability to create your own hero and 
join Sonic’s band of survivors. In our 
demonstration we see a red fox with 
spectacles leap into action, but the sky’s 
the limit: we’re thinking badgers with 
bandages, turtles with top hats, and 
maybe some sort of big cat with a fishing 
rod. You can outfit your mascot with a 
gadget. Said fox is given a flamethrower 
which launches lock-on jets of hot stuff. 
Although that sounds like a weapon, 
we’re explicitly told it’s a gadget. A gadget 
that would be banned by the Geneva 
convention, but a gadget nonetheless.

While Sonic Mania launches first, 
Forces is Sonic’s main event, combining 
3D world-running with nostalgia-baiting 
sideways sections, new customised 
characters, and rendering everything in 
rich modern visuals. n Ben Griffin

“At certAin intervAls clAssic 
sonic shows up through A rip
in spAcetime And becomes the
new plAyAble chArActer”

Some features are pending. Sonic Team hasn’t decided whether colliding with enemies causes the rings you’ve collected to  
spill out or not. We hope it does – we like our Sonic being addicted to his shiny trankles.

Green Hill Zone features in Forces’ campaign, and sparkles in 
its 3D reimagining, with cascading falls and lush grass.

Classic courses return alongside entirely new ones. Will we see 
that lobster boss from Sonic The Hedgehog 2 again?

instant reaction

Movement still doesn’t 
address the problem at the 

heart of Sonic. There’s speed in 
abundance, but finesse is lacking.

We can’t wait to bolt on a 
random assortment of 

animal parts and make our very 
own furry hero.

THriLL-o-meTer

If this can’t save modern Sonic, 
nothing can.

54321

–

+
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Instant Reaction

Basic combat is too much 
like child’s play – attack, 

evade, repeat. Recruited islanders 
unlock new powers later, though.

Sublime visuals manage to 
make an ’80s Cornwall 

comprised of docks and caravan 
parks into a thing of beauty.

THRILL-o-meTeR

Undemanding, but with awesome 
art and irresistible charm.

54321

–

+

The aesthetic mirrors the boundless 
enthusiasm of Nessa and Demelza. 
Lines wobble with restless energy.

T
his charming co-op 
adventure might be 
Cornwall’s finest 
export since the 
pasty. In fact, the 
meat-filled treat 

makes more than one appearance, 
together with caravan parks, fudge 
shops, and locals yelling “proper job!”.

You play as one of two girls, either nessa 
or Demelza, with the other taken over by 
AI or a second person online or locally, 
and navigate shady woods, rainy 
harbours, and boarded-up 
amusement parks to rescue 
islanders from possession. 

Humour happens at the 
intersection of the real and 
fantastical: ‘treasures’ are 
actually owl pellets and 
mouse skulls; pedalling too 
much makes your character whip 
out an inhaler; and enemies are 
frequently papier-mâché. 

Combat against eyeball-spitting heads 
and levitating swords is a little simplistic, 
all about firing and evading, but lead 
programmer Moo Yu tells us “It gets 

more complicated as you move 
throughout the game”. In the demo we 
have two weapons: water balloons, and 
wellies. If you do your super move with 
the water balloon it creates a puddle, and 
when Demelza stomps it, it creates a 
splash explosion. Other weapons include 
cluster frisbees and pecking geese.

Biker grove 
During our hands-on as we hunt for a 
missing librarian, an uprooted log forces 
us to ditch our bikes and head into a 

playground. Scattered books lead 
the way. We find an electronic 

door blocking the route. 
nessa interprets its refusal 
to budge as it “wanting 
crisps,” so we throw water 
balloons at a vending 

machine. It turns out this 
‘vending machine’ is a fuse 

box, which short circuits and – 
tah-dah – unlocks the door. Doesn’t 

everything work out when you’re young?
Knights And Bikes captures the joy 

and frivolity of adolescence, minces it 
with some magic, and covers it in a thick 
Cornish crust. n Ben Griffin

Knights and Bikes kicks off in 1987 following Penfurzy’s worst tourist season ever,  
as a visitor-attracting medieval relic is exposed as fake.

This is a two-man project. One was lead gameplay programmer on Ratchet and Clank: 
Tools of Destruction, the other Tearaway’s creative lead.

KnIgHTs 
And BIKes

Format PS4, PC  Publisher Double Fine 
Developer Foam Sword  ETA May

Saddle up and save Cornwall in this 
childhood-channelling adventure

Preview
Future Hits Played Now!

90% 
complete



june 2017    43

Instant Reaction

There aren’t quite enough 
space-age factors for us yet. 

What about having to bargain  
with an alien race?

Managing your citizens goes 
beyond giving them jobs to 

providing healthcare and holding 
referendums. You’re in charge!

THRILL-o-meTeR

Despite some fresh ideas, Aven 
Colony looks a little too predictable.

54321

–

+
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Aven CoLony
Format PS4, XO, PC  Publisher Team17  
Developer Mothership Entertainment  ETA Summer

Fortifying defenses and investing  
in turrets will make sandworms as 
scary as earthworms. 

I
n space no-one can 
hear you scream in 
frustration when 
another sandworm 
attacks your already 
fungus-infected 

colony. That sounds like something 
out of Doctor Who, but it’s an entirely 
possible scenario in Aven 
Colony’s extra-terrestrial 
building simulator, where 
you’re the governor of 
the Aven Prime colony. 
Just don’t get drunk on 
all that power.

even an alien would be able to 
guess that you’ll be building shiny 
domes to house your colonists, but there 
are some nifty additional features. As well 
as managing your workers’ – ahem, we 
mean citizens’ – happiness, you’re able to 
set social policies (like food rationing) or 
hold referendums in case things go 
haywire. You have bigger things to worry 
about, though. Sandworm attacks, an 
infectious fungal entity called The Creep, 
and toxic gas eruptions make the 

colony’s commuting protests look like a 
walk in the park biodome. 

Under the weather
You’d think the colony would have 
chosen somewhere a bit more 
temperate than Aven Prime to settle. Oh 
well, now it’s up to you to deal with all 

that and the planet’s sols, a time 
cycle that lasts around a week. 

each sol is divided into 
seasons, with winter hitting 
at a time we earthlings 
would equate with night. 
Coming along with the 

chills are lightning strikes 
and shard storms (think 

hailstones on steroids). 
umbrellas don’t stand a chance, but your 
space city just might. Or so you hope. 

Sending your colonists to explore the 
planet’s wetlands, deserts, and arctic will 
uncover Aven Prime’s mysterious history. 
use the alien artefacts they find to your 
advantage, and you just might build a 
functioning colony, a home away from 
home – or become sandworm chow. n 

Zoe Delahunty-Light

There’s no space like home in this 
colony management sim

Those floating things are bringers of The Creep, an infectious fungal pest. It’s every bit 
as unpleasant as you’d imagine. Scrub their excretions off your buildings – or else.

Your colonists will protest if they feel 
like you’re not listening to them. 

Wrap up warm when you’re building in the pretty, but freezing, Azara Falls, or your 
fledgling colony will only be fit for snowmen to live in.

87% 
complete
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I
t’s tough,” says 
Nicolas Hamilton, 
brother of Lewis, 
professional driver 
in the British 
Touring Car 

Championship, and handling 
consultant to Slightly Mad Studios. “It’s 
tough in real life too.” He’s trying to 
make us feel better after we confess to 
spinning out numerous times on the 
driving sim’s new ice tracks, but then, 
he should know. Hamilton and co 
visited numerous regions to navigate 
all manner of loose surfaces, capture 

their unique challenges, and then pit 
them against players.

Ice driving – or, in our case, ice crashing 
– is one component of Project Cars 2’s 
LiveTrack 3.0 feature which sees courses 
evolve as you go, weather, time of day, 
and terrain changing dynamically. Take 
our ten laps around the Red Bull Ring in a 
Honda Acura: it begins with light cloud, 
on the second lap the sky darkens, and 
by the end it’s become a full-on 
downpour as puddles pool on the road 
and our windshield wipers operate at full 
blast. Likewise, kicked-up dust that hangs 

in the air for two minutes on Lånkebanen 
– a period of time Slightly Mad has 
diligently researched and verified – makes 
you appreciate the clear air of Daytona. 

next we try a different skew on Red 
Bull Ring showcasing the beauty of a 

setting sun. The crisp midday soon takes 
on a faint orange glow, which gets more 
intense as the sun drops lower, until 
golden rays are streaming through our 
windshield and the track starts to glint 
and shimmer. The final lap takes place at 

Project cars 2
We call a professional driver to help us survive this steely sim

“KicKed-up dust hangs around 
for two minutes – a period of 
time slightly mad has 
diligently researched”

Slightly Mad laser-scanned tracks with 
drones using photogrammetry. Before then, 
a man inched along with a camera. Sad.

PS4 and PC versions feature VR support so you can marvel  
at fully modelled interiors instead of focusing on the road.

Format PS4, XO, PC  Publisher Bandai Namco  Developer Slightly Mad Studios  ETA October

Preview
Future Hits Played Now!
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project cars 2

night as everyone switches on their 
headlights and zones out to smooth jazz, 
giving the five-minute event a structure 
and sense of progress (even though 
we’re kidding about the jazz). 

rising damp
A sprinkling of seasoning makes the 
differences even greater – we’re talking 
summer rather than saffron. Race in 
December and you’ll see white stuff on 
Mount Fuji’s distant peak. Race in July 
and it’ll have melted away, leaving the 
mountain dry and conquerable. 
What’s impressive is how 
granular it gets. The screen 
before our race on Daytona 
tells us it’s 85ºF, there’s an 
east wind blowing, and the 
skies are clear with fog 
forecast. That’s more 
information than a BBC 
weather report. 

Sweden’s climate is toughest to deal 
with. everything we learned on packed 
dirt and dry tarmac – going sideways 
around corners and gunning it out of 
them – doesn’t apply here. We spin out 
constantly and there’s no rewind feature 
to reverse the damage. A little help, 
Hamilton? “It’s a fine balance between 
throttle to stick to steering wheel,” he 

There are around 200 motors here, and with the likes of Ferrari, Lamborghini, 
and Volkswagen, Slightly Mad fills conspicuous absences.

All 55+ tracks have day/night systems, 24-hour cycles, and they even change  
with the seasons. Base-building next, please.

subscribing to GamesMaster sound like 
pistols firing, and the roar of multiple 
engines clamouring desperately for first 
place is a constant and strangely 
satisfying aural fixture. The stakes are 
higher, and, with them, the level of 
immersion. It’s a shame, then, that visible 
car damage remains minor. Sure, you’ll 
pull to the left after colliding with barriers, 
and struggle to reach top speed, but you 
won’t see much represented in the car 
model itself. What’s rallycross without a 
crumpled bonnet? 

Still, that mode is just one part of a 
game that, above all, strives towards 
accessible realism, and for Hamilton, it’s 
tyres that bring the most change. 
“[That’s] the biggest improvement we’ve 
made. It’s great that we have all these 
new features, rallycross, LiveTrack 3.0, 
but having that sliding grip feeling, and 
getting that tyre to behave like it does in 
real life, is a big thing. We struggled on 
Project Cars with getting it to a limit and 
then the tyre would just let go and snap 
into a spin quite unrealistically, whereas 
now we have a lot more of a balanced 
tyre, and it can actually slide, get to a 
point we can control it, and you can really 
feel the limit on the tyre.” 

Tyres are the first point of contact 
between your car and the ground, now 

more than mere pinwheels. They’re filled 
with air, compressing over rumble strips; 
they’re independent, each a sovereign 
entity free to squeal in protest when you 
hammer the brakes too hard. As a result, 
the sensation that your car is actually 
planted on the ground is even greater. 
We want to ask Hamilton for more 
driving advice but he’s gone to practise. 
We don’t blame him. n Ben Griffin

advises. “And, to be honest, the slower 
you are on the ice track, the faster you 
become… Go as slow as you can and just 
try and be a bit more clinical with your 
lines.” His lesson ends with this pearl: “In 
the snow there’s not much time to gain 
by going fast but there’s all the time to 
lose.” It’s true. You’re not shaving tenths 
of a second off your time, but fighting to 
stop from retiring a sleet-covered mess. 
In snow, parameters shift.

Whether you’ll appreciate the complex 
relationship between rubber and ground 

is another matter entirely. Mount a 
kerb and drag some soil onto 

the road with you, and it’ll 
stay there, subtly modifying 
traction and giving you 
something to think about 
on subsequent laps, but 

this is an almost 
imperceptible alteration. 

Project Cars had a similarly 
obsessive attention to detail, and felt a 
little dry because of it. 

new mode Rallycross addresses that 
in a raw dose of gas-guzzling violence. 
Here souped-up rally cars battle more 
than they do race, bustling each other on 
tracks that loop across road, dirt, mud, 
and gravel. engines capable of 0-60 in 
the time it takes to start the process of 

Instant reaction

Cars take little damage in 
crashes, which contradicts 

the game’s new rough and wild 
tone, especially during rallycross.

The weather is ace. Snow 
and rain don’t just look 

better pounding across bonnets, 
they also alter how you play.

tHrILL-o-meter

Thanks to LiveTrack 3.0, Project 
Cars 2 is a dry sim no longer.

54321

–

+
75% 

complete
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Preview
Eyes-on With Future Hits!

54321Thrill-o-meTer
We’re shivering just looking at it.

Gm instant reaction

Stages have the look and feel of classic 
levels, but with totally new geography.

Sonic mania
Format Switch, PS4, XO, PC  Publisher Sega  Developer Headcannon  ETA September

Back in the zones

Format PS4, PC  Pub Toxic Games
Dev Toxic Games  ETA October

QUBe 2
In the sequel to 2012’s spatial puzzler, 
archaeologist emilia Cross awakens on a 
mysterious planet with no memory of 
how she got there. Thankfully she’s in 
communication with an astronaut who’s 
helping her reach the peak of a monolith 
to broadcast a signal and teleport home. 
That’s provided you navigate fiendish 
conundrums with your levitation gloves, 
such as rearranging giant jigsaws and 
spinning sections of a Rubik’s Cube-style 
room. unreal engine 4-powered, QuBe 2 
also features lovely environments to 
prevent cabin fever. n BG

Format PC  Pub Fireblade Software Dev 
Fireblade Softwae  ETA Winter

aBandon ShiP
If at first you don’t succeed, try, try again. 
For example, if your ship gets blown to 
pieces by cannon fire, or dragged under 
the waves by a giant squid. There’s 
always another vessel – and a 
replacement crew – in this nautical 
roguelike. Battle seems impressively 
tactical; you’ll need to direct your crew 
around the bridge, aim at different parts 
of the enemy ship to weaken its abilities, 
and manage your position to make best 
use of your weapons. Outside of scraps 
you explore a procedurally generated 
ocean in search of adventure. n RV

Format PS4, XO, PC  Pub THQ Nordic  
Dev Airship Syndicate  ETA Autumn

BaTTle chaSerS: 
niGhTwar
This turn-based RPG is quite the looker. 
Comic artist Joe Madureira (the man 
behind Darksider’s visual style) is lending 
his hand to it, and the result is 
charmingly chunky designs and 
beautiful animations. During our hands-
on, however, we grow tired of the 
repetitive battles. There are attempts at 
interesting combat mechanics, including 
a speed rating for abilities that pushes 
your more powerful spells lower down 
the initiative order, but in the current 
build they don’t quite click. n RV

Format PS4, XO  Pub Bandai Namco  
Dev Bandai Namco  ETA Summer 2018

code vein 
This action-RPG, teased by Bandai namco 
with an animated trailer titled Prepare To 
Dine, has no relation to Dark Souls. It does, 
however, include dining – mostly by your 
vampiric protagonist on the blood of 
frenzied beasts. After a disaster ravages 
earth, your group of Revenants make a 
dark pact and gain crazy powers in 
exchange for their memories. Think 
scorpion-like tails and slashy claws. You’re 
journeying from the stronghold of Vein to 
reclaim them. Made by God eater’s 
developers, expect massive metal 
weapons and lots of leather. n BG

ven by the standards of 
the developer’s previous 
hit, This War Of Mine, this 
freezing city-building 

game sounds bleak. 

earth is blanketed in snow. Your job? To 
manage the last bastion of human 
civilisation, a steam-powered settlement 
on the brink of extinction. Keeping the 
home fires burning will mean making 
some seriously tough decisions.

According to the devs, the game’s goal 
is to explore “what society does to 
survive”. While its mechanics will be 
familiar to fans of management games, 
the focus is not on number-crunching 
but on “empathy and decision making”. 
Given 11 Bit Studios’ previous form, that 
probably means mulling over whether to 
leave your best friend to die alone in a 
frozen ravine, or to eat him for vital 
sustenance. expect to be depressed, but 
in a good way. n Robin Valentine

T
his sprite-based 
platformer is more 
than a simple homage 
to Sonic’s heady days 
on the Master System 

and Mega Drive. You could do that 
yourself with MS Paint and a 
Deviantart account. No, Mania is more, 
a full-sized ’90s Sega special made by 
lifelong blue blur devotees. 

That means classic stages return 
remixed. All the 16-bit textures and 
crunchy SFX of Green Hill Zone and 
Flying Battery Island are there, only the 

geography and enemy locations have 
been built from the ground up. even 
bosses differ. Where in one chapter Dr 
eggman once buzzed annoyingly about 
your head in a hover ship, here he’s 
tethered a wrecking ball to the bottom.

It also means entirely new locations, 
including Studiopolis, which sees you 
launch yourself from springy directors’ 
chairs, smash swinging microphones, 
and convert yourself into radio waves to 
travel between satellite dishes, and the 
spaghetti-western-esque Mirage Saloon. 
These look extra rose-tinted in CRT 
mode, an alternate filter that renders 

everything just as if you’re playing on an 
old telly. You get three playable 
characters: Sonic (obvs), complete with 
his new Drop Dash move, which lets him 
spin in the air and carry the momentum 
to the floor; Tails, who swims and hovers 
with his bushy helicopter tail; and 
powerhouse Knuckles, able to glide 
through the air and scale sheer walls. It’s 
like stumbling across a secret Sonic vault 
lost to time. n Ben Griffin

FroSTPUnk
Format PC  Publisher 11 Bit Studios
Developer 11 Bit Studios  ETA Winter

A cold day in Hell

E
85% 

complete

54321Thrill-o-meTer
There’s a Sonic for everyone this year.

Gm instant reaction
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Special
Exclusive Feature!

L
earning doesn’t have to be boring. In fact, with 
the wonderful world of videogames, you can 
actually do it accidently. From languages to 
cookery to politics, this selection of games 
teaches a wide variety of classes and courses: 
get the recipe for salmon meunière; discover the 

best way to displace a mediaeval dynasty; or find out how to say 
“My hippo is blue” in French. While we don’t advise dropping out 
of school or university just yet, you can supplement your 
education and broaden your mind so, at the very least, you’re 
more fun to be stuck in a lift with.

Learn without even trying with 
these brain-boosting videogames
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Astronomy
universe sandbox 2 (PC – 2012)

 
Get a planet, throw it at a moon, add some asteroids, and 
baby, you’ve got a solar collision going. This space-based 

chemistry set uses Newtonian mechanics to let you play among 
– and indeed, with – the stars. That’s one better than Frank 

Sinatra. So what is life like on Jupiter and Mars? What happens 
when you send a thousand meteors into the sun, when 
Neptune meets Saturn’s rocky belt, or when galaxies 

fist-bump? The results play out in real time, giving you 
spectacular demonstrations of gravity, orbits, material 

interaction, and the effect of making the Earth spin really fast. 

Politics
Crusader Kings ii (PC – 2012)

 
Picture a hypothetical scenario in which a strict teacher blasts 

questions at you about mediaeval politics. “You, boy, at the 
back! What is ‘gavelkind’? And you, girl, what does 

‘primogeniture’ mean?” If you played Crusader Kings II, you’ll 
know gavelkind is about dividing a deceased person’s land 

equally among all male heirs, and primogeniture is the right of 
the eldest son to inherit his father’s estate. You’ll need a grasp 
of such terminology to navigate the tangled web of this Middle 

Ages-set strategy where marriage, diplomacy, and 
backstabbing are encouraged. Do this and never fear angry 

hypothetical teachers again. 

Food science
The Legend of ZeLda: breaTh of 

The WiLd (sWiTCh, Wii u – 2017)
 

Forget all that ‘don’t play with your food’ nonsense. You cook in 
Zelda through sheer experimentation. Chuck eggs, butter, veggies, 

and salt into a pot and boom – instant omelette. There are so many 
distinct dishes here you’re bound to find something new by mixing 
and matching ingredients. Cane sugar + fruit = simmered fruit. Rice 

+ trout = seafood risotto. Better yet, each comes with a 
lip-smacking image and delectable description of the  

packed plate, bulging bowl, or stuffed skewer. Since this  
is Zelda and not The Hairy Bikers, Nintendo leaves out  

instructions, so you’ll need to find real-world recipes  
yourself. Think of this as foodspiration.

First Class



Special
Exclusive Feature!music 

roCKsmiTh  
(Ps4, xo, PC, Ps3, 360 – 2014)

 
Bundled with a bespoke USB cable that tethers guitars and 

basses to PCs, this interactive tutor lets you play real music on 
real instruments. Learn chord structures and finger positions 

before performing licensed songs to heaving crowds (the 
soundtrack includes Nirvana’s In Bloom and Hey Ya by Andre 
3000), or fire up minigames that rely on your note-playing 
ability to shoot zombies, smash baseballs, and guide cars 

down sci-fi highways. This is one music game where  
the skills actually transfer to real life.

History clAss 
baTTLefieLd 1 (Ps4, xo, PC – 2016)

 
DICE’s WWI shooter shines a light on forgotten parts of the 

conflict. During its multi-pronged campaign, you experience 
life – and death – from six perspectives: African-American 

troops the Harlem Hellfighters; Italian commandos the Arditi; 
the Royal Flying Corps; British tank crew churning through 

France; Mesopotamian Bedouin warriors; and Australian and 
New Zealand Army Corps in Gallipoli. Embodying these heroes 

gives their legends more power, and provides an excellent 
launching pad for further learning, making regular history 
class seem drier than a sandpaper strudel left in the sun.

engineering
KerbaL sPaCe Programme  

(Ps4, xo, PC – 2015)
 

Rocket science isn’t that hard to grasp, as this construction 
game aptly shows. The aim is to build a rocket and launch it 
into space, which is easier said than done when you have to 

account for things like torque, fuel consumption, and 
aerodynamics. Oh and remember the heat panels or your crew 

will die. Making a working vessel is only the start, as the 
smarter you get, the more outrageous your ideas can become. 

Build an Apollo 11, X-Wing, or even upright mech man with 
thrusters for feet. It’ll probably collapse as soon as you leave 

the hangar, but this is a learning process.
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Pe
ufC PersonaL Trainer  

(Ps3, 360, Wii – 2011)
 

Britain’s Department Of Education recommends the school 
curriculum includes at least two hours of physical education 

per week, but if you want to be mixed martial arts world 
champion, you’ll need to put in a lot more than that. The good 

news is UFC Personal Trainer offers a genuinely gruelling 
workout with over 70 professionally certified exercises (flip the 
tyre! Hit the mitts! Put the donut down!). The bad news is, UFC 

Personal Trainer rode a last-gen wave of fitness games, so 
you’ll need an Xbox 360 and Kinect to play it. Hey, you can’t 

put a price on being able to beat up everyone on Earth.

lAnguAges
fun frenCh: Language Learning 

games for Kids (ios – 2015) 
 

Smartphones are great for language learning. Sure, there are 
apps that dryly impart phrases, but where’s the fun in that? 

Fun French: Language Learning Games For Kids is choc-full of 
minigames that’ll teach you colours, shapes, numbers, and 

more. Feed cake (gâteau) to a hippo; whack monkeys (singes) 
on the head. For something more grown-up, play Metro: Last 
Light in Russian, or Yakuza 0 in Japanese. Immersing yourself 

in the culture is a proven language-learning technique.

PHilosoPHy
bioshoCK  

(Ps4, xo, PC, Ps3, 360 – 2007)
 

“A man chooses, a slave obeys.” That’s the creed of Bioshock’s 
business magnate Andrew Ryan, who in the 1940s creates an 
undersea utopia called Rapture where humanity’s best can 

flourish free from government interference. In essence, 
laissez-faire capitalism, a social system consistent with 

objectivism. Logic and rational self-interest lie at the heart of 
objectivism, which proposes the mind does not create reality, 
but discovers it. Hence why selfishness rather than altruism 
prevails in Rapture, and ultimately, why insane mutants can 

run towards you shooting bees at your face. There’s such  
a thing as being too clever for your own good.
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Special
Exclusive Feature!

The Ten 
Plagues 

of gaming 
Things even worse than the sibling who smeared 

chocolatey hands all over your controller

s
ummer is here, and with it a bevy 
of bugs, but these aren’t your 
garden-variety insects – these are 
the microscopic critters that cause 
wheezing, sneezing and even 
‘gastroenterological easing’ (don’t 

Google that). It’s right now that these pesky 

pathogens do their worst work. It just so happens 
that videogames, like history, are full of such 
scourges – and so, in the spirit of being sickly, we’ve 
asked an expert pathologist to rate our gaming 
plagues. Could they happen? Would humanity make 
it? And is there any more room in the sterilised 
bunker? It’s time to break containment…
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the ten plagues of gaming

The LasT of Us 
CordyCeps Brain 

infeCtion (CBi)
Presented as the mutant offshoot of the real-life 

Cordyceps fungus, CBI swaps an insect’s brainstem for 
the human one. And what a job it’s been doing, 

knocking off 60% of the global population in under 20 
years. Survivors must contend with deadly spore clouds, 

and the ever-evolving specimens it creates. Damn it, 
Cordyceps, you seemed like such a fungi.

Our expert writes, “Microbes can jump species and do so 
quite often”. Yikes. But thankfully, “they usually find it 

tough to establish themselves”. Phew. Still – maybe 
don’t lick any ants this summer, just in case.

sUnseT overdrive
overCharge delerium Xt

Health and safety culture may be guilty of going overkill on occasions  

(like when we get ordered to tidy our part of the office), but damn it if it 

isn’t the only thing standing between you and a bowl of frosted glass for 

breakfast. With Sunset Overdrive, this thoroughly unpalatable prospect 

becomes a reality, as the money-guzzling suits at Fizzco introduce a new 

and untested soft drink to the market. Packed full of microscopic 

‘extremophiles’ – a name that sounds like some sort of Ultimate PTA 

boogieman – said ingredient quickly transforms its drinkers into  

hulking, pustule-covered freaks.

 It’s bad news for picky eaters and the paranoid, as our expert confirms, 

“food is the most common vehicle of a deliberate pathogen release”, but 

that any attendant transformation, however unlikely would take “far longer 

than a few minutes or hours”. Cold comfort indeed… Wait, isn’t that the 

name of that new brand of ice cream?

With more than half the population dead, young Ellie 
might just be able to get on the property ladder. 
Cordyceps Brain Infection has its upsides.

Basically, the effect is as though the Cabbage Patch 
Kids ingested a load of bath salts. Think it’s grim? This 
sort of thing happens to insects for real.

If you think the worst thing soft drinks can do is rot 
your teeth and make you fat, you’re wrong. Time on 
the treadmill isn’t going to cure this.

The game tasks you with clearing up after a 
fizzy-drink-fuelled party. It’s going to take more than  
a few binbags and a mop to sort these two out.
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Exclusive Feature!

residenT eviLt-virus
Much like the character of ‘HUNK’ – first introduced in Resident Evil 2 – eugenics research has a bit of a bad name. But, like HUNK, that hasn’t ever stopped it. Consider the creators of the T-Virus, three scientists all out to embolden the human gene pool, and only too happy to accept military funding in the process. Reading like a Charles Manson cookbook, T calls for equal parts leech guts, Ebola bits, and some assorted plant goo. The finished article is then spread via fluid and air contact, systematically crippling the victim to induce a cannibalistic frenzy.“I cannot get my head around the idea of a eugenic virus. Who would plan such a thing without being an evil cartoon villain?” – which to be fair, is exactly the sort of deflection tactic you’d expect from a mad scientist… Still, we’ll give our expert the benefit of the doubt on this one.

Mass effecTthe genophagePicture Buzz Lightyear with a serious fungal infection, 
and you’ll have a decent idea of the the Krogan. Small 
wonder, then, that these enterprising space frogs were 
sterilised for the good of the galaxy. By targeting and 

infecting every cell in a host’s body, this ‘genophage’ is 
designed to ward off any attempt at a cure. Its results 

have been debilitating, with only one in 1,000 
pregnancies now carried to term. That said, the plague 

can ultimately be reversed over the course of the trilogy. 
What can’t be undone, however, are the numerous 

black-market testicle transplants undergone by Krogan desperate to maintain their virility. Yikes.Our expert calls the creation of any virus immune to 
gene therapy “highly unlikely”, though to be fair this is 
the 22nd century we’re talking about. Who knows what 

horrible maladies we might one day stock our spacecraft 
with? The smart money’s on super cholera.

With their love of weapons and 
violence, it’s as though the Krogan are 
over-compensating for something.

Without the genophage Krogans would 
over-populate the galaxy. That’s a lot of 
‘action’ those ugly dudes are getting…

As always, for every horrible thing nature can evolve, 
we’re capable of doing far, far worse to ourselves. 
Ebola, you say? Hold our pint…

The Umbrella Corporation was founded by aristocrats. 
Things like the T-virus, or possibly Eton, are exactly 
where an obsession with breeding will get you. 
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the ten plagues of gaming

LefT 4 dead
green flu

If variety is the spice of life, then special infections are 
the zest in death. Indeed, only in videogames do viruses 

hold their own ‘career days’. Stop by the Boomer tent 
for an ill-fitting tank top. Chat to a Tank about reaching 
your potential. Sign up as a Hunter to receive your free 
hoodie! In the case of Left 4 Dead’s ‘Green Flu’ these 
mutations are as numerous as they are nauseating, 

lending some credence to the idea that personal 
physiology – and not potluck – dictates your 

post-mortem placement. And you thought queuing 
outside the job centre was bad…

So, could a virus actually operate like this – as a ‘human 
bee hive’ of specialised host types? Our expert 

disagrees. “This is fanciful. A pathogen’s strategy is to 
cause the host as few problems as possible. A change 

from one sort of virus to another remains highly 
unlikely.” Good to know.

PLagUe inc 
the neuraX Worm

Fans of the Stargate franchise will no doubt recognise this beast for its 

similarity to the Goa-uld – a race of self-absorbed worm folk with a 

penchant for pinching our bodies. It also bears a rather striking 

resemblance to the bodysnatchers featured in cult schoolhouse horror 

flick The Faculty. Hmm, perhaps our decision to consult a prof on this 

topic wasn’t the wisest… No, wait, we’ve reconsidered. The worm is both 

love and life. Praise be to the worm!

 Our expert informs us that there are no real-life parasites that operate in 

this way – so stop trying to find them already… In addition, the idea of a 

specimen waking up from an ‘ancient slumber’ also proves misleading. In 

reality, the biological blueprint known as RNA “degrades rapidly to be 

non-functional, while DNA quickly degrades into small fragments”. Phew, 

looks like you can put away those worming tablets.

“It’s not easy being green,” sang Kermit 
The Frog, forgetting to add, “Because 
people keep trying to shoot you.”

Anyone fancy a trip to sunny, worm-free 
Nigeria right now? Cameroon’s looking 
pretty appealing too. 

While it’s comforting to know parasites 
can’t take control of you, you can still get 
tapeworms in the brain. Burrowing.

Even though you’re immune to the virus in the game, 
that doesn’t save you from infected, who want to eat 
your juicy, disease-free flesh.
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dragon agethe taintStop giggling back there. The Taint is terrifying! Often 

observed in the form of man-sized fluid sacs, it corrupts 

everything it touches. But while massive doses may often 

result in death, long-term contact yields a far more 

frightening result, namely ‘ghoulification’. Try getting 

that treated on the local NHS. Part pathogen, part sorcery, 

this unique affliction may also be considered a form of 

germ warfare, spread as it is via demonic crusades.

Our expert describes germ warfare as “incredibly difficult 

to prosecute”. We hope he’s not speaking from experience.

dishonored
the rat plague

So much trouble the Romans named the species twice, 

Rattus Rattus, aka the black rat, also lends its name to 

Dishonored’s mystery illness. This ‘rat plague’ appears 

wherever they do, but may also be spread via sexual 

means. That’s among humans, of course. There’s enough 

rats in the gutter already without adding your filthy mind 

to the mix! 

This virulent disease has a classist bent, disproportionately 

affecting the poorest denizens of Dunwall. The rich, 

meanwhile, rely on a special elixir to temporarily immunise 

themselves. Handy, if you can get it.

Our resident expert assures us that the laundry list of 

symptoms, from weight loss to coughing fits, and eventual 

lung and brain damage make for “a pretty good description 

of a severe infection, though hair loss is not likely!”. Good 

to know your pompadour will still be on point, even as the 

blood begins gushing down your eyeballs…

It it’s plagues you want, rats are a 
real classic, up there with locusts 
and good old-fashioned frogs.

Germ warfare is pretty advanced 
medical science for a species 
that hasn’t invented dentistry.

If the Taint doesn’t get you, the 
demons will polish you off with 
their swords. Which are cleaner.

One final thought: should I own up to the 
affair, or tell the neighbours we’ve got a 
problem with rodents in the attic?
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fresh hellthe ten plagues of gaming

haLo
the flood

There was a time when this snotty lot were just another hive-mind hanging 

around in space. But no longer! Today their lore represents one of the most 

storied in Halo history. The key points of which are these – a race of aliens 

merge with their germ warfare project to become booby traps. The resulting 

chemical compound acquires many admirers and quietly evolves into the 

terrifying parasite we know and love today. Got that? Good – because we’ve left 

a hell of a lot out, including their ability to co-opt victims’ minds and congeal 

into the all-knowing ‘Gravemind’.

Despite some basic ability with weapons, the Flood tend to opt for the suicide 

charge as their go-to tactic. That’s a tad unrealistic according to our expert, 

who notes “Bugs are really just trying to get along and survive”. The crazed 

hippies!

 C-C-C-Containment Breaker!

dead sPace
the neCromorph virus
If Stanley Kubrick’s 2001 encouraged us to grab alien 

artefacts like contestants on Supermarket Sweep, then 

2008’s Dead Space encouraged the exact opposite. After 

all, powerful relics are a lot like a box of chocolates. You 

never know which one’s going to turn you into a 

benevolent space baby – or a flesh-craving mantis-man. 

Dead Space deals with the latter, with a Necromorph virus 

that first reanimates the dead, before sending them out to 

kill new recruits. It’s a bit like a pyramid scheme really, 

except you’re splitting this timeshare with a mass of 

gelatinous suffering. No, wait – it is the same.

According to our expert “a dead host has little value”, 

which may or may not be a veiled threat to Piers Morgan… 

As it happens, viruses just aren’t all that into dead flesh, 

though some are more amenable than others. Consider 

Necrotising Fasciitis, aka ‘flesh-eating bacteria’. Now stop 

considering, and commence puking.

Gravemind is the intelligence 
behind the infestation, holding 
all the knowledge of all the hosts.

The dead can merge together, 
forming a sort of mighty 
Necromorphin’ Power Ranger.

No wonder these guys aren’t very bright – their 
minds are, quite literally, on another planet. It’s 
like a night in our local Wetherspoons.

The Necromorph virus follows the classic 
zombie model – kill, reanimate, kill, reanimate. 
No originality, some contagions.
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Who is...

Founded by Klaus Lyngeled, the 
studio is known for the 
multi-platform puzzling stickerfest 
Stick It To The Man and co-op brawler 
Zombie Vikings. With Flipping Death 
the team wanted to go back to 
focussing on story and gameplay 
after four-player button mashing.

D
eath is inevitable in 
games. The result of 
our impatience, lack 
of skill, or just plain 
daftness when we 
put the controller 

down to have a sip of tea and watch as 
the cat treads on it and shoves Link off 
a cliff. (Nope, definitely not speaking 
from experience.) Regardless of how 
we do it, ending a life tends to mean 
game over. But things go differently 

for Penny in Flipping Death. When she 
dies, she starts working for the man 
with the scythe in the Otherside.

“Penny is one of those 20-somethings 
who is a little stuck in life,” explains Klaus 
Lyngeled, creative director and CeO at 
Zoink Games. “She is an outsider, but 
strong enough to pretty much give 
anyone the finger – I guess she’s a little bit 
like Tank Girl and Marceline. She keeps 
losing her jobs, which she doesn’t find 
any inspiration in anyway. And when she 
dies and actually gets a job she kinda 
likes, it feels like she’s getting somewhere 
(but then again, she did just croak, which 
is a bummer). Also, her being dead is 
making her boyfriend quite sad, which 
she can follow from the Otherside.” 

Skulls out 
Flipping Death sees Penny flitting 
between the normal human world and 

the shady gothic world of the dead, 
where ghosts need help with their 
problems. While she stars in her own 
personal whodunnit trying uncover how 
she died, many ghosts can’t cope with 
their deaths and as Death’s right-hand 
girl, she can help them move on. 

With a press of a button you can 
switch worlds and everything around 
you changes. While the imagery is similar 
to Zoink’s sticker-happy Stick It To The 
Man, there’s a seriously gothic twist. “I 
have always been a big fan of Tim Burton 
and my art style has been affected by 
this,” says Lyngeled. “I love nightmare 
Before Christmas, and some ideas are 
almost taken right out of Beetlejuice. For 
Flatwood Peaks, the village of the living, it 
was a matter of taking SITTM design and 
basically putting it in colour. I want it to 
look like an artbook, I really like when you 
can actually see the brush strokes, so it 
has to feel handmade.”

Scythe matters in this gothic puzzler

Format Switch  Developer Zoink Games  ETA Summer  Web http://bit.ly/gmflippingdeath

Aaah yes, enjoy the sun and ice cream, mortal beings, it won’t be there forever.  
This game reminds you that cute-looking death comes to us all.

Everything in The Otherside is the 
human world upside down. Just with  
a few more monsters and dead things.

“she’s an outsider, but strong
enough to give pretty much
anyone the finger”
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Each human has their own unique set of quirks that you’ll have to experiment with to solve the game’s various puzzles. 
Dentaphobes might not like what you have to do as the dentist…

The team loves the work of Mr Beetlejuice Tim Burton, and The Otherside has been 
inspired by a number of his movies. It’s adorably creepy.

even if you can’t see a skull, you’ll 
never get confused about where you are. 
“We wanted The Otherside to feel very 
jungle and overgrown,” Lyngeled 
continues. “The opposite of a city. We 
also looked at Mexican designs from Day 
Of The Dead, but we didn’t want that to 
take over. We wanted it to be a little more 
organic and our 
own! Almost all 
objects are actually 
monsters on The 
Otherside. So a car is 
a monster, a house 
is a monster… that 
also affects the look 
a lot. Lots of googly 
eyes following you 
around!”

How exactly do 
you save the 
undead world from 
going insane, you ask? By possessing 
humans, of course. Thankfully no pea 
soup is necessary, and you’ll just be given 
control of those who still have the need 
for oxygen. “each human has one or two 
special features – we call them quirks. 
usually it’s controlling the legs to walk 
around and then controlling the arms,” 

explains Lyngeled. “So, for example, if we 
possess a dentist, he’ll have a drill, which 
could be used to chase people down the 
street or drill a hole in a diamond tooth.” 

Tomb raider
You can possess and control all kinds of 
things to solve puzzles and help each 

ghost feel a bit 
better about being, 
y’know, dead. “The 
ghosts have all 
sorts of requests 
and what’s nice is 
that some of them 
have been around 
forever, like the 
witch whose  
hat is on fire,”  
Lyngeled grins. 

“In our demo we 
have a guy who 

isn’t up to any good, so we let you control 
his tongue. A sailor ghost needs help with 
painting his boat, so we dip the tongue in 
paint and use it as a paintbrush. We are 
trying to keep some parts more open, so 
you can play with the characters and see 
them react to all sorts of shenanigans, 
like licking the priest in the church.” 

Flipping between worlds means you’ll 
never want for things to do, and while 
there’ll be plenty to tax your brain in 
terms of puzzles, your Switch isn’t going 
to go through the window in frustration. 
“Some people thought SITTM was too 
easy and then some found it too hard,” 
says Lyngeled. “It’s always annoying 
when you get stuck, so emil nilsson, our 
game designer, always wants us to find 
multiple entries into a puzzle, so if people 
feel stuck at point A they can always start 
with point B or C. There are a lot of tools 
to help the player along, like listening to 
the brain dialogue between the 
possessed and Penny. Or ghosts giving 
hints if you listen to them. But generally I 
prefer to make an easy game that people 
have fun with and enjoy than a game 
where people get stuck all the time.”

So let’s lay it out on a slab. Flipping 
Death has a leading lady inspired by Tank 
Girl and Adventure Time’s Marceline in a 
Tim Burton world where you solve 
puzzles as Death’s sidekick and get the 
chance to lick priests. We can’t wait for 
our very own trip to Flatwood Peaks. And 
don’t worry if you don’t have a Switch, 
other platforms are just waiting on 
confirmation. Just RIP until then. n

  Welcome to 
Flatwood Peaks, 
population 

minus one. Yes, Penny 
Doewood just died (and on 
a side note, she also lost 
her job, again). But from 
here things truly take a 
turn for the better for 
Penny! She ends up on The 
Otherside, a limbo for 
ghosts. Here, the most 
unemployable girl ever 
lands herself a job temping 
for Death (yes, the Death!), 
who is sick of dealing with 
the ghosts and their 
ridiculous issues. He gives 
Penny his scythe, with 
which she can possess 
humans and literally flip 
the world around. 

While in the heads of the 
living Penny can talk to 
their thoughts, but, more 
importantly, she can learn 
to control their wonky 
bodies and use their unique 
quirks to solve the ghosts’ 
weird problems. With the 
help of the dead she dives 
deep into the history of 
Flatwood Peaks and keeps 
finding clues to her own 
strange death. Something’s 
rotten in Flatwood Peaks 
– and it’s not just her!

Flipping Death comes 
from the creators of Stick  
It To The Man and Zombie 
Vikings and is written  
with Ryan North of 
Dinosaur Comics.

Pretending to be grave 
with Klaus Lyngeled

the 60 
Second 
pitch

There’s less death and more 
stickers, but if you want a 
sample of Zoink Games’ 

wacky visuals, you’ll need 
Stick It To The Man: 

http://bit.ly/gmstickittotheman

Try this!
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A
s nightmare scenarios go, it 
doesn’t get much worse 
than the occupants of a 
spaceship 17,000 light years 
from Earth being murdered 
by mutated colleagues after 

an experiment goes wrong. To make matters 
even more catastrophic, the mutant-packed 
ship is drifting towards a black hole which will 
destroy both the research on board and the 
remaining crew, who are in cryosleep. Oh, and 
this first-person horror game is in VR.

 
A disturbing follow-up from the makers of The 
Playroom VR, it looks a lot like Dead Space with 
its shining sci-fi floors, but this scarefest has a 
couple of tricks up its sleeve. First off, this is 
actually a roguelike. You wake up as the ship’s AI 
starts prodding the remaining survivors out of 
hypersleep one at a time to try to save the 
titular Persistence. Fall prey to the furious 
mutants and you’ll actually wake up as a new 
survivor with a remixed version of the ship. For 
reasons, the ship is altered by the gravitational 
rays coming from the black hole. Yes, because 
that’s definitely how science works. Regardless, 
this means every time you wake up you’ll face 
new monsters, a new ship, new corridors and 
new weapons to take down the hideous foes. 
Whether you want to chop heads off or just fill 
nasties with bullets, it’s all here. 

Game over, man 
even though you’re meant to be in space where 
no-one can hear you scream, you can benefit 
from having a friend in the room. Maybe get 
them to promise not to grab you at the scary 

bits, but get a pal and get them to download the 
Persistence app to their smartphone. not only 
does it make other humans feel included when 
you’re in VR, but they can also download the 
schematic of the whole ship to their device. 
Your sofa buddy can tell you where to go, tag 
enemies to let you see them through walls, 
distract foes with noises and even unlock doors. 
Player two even gets incentives to progress. If 
they stop enemies from reaching you, they earn 
XP and level up to get new toys. 

If that all sounds a bit too helpful, your friend 
can go rogue too. every so often they’ll get 
points for letting a specific enemy catch you, so 
while they might say there’s nothing ahead, it 
could lead you into a horrific trap. You don’t 
know true manipulation until someone’s sent 
you face-to-face with a giant flaming ghoul, with 
only a penknife to defend yourself. While the 
five-to-six-hour campaign has been constructed 
to be terrifying fun without anyone else in the 
room, this is a great excuse to blow the dust 
from your PS VR headset and call a friend. Just 
don’t expect to trust them ever again. n

When you regenerate as a new survivor,  
you get new foes and new corridor layouts.  
No learning the map for you.

The companion app delivers incentives 
for your friends to help. Mostly.

sTories UnTold
With a tagline of ‘Four stories, 
one nightmare,’ this anthology 
PC game doesn’t just have a 
similar font to our favourite 
Netflix show. It’s a text adventure 
that mixes mystery, horror and 
sci-fi into a perfect blend of 
psychological nasty. Not 
convinced? One part, The House 
Abandon, is available for free.

KnighTs & BiKes
It’s still to come this year, but in 
this gorgeous adventure the 
kids have to the save the day. 
Just like Dustin and co, Nessa 
and Demelza go everywhere on 
their trusty bikes, and 
Foamsword games has been 
inspired by ’80s adventures. 
Talented kids you don’t hate? 
Check. Perilous quests? We’re in.

ThiMBleweed ParK
It’s not all about kids, but there’s 
something distinctly Stranger 
Things about this point-and-
click mystery adventure. A 
murder in a small town is being 
investigated by two FBI agents 
(who definitely look nothing like 
Mulder and Scully), yet all is not 
as it seems. Oh, and like all the 
best things, it’s set in the ’80s.

oxenfree
One of last year’s indie surprises, 
this atmospheric side-scroller is 
binge-in-one-sitting-on-Netflix 
levels of compelling. With an 
alternate dimension to contend 
with and smart-talking 
teenagers who you actually 
care about, you’ll immediately 
head back in to see which other 
endings you can get.

life is sTrange
DontNod’s perfect episodic 
coming-of-age adventure just 
demands to be played. Even 
talking about it almost feels like 
it could spoil the magic of 
playing budding photographer 
Max as she uncovers an 
unexpected power. If you like 
Eleven, Life Is Strange turns her 
up to twelve. Worth the hype. n

Small…  
But 
Perfectly 
Formed
The five indies to play if you 
like Stranger Things

Format PS4  Developer Firesprite  ETA May  Web http://bit.ly/gmpersistence 
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I  
f Oxenfree floated 
your atmospheric 
teen boat, then 
this puzzler might 
just set it sailing 
once more. From 

Australian dev team The Voxel 
Agents, The Gardens Between stars 
two best friends who stumble into a 
world made up solely of their shared 
memories. In charming form, this 
sees them exploring beautiful 3D 
levels built around old-school Apple 
computers and other ordinary items. 
Oh, and did we mention time travel?

While watching Arina and Frendt 
wander around the tiny gorgeous 
worlds is alluring enough, The 
Gardens Between is all about the 
passage of time. Ignoring the subtext 
of the pain of growing up, this means 
that every puzzle revolves around 

turning the clocks back or forward. 
While in some levels pushing time 
forward means that the pair will walk 
forwards along their path, others 
require more carefully considered 
time warping.

Grass Effect
To get through each garden you 
need to collect light orbs to store in 
Arina’s lantern – but, of course, it’s not 
as simple as that. The island changes 
as you progress through time, so 
you’ll need to think before you time 
travel. You won’t be throwing your 
controller at the wall, but there’s 
enough of a challenge here that you’ll 
punch the air when you solve a 
particularly taxing puzzle. Throw in 
the beautiful ambient soundtrack 
and the heartbreaking theme of a 
childhood lost and this is far more 
than a run-of-the-mill puzzler. n

I
f we have one 
complaint about 
Hotline Miami it’s 
that there are just 
not enough 
primates in it. Who 

wants a man with a chicken mask and 
a baseball bat when a bloody great 
gorilla (that’s you) could just tear into a 
room and make a giant splat of red on 
the floor as zookeepers try, and fail, to 
restrain it while drums beat out an 
intense rhythm? Sorry Richard and co, 
your time is up.

Top-down and ultra-colourful, Ape Out 
is, just like Hotline Miami, surprisingly 
layered. every room of potential gore 
splats – sorry, captors – is procedurally 
generated but packed with all kinds of 
hazards. Sadly you’ve not reached 

Planet Of The Apes levels of smart, so 
there’s no gun for you. Instead brute 
strength is the order of the day. Getting 
close to those who do have bullets on 
their side is essential, so brutal problem 
solving is key as you throw humans 
into their cronies like blood-packed 
skittles and take them all out in 
showers of gore.

Monkey to success 
Ape Out gets seriously crunchy, 
seriously fast as you learn new ways to 
take down enemies. Maybe you’ll grab 
a gun-toting captor and spray everyone 
with bullets, or even smartly side-step 
foes with flame throwers. Perhaps you 
could let yourself be set on fire and 
plough into them like a fiery demon 
ape. We don’t suggest the latter, 
though. You might go baboom… n

#4 aPe oUT
escalating conflict beyond flinging poo, 
this gorilla can’t be missed

Think puzzling Dishonored without time-travel bullet-positioning death traps. 
(Okay, it’s nothing like Dishonored. But you will get involved with the story.)

Monkey see, there’s no way monkey’s gonna do. It’s time for you to show these  
puny zookeepers which primate’s really at the top of the evolutionary tree.

#3 The 
gardens 
BeTween
no sitting on the fence allowed

“Throw humans inTo Their 
cronies like Bloody skiTTles”

Format PC  Developer The Voxel Agents  ETA Winter  
Web http://bit.ly/gmgardensbetween 

Format PC  Developer Gabe Cuzzilo  ETA Summer  Web http://bit.ly/gmapeout 
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Format Switch  Publisher Nintendo  Developer Nintendo    
ETA Out now  Players 1-12

Reviews
The Final Verdict!

“Arizona’s lovely,” 
they said. “Country 
folk are friendly.” 
Yeah, if your friends 
are homicidal cultists.

68 Outlast 2

The core game is all but unchanged from 
its 2014 debut, but it’s bolstered by the 
two substantial DLC packs released since. 
nintendo has also stripped out the 
existing battle mode with its divisive 
approach that saw you fighting across 
repurposed versions of existing circuits. 
Instead, it reverts to the standard arena 
format, featuring five new maps and 
three taken from previous editions. With 
the brilliant new team-based variant 
Renegade Roundup among the five 
game types, this is surely the most 
compelling reason to double-dip – 
though time-triallers will undoubtedly 
relish the opportunity to smash previous 
course records in the absurdly fast 200cc 
mode. Throw in six new characters, three 
new kart alternatives, two new 

power-ups and a host of minor 
adjustments besides, and Deluxe feels 
like the most apt way to describe what is 
a truly luxurious package.

Bursting for battle
All the battle modes are unlocked from 
the start, and they’re a handy 
way to accumulate the coins 
you need to unlock the 
various vehicle parts that 
are your main reward for 
playing the game. The 
classic Balloon Battle might 
still be the connoisseur’s 
choice. Here, you’re given five 
balloons and must burst those of your 
rivals; you gain points for each one you 
pop, but you’ll lose half your score if you 

don’t keep at least one of your own 
balloons intact. 

The final minute of each battle is 
fraught with tension, as each player 
weighs up the desire to increase their 
tally with the concern for their own 

dwindling supply. With the help of a 
mushroom or a Super Star you 

can pinch a spare from a rival, 
but is it worth the risk if it 
takes you into open areas 
and leaves you exposed?

Bob-omb Blast is a more 
chaotic variation on a similar 

theme: this time, item boxes 
are filled with the eponymous 

explosives and you can stockpile ten at 
once. Again, your score will be halved if 
you lose your balloons, and that’s all the 
more likely in a mode that features more 
booms per minute than a Jerry 
Bruckheimer blockbuster. It’s cathartic 
fun as a break from the other modes, but 
in the Random Battle mode, it’s the 
selection most likely to cause the odd 
grumble. The team-based alternative, 

MaRiO 
KaRt 8 
Deluxe

I
t’s hard not to feel a slight twinge of envy 
when playing Mario Kart 8 Deluxe. Those 
who skipped the poor old Wii U might 
have spent the past three years missing 
out on one of the finest arcade racing 
games ever made, but we can only 

imagine what it’s like to come to this new, improved version 
completely fresh. Still, even having spent a three-figure 
number of hours with the original, familiarity has done little 
to dull the vibrancy of this wonderful game – and the totally 
revamped battle mode might be reason alone to 
recommend buying it a second time.

This masterful update doesn’t  
leave mushroom for improvement

“Battle mode reverts to the 
standard arena format, 
featuring five new maps”
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The small print:  We rate games in comparison to 
what else is available on the same system, in the 
same genre, and for the same format at the time of 
release. So this year’s FIFA might score less than a 
FIFA from three years ago, but still be a better 
game. Because time, and our expectations, move 
on. Hey, you’re smart, you get it…

not awarded 
based simply 
on score, but 
rather given to 

games that possess a 
special blend of qualities. 
For instant classics that 
you won’t regret owning.

HOw we scORe
0-39  Awful Avoid it as you would a bullet with your name on.
40-59  Poor Major issues here that won’t be solved with a hug.
60-69  Decent A mixed bag filled with sweets and sharp stones.
70 -79  Good Some flaws, but still a very enjoyable experience.
80-89  Excellent Buy it, love it, thank us when you’re done.
90-100  Outstanding A rare and essential piece of brilliance.
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It’s a big, scary world 
when you’re a small 
child – and in this 
world, you’re a very 
tiny person indeed.

72 little Nightmares 74 Dawn Of war iii 76 snake Pass

new dawn, familiar 
Warhammer 40K 
factions. Let the epic 
space battle 
commence!

Colourful, platform-
puzzling fun with 
noodle the snake.  
no hiding in  
boxes required.



66    June 2017 www.twitter.com/gamesmaster

where your Bob-ombs can’t harm your 
allies, works better than the sometimes 
infuriatingly staccato free-for-alls.

The self-explanatory Coin Runners, 
first introduced in Mario Kart Wii, also 
returns; though the current leader gets to 
don a crown, it’s the stack of coins above 
a rival’s head that’s most likely to draw 
your eye and make them your next 
target. And there’s another outing for 
Double Dash’s exquisitely stressful Shine 
Thief mode. Your kart’s speed is curtailed 
while you’re holding onto the sparkling 
totem, and with the timer ticking down to 
zero at an agonisingly slow rate, you’ve 
got what feels like an eternity to either 
avoid trouble or keep yourself protected. 
But the best mode of the lot is the 
newest. Renegade Roundup is a 
team-based game of cops ‘n’ robbers, 
where each of the pursuing group has a 
Piranha Plant attached to their kart. Get 
close enough to an escapee and it’ll 
lunge for them; should its jaws make 

contact, your victim will be instantly 
transported to a nearby cell. The 
remaining fugitives must then evade 
capture while attempting to free any 
imprisoned comrades by driving over the 
large jail switch beneath the cell. 
Camping here is a valid tactic but chasers 
can rarely cover all angles of approach, 
and if a renegade rescuer lands a hit with 
an item, a Piranha Plant can be briefly 
rendered toothless. While teams of 
well-organised Piranha police will 
produce the odd premature finish, it’s a 
mode that regularly produces the kind of 
moments that’ll have you leaping from 
your seat and cheering – or swearing 
profusely if you’re on the receiving end 
– whether it’s a daring 11th-hour jailbreak 
or a last-second capture of a particularly 
slippery customer.

Track record
Though some might quibble at the 
number of available maps, the eight 

arenas here make for a strong, versatile 
selection, each managing to balance 
open areas with plenty of potential 
escape routes. Four are themed around 
existing tracks. Dragon Palace borrows 
the Chinese theme from Dragon Driftway, 
with a large courtyard leading to a 
two-storey pagoda, with thin shōji doors 
that can be smashed through if you’re 
looking to make a dramatic entrance. 
Lunar Colony, meanwhile, borrows the 
sci-fi leanings of Rainbow Road, though 
the low-gravity lunar surface is closer to 
that of Mario Kart 7’s final course. Its large 
central crater is just perfect for dropping 
sneaky Bob-bombs into, a hissing 
surprise tucked among the item boxes. 
Battle Stadium’s aesthetic is a little bland, 
but the large tilted mid-section can host 
some exciting anti-gravity skirmishes. 
And while its Canyon counterpart isn’t 
the most exciting of race tracks, Sweet 
Sweet Kingdom is a gorgeous and 
smartly designed battle arena, with 
sugar-doughnut arches that’ll have  
you salivating. 

If the busy, Splatoon-centric urchin 
underpass stage is arguably the weak 
link, at least the three retro battle courses 
are well chosen. no doubt plenty of Mario 
Kart veterans will be narked that their 

“the two f-Zero-themed tracks, 
mute city and Big Blue, are the 
ideal showcase for 200cc mode”

Picking the ‘skilled items’ option from 
the pre-battle menu limits you to items 
like the green shell: ideal for purists.

safety caR 
How Deluxe caters to 
learner drivers

From the kart select screen 
you’ll see an icon that lets you 
switch between gyro and 

regular steering before the race 
starts. But the two options beside it 
are more transformative.

‘Safe steering’ mode is ideal for 
kids and novices, correcting your 
course if you’re in danger of veering 
off-road. You’re unlikely to win this 
way, but at least inexperienced 
players can enjoy the thrill of a race 
without constantly bumping into 
walls. The auto-accelerate option 
might prevent your thumb from an 
A-button-sized indentation, but it’ll 
take a few races to acclimatise.

Review
The Final Verdict!
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Judgement

Winning a race in 200cc mode is 
pure exhilaration.

It’s so satisfying hitting that 
perfect shell shot in battle mode.

loves…

The agony of being blue-shelled 
on the final bend remains.

Winning all 200cc Grands Prix 
requires superhuman patience.

hates…

Mario Kart 8
Sharper image quality, better lighting, 
more options, a vastly superior battle 
mode: the Switch version comfortably 
usurps its three-year-old predecessor.

Better than…

worse than…

The Legend of Zelda: 
Breath of the Wild
On most new consoles Deluxe would 
be the pinnacle of achievement, but 
Link’s latest outing has set a high bar.

The definitive edition 
of the world’s greatest 
arcade racer. Switch 
has its second 
essential game.
Chris Schilling

95%

Including the two 
Inklings, there are six 
new characters. Dry 
Bones, King Boo, and 
Bowser Jr round out 
the initial roster, 
while a final secret 
character is unlocked 
by winning all gold 
trophies on 200cc.

need to knowi
personal favourites weren’t included 
(we’d love to have seen an HD 
re-imagining of Pipe Plaza) but while we 
wouldn’t have minded a slightly broader 
range, there’s surprisingly little to 
complain about besides. The 3DS’s Wuhu 
Town has had a makeover, trading night 
for day and the central fountain for a 
flower patch to stunt over. Luigi’s 
Mansion is another welcome GameCube 
revival, and SneS Battle Course 1, with its 
low walls you can hop over – or even 
drive across – proves its timelessness as it 
celebrates its 25th anniversary. 

There’s another unexpected 
comeback from an item last seen in the 
original Super Mario Kart, as the Feather 
pickup returns in battle mode. It’s the 
showboater’s choice: make an 
immaculately timed leap over an 
incoming shell, and you’ll be counting 
down the seconds until you can relive 
your moment of glory in the post-match 
highlights. Also back, after a shorter 
absence, is the Boo power-up, which lets 
you pass through bananas and shells 
without spinning out, while also stealing 
an item from a rival. And, significantly 
you can now hold two items at once: 
though you can’t swap between them, as 
in Double Dash!!, it’s handy to have 

something in reserve when a shell’s 
incoming and your first pickup doesn’t 
offer any protection. 

Braking rules
Though the race modes have seen fewer 
changes, the inclusion of an extra corner 
turbo is certain to be a boon for 
time-triallers. Maintain a drift for long 
enough and the sparks beneath your 
vehicle will turn a lurid pink; release the 
shoulder button and you’ll get an 
extended boost up the following straight, 
accompanied by a satisfyingly forceful 
rumble in your palms – regardless of the 
controller you’re using. It will, no doubt, 
factor into some previously undiscovered 
shortcuts in 200cc, which now has its 
own set of ghosts and leaderboards for 
time trials. The pace may be too much for 
some players (heck, some will say having 
to brake on corners is tantamount to 
blasphemy in a Mario Kart game) but 
some courses seem tailor-made for it. 
The two F-Zero-themed tracks, Mute City 
and Big Blue, are the ideal showcase for 
200cc, and perhaps partly explain why 
we’ve not seen a new entry in that series 
for so long: when you’ve already got one 
blisteringly fast anti-gravity racing game, 
why bother making another?

But 200cc is likely to be the last thing 
on a new player’s mind. Before then, 
you’ve got dozens of wonderful 
discoveries. Take the moment in Dolphin 
Shoals, where you emerge from the 
water to a burst of euphoric sax, or 
Sunshine Airport’s exhilarating take-off 
and landing, the final descent taking you 
back down to the terminal past the 
undercarriage of a rising Jumbo jet. 
There’s Hyrule Circuit’s delightful 
appropriation of Zelda staples, from the 
mystery jingle that plays as you pass 
through an item box to the use of rupees 
instead of gold coins. And, of course, the 
start, middle and end of Mount Wario, an 
exhilarating downhill event that is surely 
one of the series’ finest-ever tracks.

Two new accessibility options (see 
‘Safety car’, opposite), meanwhile, serve 
as a timely reminder of the late Satoru 
Iwata’s famous motto: that games should 
be “fun for everyone”. With its breadth of 
modes and options, the meticulous detail 
in every facet of its presentation, and its 
relentless desire to keep you entertained, 
Mario Kart 8 Deluxe is one of the most 
complete expressions of that ideal we’ve 
ever encountered. It may ‘only’ be a 
remake, but it’s one that will be savoured 
by Switch owners for years to come. n

There’s something particularly special about playing a 
Mario Kart this dazzlingly handsome on a handheld.

Ribbon Road has had a startling makeover. The replays 
give you a chance to gawp at details you missed.

cePHalOPOD RaciNg
How Splatoon fits into the Mario Kart universe

G
iven the remarkable success of Splatoon, particularly 
in Japan, it’s little wonder it should feature so heavily 
among Deluxe’s new additions. Inkling Girl and Boy 
have been added to the roster as light-to-

middleweight characters, with three variants of each to choose 
from. Their stats are similar to the two Animal Crossing villagers, 
with Boy boasting better top speed and Girl benefitting from 
quicker acceleration. They’re a stronger match aesthetically, 
too, looking less out of place alongside the Mushroom 
Kingdom’s finest than Link, for example. And a particularly 
charming visual flourish sees them occasionally transform into 
their squid forms in mid-air after tricking off a ramp.

Two of the three additional vehicles (alongside Mario Kart 7’s 
returning Koopa Clown car) are Splatoon-centric ATVs: the Splat 
Buggy’s name is fairly self explanatory, while the Inkstriker is 
based on the series’ similarly-named missile special. It’s a real pity 
there’s no Splatoon-themed circuit; instead, we have to make do 
with battle map urchin underpass. Though your instinct will be to 
avoid the thick splodges of ink scattered across the stage, they 
don’t actually slow you down any. But while it has a more intricate 
layout than the other maps, that doesn’t always make for a 
satisfying multiplayer skirmish, unless you’re playing with a group 
well-versed in its idiosyncrasies. Finally, if you want your Mii to stay 
fresh, you can use any amiibo from the Splatoon range to unlock a 
snazzy new racing outfit.

mario karT 8 deluxe
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P
ure horror is to be 
endured, not 
enjoyed, and few 
games offer tougher 
tests of tolerance 
than this 

first-person terroriser set in the wilds 
of Arizona. Most taboos are covered – 
infanticide, Satanism, forced 
pregnancy, knocking off someone’s 
glasses – and your character’s 
impotence in the face of them will 
conjure fond recollections of Resident 
Evil 7’s goo monsters, because at least 
you could sock them in the face. Here 
all you’ve got is cowering under beds, 
ducking inside bins, diving beneath 
stagnant water, running away, and 
yelling in terror. Have fun! 

The ‘you’ in question is journalist Blake 
Langermann who, with his wife Lynn, 
ventures into the Arizona desert to 
unravel a murder. It’s certainly no 

coincidence people go missing around 
here. When the couple’s chopper crashes, 
the investigation turns into a rescue 
mission. Lynn’s not within the wreckage, 
so Blake makes a move to the 
mist-shrouded village up ahead. That’ll 
go well. What follows are nervy 
cat-and-mouse hunts with deranged 
cultists, frantic running from cannibals, 
and the odd ‘find the thing to put in the 
thing so you can open the door’ puzzle. 

Parks and REC
Being the cameraman to Lynn’s reporter, 
your camera has a greater presence than 
in Outlast. You’re no longer merely 
cowering behind it, you’re holding its 
gaze on grisly sights to capture them for 
prosperity, and possibly score some 
gnarly Tweets in the process. 
encountering a giant wicker man in the 
depths of some dank cave, or a group of 
crucified sacrifices, prompts you to 
steady the lens and start recording as 

Blake whispers comments along the lines 
of “God, this is a bit awful”. The camera’s 
heightened role adds an extra layer of 
motivation: you’re both saving your wife 
and altruistically attempting to shine a 
light on unknown atrocities. 

For all its success, the camera is also 
functionally disjointed. You can only 
record at set moments, which means 
you’re only pointing your viewfinder 
where the game tells you, and since 
you’re mostly chronicling static scenes 
and not, say, desperately trying to film a 
snatched second of the teeth-gnashing 
killer on your tail, the only difference 
marking your footage from another 
player’s is a slight variation in camera 
wobble. Lack of creative licence with the 
device veers what should be a 
neck-risking photojournalistic expedition 
towards Pokémon Snap territory.

The biggest problem with the camera 
is its night vision. Since rural weirdos 
aren’t big on energy-saving bulbs, Outlast 
2 takes place mainly in the dark, with only 
candles and bonfires providing 
occasional stabs of lighting. You’ll have to 
activate your camera often, and while the 
grainy filter adds to the tension, with evil 
eyes glinting from thickets and blurry 
visibility twisting already-ambiguous 

“You’re not cowering behind 
the camera, You’re holding
its gaze on grislY sights”

Appreciate this photograph while you can. 
It’s about the only thing in the game to look 
at that isn’t terrifying or disgusting.

It’s all your cult 
Fleshing out the story

Outlast 2 takes place in 
Outlast’s universe, but 
whereas that concerned you 

with insane patients, secret facilities, 
and nasty genetic experiments, this 
pits you against a demented 
religious cult located deep in the 
Arizona desert.

Their leader, Father Knoth, has 
convinced everyone the apocalypse 
is nigh, and that ritualistic suicide 
will fast-track them all to Heaven. 
Meanwhile, this triggers frequent 
flashbacks to a traumatic episode at 
your Catholic school, the emotional 
pain of which steadily drives you 
mad. Top this off with an old lady 
wielding a pickaxe and you’ve got 
yourself in a right pickle.

review
The Final Verdict!

outlast 2
It’s raining blood! Hallelujah, it’s raining blood!

Format PS4 (reviewed), XO, PC  Publisher Red Barrels  Developer Red Barrels  ETA Out now  Players 1
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Judgement

Bristles with disturbing, 
macabre imagery.

The camera’s presence makes 
you feel like a documentarian.

loves…

You’re forced to rely on grainy, 
green night vision far too much.

Too many diary entries – a 
graceless method of storytelling.

hates…

Soma
Outlast 2 is less thinky, faster-paced, 
and a lot better to look at than this 
undersea horror’s cold steel corridors 
and clanking machinery.

better than…

worse than…

Outlast
Mount Massive’s psychotic inmates 
were a constant source of dark 
comedy. There’s less tension-relieving 
playfulness in the Arizona desert.

uncomfortable, 
unsettling, and truly 
unpleasant. A 
ferociously effective 
horror game, then.
Ben Griffin

75%

There are two ways 
to buy Outlast 2. 
Either grab a 
standalone 
download, or opt for 
the boxed Outlast 
Trinity bundling this, 
Outlast, and its 
Whistleblower DLC, 
for £29.99.

need to knowi
enemy forms, it’s a tiresome way to go, 
queasy and reductive. It runs on batteries 
you scavenge along the way – so if they 
deplete, your night vision does too, and 
the game is literally unplayable. At one 
point we lose juice and have to navigate a 
school library by physically brushing up 
against bookshelves like Mr Magoo 
before glumly restarting.

night vision should be an option, not a 
requirement. Its necessity is unwelcome 
not only for wasting sumptuous unreal 4 
engine visuals showcasing abattoirs thick 
with blood, and wooden dwellings where 
maggots swarm over forsaken suppers, 
but because it doesn’t make the game 
scarier. Your camera alone already does 
that job. Looking through the lens puts 
you uncomfortably close to the action, 
and its soft whirrs accompanying zooms 
and pans give the experience a rawer 
quality. You didn’t purchase and 
download Outlast 2; you found it buried 
in the woods on a scratched SD card.

You’ve been maimed 
Structurally, Outlast 2 borrows the tricks 
of its forbear. Both have persistent 
menaces, here an inexplicably jacked 
granny with a smoking pickaxe and a 
misshapen dwarf firing arrows from a 

barrel-bellied goon’s shoulders, who both 
pursue you throughout. In one section, 
you have to evade said weirdos in 
fog-shrouded woods by crawling 
through dead grass, crouching under 
barbed-wire traps, and cutting through 
cabins where crazed cultists snooze. Both 
have simplistic puzzles, an example of 
which here being to locate a hook in a 
small farmyard space and use it to winch 
up a metal gate as foes prowl. And both 
feature chases in which the music picks 
up and you sprint flat-out as foes pursue 
you. One panicked moment sees us  
flee a church’s confessional after 
witnessing some horrific torture, and 
race to heave open heavy barn doors as 
the entire town descends on us with 
torches and pitchforks.

Highlights, though, are more passive 
sections in which you’re left alone to 
drink in ghoulish surroundings. Outlast 2 
does a better job than the first game in 
terms of spectacle, using the Sonoran 
Desert’s natural splendour as a backdrop 
for impressive, improbable biblical 
plagues, from showers of blood to 
swarms of locusts. Red Barrel times these 
moments well, never overloading you 
with options or overwhelming you with 
freedom, and this produces a 

stripped-down and urgent affair. You’ll be 
scared but rarely stuck.

Sadly, plagues are as much respite as 
you can expect, because Outlast 2 has 
little time for black comedy. In the first 
game you were as likely to encounter 
Mount Massive Asylum’s inmates 
harmlessly jabbering in a corner as 
charging at you with fangs bared. 
enemies here are more vigilant. There’s 
the rare moment you’ll peacefully pass 
skeletal exiles bathing in a river, or a 
mother laying dolls in cots, but mostly it’s 
more relentless, and not altogether 
better for it. Red Barrels is desperate to 
tell its story, and it does it through diary 
snippets, suicide notes, hymn sheets, and 
religious texts left glowing on tables, 
which is a clunky, hideously overused 
way of transmitting story. not reading 
them makes you feel like you’re missing 
out, but legging it from murders doesn’t 
really put you in a reading mood.

Indeed, Outlast 2 is no-holds-barred in 
its quest to boot you from your comfort 
zone. Despite not hitting the heights of 
the first due to its lessened gallows 
humour, forced night vision, and 
over-reliance on diary entries, it’s 
everything a horror game needs to be:  
a blessed relief once you’re finished. n

Night vision helps you navigate dark areas – though 
some grim sights will make you wish you didn’t have it.

Man who will never set foot in Specsavers again. 

Mr Can’t Finish His Meal. Someone else could’ve had that.

These guys flayed and impaled on branches. uncomfortable. 
They’re arty for a bunch of psychos. If one of them was 
called Rufus this would have won the Turner Prize.

that’s gotta hurt
The very worst things our eyes hath seen

outlast 2
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Our gun, 
aimed and 

firing. There are a lot 
of guns to unlock, and 
you have two weapon 
slots to fill alongside 

your basic 
pea-shooter 

sidearm.

Mysterious robot 
vertebrae. 

Something big was 
blasted apart here, and it 
had a spine the size of a 

tower block. What 
killed it?

This huge 
spaceship is landing 

on top of us. Strangely, 
this causes no problems 
for our ’bot, who keeps 

his footing 
throughout.

Judgement

The almost cel-shaded graphical 
style is simple but effective.

The world is well built. This place 
could be real.

loves…

Reloading always charges your 
weapon as if it were empty.

Despite fast travel, there’s a lot of 
walking to be done.

hates…

The Vanishing  
Of Ethan Carter
Robots and guns make any game 
better, and Ethan Carter’s mysteries 
were undercut by its narrative.

Better than…

Worse than…

Mass Effect: Andromeda
Of course a megabucks budget with 
masses of devs results in a superior 
game to the work of five guys, but 
Tölva’s appeal isn’t in its shininess.

A small game in a big 
universe. Tölva is a 
slow burner more 
about exploration 
than combat.
Ian Evenden

68%

There’s no 
multiplayer, and it’s 
PC and Mac only, but 
the developer has 
dropped hints about 
a PS4 version in the 
future, and of a patch 
that will allow you to 
shoot the planet’s 
indigenous wildlife.

need to knoWi

Review
The Final Verdict!

The Signal FRom Tölva
A game featuring this much metal must have an umlaut

C
rossing the surface 
of a strange planet, 
with only a few 
robots and the 
strange (sadly 
unshootable) 

manta-birds that wheel in the sky for 
company, our minds can wander a bit. 
Was that a robed figure that flashed 
into existence on top of those ruins? 
Are we being watched? Better get the 
scanner out and… oh, too late. It’s gone. 
Still, there are some bandits over there 
to shoot. Best forget about it. Just 
imagining things. 

But you are being watched, and the 
ghosts and strange beings of the planet 
Tölva (look it up in the nearest Icelandic 
dictionary) add to the sense that you’re 
part of a bigger world. That and the 
comprehensive PDF of lore and 
background that’s supplied in lieu of a 
manual, of course, which delivers a great 
deal of information about the game’s 
setting that would have been tedious to 
read about in-game. 

This is a smart decision, as it’s not 
necessary to know the background in 
order to enjoy the game, so you can 
ignore the PDF if you like. A little mystery 
isn’t a bad thing – and there’s certainly 
plenty of it on offer. What you do know is 
that you have been drawn to Tölva by a 
signal. An information broker helps you 
hack into a surveyor robot from, 
presumably, orbit, then keeps in touch as 
you explore the surface. Also making 
robotic footprints down on Tölva are 
‘zealots’, upset about the wreckage of 
their crashed frigate being spread across 
the planet, and bandits. These groups 
exist mainly to harass you as you explore, 
provide something to capture beacons 
and bunkers from, and to be goaded into 
fighting each other.

Allied assault
You’ll eventually command up to four 
allies, which takes the edge off combat at 
the cost of having one of your weapon 
slots taken up by a hacking gun, leaving 
you freer to explore. As you help the 
surveyors extend their influence across 

this semi-open world, you uncover new 
areas to capture and more mysteries 
– but rarely any answers.

The feeling of being a small part of a 
larger story is palpable as you come 
across wreckage from even larger robots. 
Your supply of surveyor drones is infinite, 
allowing you to abandon one and hack 
into another across the map for a form of 
fast travel that’s perfectly consistent with 
the game’s internal logic. Yet even with all 
this you can’t shake off a sense of 
bemusement as the game’s later stages 
hove into view. There’s a lack of narrative 
direction – you capture bunkers and 
work toward the source of the 
mysterious signal – and it’s not driven by 
anything other than colouring parts of 
the map yellow for the majority of its 
length. The endings (there are two), when 
they arrive, feel sudden, and too much is 
left unexplained.

And that’s what can make The Signal 
From Tölva feel a touch unsatisfying, 
despite there being much to like about its 
beautifully built world. It’s a slow, 
deliberately paced game, with your huge 
metallic feet thudding into the ground as 
you walk between objectives, and its mix 
of exploration and gunplay is a potent 
one. Yet ultimately the answers remain 
obscured, and your ability to cope with 
that will decide how much enjoyment 
you get from the game. n 

“you uncover neW areas to 
capture and more mysteries – 
But rarely any ansWers”W
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Format PC  Publisher Big Robot  Developer Big Robot  ETA Out now  Players 1
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Boss fights are a memorable 
highlight, putting all your 
combat skills to the test.

Judgement

A world brought to life by the 
enchanting visual design.

Combat is tough but also 
surprisingly robust.

loves…

The story is a disappointing 
series of tired fantasy tropes.

That cursed camera is 
impossible to control properly.

hates…

Mighty No 9
After the botched delivery of Keiji 
Inafune’s last Kickstarter project, 
Shiness restores our faith in the power 
of crowdfunding.

Better than…

Worse than…

Naruto Shippuden: 
Ultimate Ninja Storm 4
It’s a close call, but Ultimate Ninja 
Storm 4 remains the one to beat for 
three-dimensional arena fights.

A fantastic effort  
that mostly delivers 
on the promises 
made during its 
funding campaign.
Alex Avard

73%

Shiness’ Kickstarter 
campaign launched 
in May 2014, and was 
fully crowdfunded 
within a few weeks. 
By June, the project 
had amassed enough 
support to make a 
PS4 and Xbox One 
release possible.

need to KnoWi

ShineSS: The 
LighTning Kingdom
It’s party time

E
very time Shiness 
begins to load up, a 
gorgeous piece of 
concept art adorns 
the entire screen, 
each one just as 

delightful to behold as the last. It 
makes for an apt introduction to 
Enigami’s flawed yet charming 
action-RPG, which plays like an 
interactive love letter to the Saturday 
morning anime TV shows of old, from 
Naruto to Avatar: The Last Airbender. 

Shiness’ manga heritage is clear, as bold, 
rich colours are used liberally to infuse 
the game’s characters and environments 
with personality. It shines through 
whenever one of the comic-book-style 
cutscenes plays out to further the largely 
forgettable story, where humorous 
character interactions bring relief to a 
clichéd narrative about the struggle 

between good and evil. In fact, enigami 
seems so focused on trying to establish 
the exhaustive lore of Shiness’ world that 
dramatic story beats often get pushed 
aside in favour of text-heavy exposition.

Fortunately, Shiness deviates from the 
RPG template in other areas, most 
notably with its strong focus on dynamic 
combat. While each distinct region 
becomes larger and more open-ended as 
you unlock new areas, you’ll nevertheless 
spend most of your time fighting rather 
than exploring, and there are fewer 
side-quests to pursue compared to other 
contemporary titles in the genre. 

Kung fu lightning
That’s a good thing, because the 
extensive battle system is compelling, 
even if the steep learning curve may be 
offputting for some. using the mechanics 
of traditional fighting games within a 
three-dimensional arena, Shiness’ 

combat demands you familiarise yourself 
with its many parts, as mastering the art 
of battle requires more than just finely 
tuned reflexes plus patience. You must 
learn how to effectively utilise melee and 
distance-based disciplines, elemental 
abilities, hyper-powers, combos, blocking, 
parrying, items, equipment, team 
support strategies, and stamina 
management. If this sounds complicated, 
that’s because it is, and Shiness’ 
inadequate tutorials and poorly designed 
menus don’t help matters, nor does the 
unpredictability of the camera. If you can 
get past these obstacles, however, the 
flurry of magic and martial arts can make 
for a rewarding experience that plays out 
wonderfully on the screen. 

Outside of combat, environmental 
puzzles can be solved by using each of 
your five party members’ unique abilities 
to progress into new zones, but these 
end up feeling more like arbitrary filler 
exercises than genuine brain teasers. 
Then again, the pure audio-visual charm 
of Shiness: The Lightning Kingdom is 
what keeps it engaging, and the central 
story is well worth playing through to 
completion. It’s a great start for a 
potentially lasting franchise. n 

“plays liKe an interactive love 
letter to the saturday morning 
anime tv shoWs of old”D
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Format PS4 (reviewed), XO, PC  Publisher Focus Home Interactive  Developer Enigami  ETA Out now  Players 1
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Six’s bright yellow raincoat provides the 
perfect contrast to the dim, menacing 
surroundings that she finds herself in.

Review
The Final Verdict!

LittLe NightmaRes
Atmospheric sea-based adventure featuring a tiny hero and big scares

Format PS4, XO, PC (reviewed)  Publisher Bandai Namco  Developer Tarsier Studios  ETA Out now  Players 1

F
ollowing in the 
footsteps of fellow 
puzzle-platformer 
Inside, Little 
Nightmares tasks 
you with leading a 

hapless child through an 
overwhelmingly bleak and sinister 
world. You’re greeted with the image 
of the dangling legs of an individual  
for whom the gloom proved all too 
much, and it doesn’t get any more 
upbeat from there… 

Much of your time is spent manoeuvring 
around the obstacles of the eerily dark, 
abandoned rooms of The Maw – a hellish 
vessel filled with all manner of strange 
and unsavoury people. The atmosphere 
is splendidly haunting, the story 
reinforced by some clever lighting 
effects. Don’t be fooled by its depressing 
surface, however; Little nightmares is a 
real joy to play. 

The game is divided into chapters, 
each of which focuses on a different 
section of the horror-filled ship. 
navigating its rooms takes a clever blend 
of puzzling and platforming, testing Six’s 
abilities – as she’s only nine, these are 
understandably limited. She can push 
and pull objects, climb, sprint and 
illuminate her surroundings using her 
handy lighter. Solutions to puzzles vary 
from simple options, like moving a chair 
to reach an otherwise-inaccessible 
electrical box, to more inventive 
methods, such as crafting a string of 
sausages in a meat grinder to fashion a 
makeshift rope to swing to freedom. 

There’s an obvious and admirable 
attention to detail as you can interact 
with almost everything in the world. even 
if they don’t have a distinct purpose, 
items can still be manipulated: run into a 
stack of building blocks and they’ll 
collapse; pick up a discarded ball to break 
up the terror with some gentle sports. 

These intricacies help to give a tangible 
quality to the game’s macabre world. The 
camera also sways back and forth, giving 
a sense of being at sea. It’s another 
simple touch, but it adds immeasurably 
to the game’s engrossing nature.

Child’s play
While the puzzles are inventive, they are 
never overly perplexing. This focus on 
simplicity brings a nice pace to 
proceedings, but as it doesn’t overly 
challenge you, it also lacks a certain 
sense of satisfaction. The straightforward 
nature of the gameplay also does little to 
expand the game’s rather short runtime. 
It’s hard to put down and you’ll find 
yourself reaching its mystifying 
conclusion within four hours. 
nonetheless, there’s a definite emphasis 
on quality over quantity here, and the 
well-crafted, intense, and memorable 
experience that the game provides is 
more than enough incentive to warrant a 
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Judgement

Detailed graphics bring this 
beautifully bleak world to life.

Enemy designs are exquisite, 
and encounters are intense.

loves…

The short length means the fun 
comes to an end much too soon.

The puzzles are inventive, but 
could be more challenging.

hates…

Unravel
This heartfelt puzzle-platformer offers 
a distinctly brighter and jauntier 
experience, but the gameplay isn’t as 
fluid as Little Nightmares.

Better than…

Worse than…

Inside
Playdead’s second release is 
remarkably similar in tone, but wins 
out thanks to its more diverse and 
complex puzzles.

A superbly 
atmospheric 
puzzle-platformer 
that expertly blends 
stealth with scares.
Anne-Marie Coyle

90%

First announced in 
2014, this was 
originally a PS4 title 
called Hunger. The 
project went dark 
before resurfacing at 
Gamescom 2016 with 
a new name and 
Bandai Namco on 
board as publisher.

need to KnoWi

LittLe Nightmares

return trip. There are also collectibles, in 
the form of breakable statues, and a 
handy chapter select feature to allow you 
to relive the game’s standout moments.

Apart from some strange 
triangular-headed critters, Little 
nightmares isn’t one for introducing 
much in the way of other living beings, 
unless, of course, they’re trying to kill you. 
And die you will, many, many, times. 
While the puzzles and exploration are 
enjoyable, the game’s crowning glory is 
its thrilling enemy encounters. Success is 
only possible through trial-and-error, with 
Six’s only means of escape being her wits 
and some clever evasion tactics. While 
enemy numbers are relatively low, the 
foes she does encounter are memorable. 
Take, for instance, The Janitor. This 
long-armed, blind, creepily grinning 
fellow can’t see you, but he can hear and 
smell you, forcing you to hide under 
tables and beds to avoid his inhuman 
reach. Then there’s The Chef – the melted 
marshmallow man with respiratory 
problems who’s featured heavily in the 
game’s promotional material. 

These enemies are unique, and all will 
pursue Six relentlessly while she is in 
their domains. Simply trying to outrun 
these mammoth adversaries is futile. 
Instead, you’ll have to conjure up some 
inventive ways to avoid them, like using 
noise to distract them, and cleverly timed 
dashes to successfully navigate around 
without being seen. The cat-and-mouse 
dynamic of enemy encounters injects 
this morbid puzzle-platformer with some 
spectacularly hair-raising sections. Hiding 
in boxes or under tables, Six’s heart rate 
elevating as they get close, is genuinely 
unnerving and, at times, is followed by a 

riveting chase sequence where you 
desperately dash for a small opening to 
slide through to safety. 

For all the focus on nightmarish 
locations and unsettling creatures, the 
game is never actually scary. It’s tense 
and unsettling, for sure, but it’s not 
necessarily horrific. In essence, it’s more 
like a Tim Burton creation, where 
everything is odd and creepy, but more 
fascinating than actually frightening. 

Don’t speak
There’s no denying that some games are 
wannabe movies that force you to 
endure hours of dialogue and cutscenes, 
so much so that it causes you to spit out 
your 12th cup of tea in surprise when it 
actually asks for your participation. Little 
nightmares is not like that. It doesn’t 
merely skimp on cutscenes and dialogue, 
it doesn’t have them at all. Instead, every 
second you’re in the game you’ve got full 
control of its pint-sized protagonist. With 
no dialogue, the events in this grim tale 

“the cat-and-mouse dynamic 
gives this puzzle-platformer 
some hair-raising sections”

Light it up 
Goodbye darkness,  
my old friend…

Little Nightmares is visually 
very impressive, thanks in 
part to its clever and skilful 

use of lighting. 
Normally equipping a child with a 

lighter wouldn’t be the brightest of 
ideas, but in Six’s case it’s essential. 
Not only does the little flickering 
light add immensely to the game’s 
creepy atmosphere, it’s also handy 
for finding useful items.

are largely up to the player’s own 
interpretation, the obscurity brilliantly 
adding to the game’s unsettling nature. 
Who is this little raincoat-clad, barefooted 
girl, and why is she in this awful place? 
even more importantly, who are the 
ship’s monstrous inhabitants, and what 
do they want with Six? It’s all wonderfully 
cryptic and ambiguous, with a delivery 
that ensures you remain thoroughly 
engaged throughout.

With its overwhelmingly grim and 
haunting atmosphere, creative 
mechanics, and standout enemy 
encounters, Little nightmares feels like a 
truly fresh and exciting take on the 
puzzle-platforming genre. The design is 
exemplary, with realistic backgrounds 
and objects that provide a real treat for 
the peepers, and detailed animations that 
bring the world to life in spectacular 
fashion. The character concepts are 
inspired – the enemies genuinely look 
like something straight out of a child’s 
nightmare. While there are undoubtedly 
games similar to Little nightmares in 
terms of concept and tone, the acute 
feeling of vulnerability is more 
pronounced here thanks to the game’s 
emphasis on building tension. Despite 
looking like a nightmare this game is 
actually the stuff of dreams. n 

Key to success
navigating The Maw 
sometimes requires some 
precarious platforming

W
hen you’re not being 
chased by large, horrid 
creatures, your time in 
Little Nightmares 

involves trying to find the means of 
progressing to the next area – which is 
guaranteed to be just as chill- 
inducing. Here’s an example.

1 The Maw’s inhabitants take security 
very seriously, and escape is often 

hindered by troublesome padlocks.

2 Back in the bedroom there’s a 
glaringly obvious switch, but it’s too 

high for our pint-sized hero to reach.
3 Six may be short, but she sure is 

strong. She’s able to drag this 
suitcase and make a leap for the lever.

5 A small table holds the means for 
unlocking the door, providing 

access to the horrors that lie in wait.
4 With the bed released she can scale 

the drawers. (Seriously, how much 
storage does one person need?)
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T
his is the Halo 5 of 
RTS titles. It’s 
manifestly the same 
as the games that 
came before it, and 
almost certainly 

better, but there’s an uneasy sense that 
by trying to outdo competitors, it’s lost 
some of the clumsy individuality that 
made the prequels endearing. It’s still 
brilliant – a twitchy, tactical rush, which 
looks and feels fabulous – but consider 
this an early warning if you wanted 
more of what came before. Progress 
has got in the way. 

Let’s unpack that. This is not, as some 
suspected, a MOBA in tactical 
dreadnought armour, although there’s 
definitely some crossover. Rather, it’s all 

the essential bits of the first two games, 
revised and refreshed, plus the individual 
dash of Company Of Heroes 2. In 
practice, that makes for matches that 
begin like any other RTS with base 
building and resource gathering, then 
gradually and expertly escalate around 
deliberate flashpoints, with powerful elite 
units making the difference. We’ll come 
back to that in a bit.

There are two modes on offer, 
campaign and multiplayer, and both feel 
distinct. The former feels like a true 40K 
experience, with grim Space Marines, 
perfidious eldar, and snarling, reckless 
Orks. As well as providing a characterful 
story told through gritted teeth, it’s a 
great way of learning how it all works, 
which drip-feeds you new units and 
responsibilities until you’re capable to go 

it alone. Think of it like the stabilisers 
coming off, except you’re riding a 
warbike instead of a Raleigh Chopper. It’s 
also a useful way of learning how the 
three default races and elite characters 
work, with each mission taking place 
from a different faction’s perspective. 

Respect your Eldar
You’ll need it, too. At least, you will if 
you’re used to the genteel, one-handed 
strategy of more sedate RTS games. 
Once you start learning how elite units 
work, there’s a serious requirement for 
micromanagement. That’s an unsexy and 
intimidating word for something that’s 
actually quite fun, but there were 
moments where we felt overwhelmed by 
the amount of options. Many units have a 
special ability on a timer, and elite units 
have at least two. eldar Farseer Macha, 
for example, has three, and they all have 
context-sensitive effects. She can throw 
her spear, activate an area-of-effect 
attack, and pull it back to her, slicing up 
enemies on the way. It’s simple enough if 
it’s the only thing you’re doing, but it 

“The campaign is a warmup 
for The True TesT of your
skills: mulTiplayer”

‘Angelos and the Dreadnought’ was 
one of ITV’s less successful comedies. 
Maybe it was all the dismemberment.

Worlds apart 
The different races in 
Dawn Of War III

You might feel that the three 
races in Dawn Of War III won’t 
offer nearly enough variety, 

but they play so differently that it 
feels like plenty.

Space Marines are a great place to 
start – they’re solid and powerful, with 
versatile characters, and access to 
some fearsome heavy weapons. 
eldar, by contrast, are essentially 
space elves; quick-strike specialists 
who can move quickly around the 
map but soak up less punishment. 
Orks are probably the hardest race to 
play, but we think they’re the most 
fun. These rough guttersnipes can 
grab scrap as they fight, using it to 
buff individual units and unlock new 
attacks. everything they have gives 
you the sense that it might fall apart 
at any moment. but that’s part of  
the fun, isn’t it?

review
The Final Verdict!

daWn of War III
Grim and bear the changes – this RTS is worth the challenge

Format PC  Publisher  Sega  Developer Relic Entertainment  ETA Out now  Players 1-6

green for stop 
Stopping an Ork onslaught

The first campaign mission has you 
repelling an invasion as Gabriel Angelos, 
Chapter Master of the Blood Raven Space 
Marines. Is his middle name ‘Cherub’?
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JudgemenT

Looks and feels amazing, like the 
tabletop game brought to life.

Multiplayer battles are testing, 
and different from before.

loves…

The level of micromanagement 
can feel overwhelming.

The occasional design misstep 
makes it feel less like a 40K game.

haTes…

Dawn Of War II
The second Dawn Of War is rightly 
revered, but this takes everything it did 
and improves it, while bringing back all 
the base building stuff.

Better than…

worse than…

Total War: Warhammer
In terms of pure strategy, Dawn Of War 
III is a stronger game, but it lacks the 
warmth and grandeur of Creative 
Assembly’s epic fantasy title.

Tough, intimidating, 
and powerfully 
gripping, Dawn Of 
War III is the Power 
Fist of RTS sequels.
Matt Elliott

82%

Each of your Elite 
units has a choice  
of doctrines which 
will change how it 
operates. Learning 
and applying this can 
make the difference 
between abject 
failure and satisfying, 
crushing victory.

need To knowi

never is. There’s base building to consider 
and other units to control. Throw in a 
second elite unit, and it’s suddenly loads 
to think about. That’s not intended as 
criticism. If you have the mental 
bandwidth to handle so much happening 
all at once, it’ll give you a fantastic sense 
of control. If that sounds overwhelming… 
well, you’ll probably be overwhelmed. 
Dawn Of War III is a demanding game. 

Ork-ward
The campaign, then, is a warmup for the 
true test of your skills: multiplayer. As 
mentioned above, it starts like any other 
RTS, except that you have a third 
resource to consider, which determines 
when you can bring in elite units. Do you 
hurry up and grab the first one available? 
Or wait to buy a more powerful 
character? It’s one of many crucial 
decisions you have to make on the fly. 
There are three structures that have to be 
destroyed in turn, but you’ll need to 
protect yours at the same time. On top of 
this, there are strategic points across the 
map for gathering resources and 
bedding into cover. This is where the shell 
falls away and the creeping influence of 
MOBAs feels more apparent. It still feels 
like a Warhammer game, but there are 
incongruities that will disappoint anyone 
obsessed with specifics. The Orks, for 
example, have the same essential 
structures as every other race – graceful, 

high-tech targets that seem out of place 
against their other wobbling, scrappy 
buildings. It’s a minor niggle, but one that 
usefully illustrates how Dawn Of War III 
feels different. If the idea of Orks having 
immaculate shield generators fills you 
with the impotent savagery of a Twitter 
egg, consider yourself warned.

The good news is that the 
implementation works, even if it doesn’t 
feel wholly faithful to the universe. Battles 
are masterfully crafted, back-and-forth 
affairs which always feel like they could 
swing either way. Victory often seems 
close before being snatched away, but 
there usually feels like a way back. As 
your progression is gated, it’s impossible 
to roll over an enemy army with one 
overwhelming attack. elites, too, are 
brilliantly implemented, and while 
measured deployment can swing a battle 
in your favour, they’re not so powerful 
that you can use them thoughtlessly. The 
fact there are no easy victories just 
makes it all the more satisfying when 
they finally arrive. 

As well as being tactically adept, Dawn 
Of War III is fabulously presented. The 
effects are glorious, giving a real sense of 
epic conflict, and it fills in the imagined 
gaps left by the tabletop game. The scale 
is right, too – big, but not so big that units 
feel like distant, swarming insects. Apart 
from a few MOBA-inspired missteps, the 
tone is spot on. The suspiciously easy 

assumption with 40K is that it’s grimmer 
than an orphanage made of broken 
teeth, but the game captures the blackly 
comic humour that characterises the 
universe. For every snarling Inquisitor, 
there’s a moment of shrouded levity. Our 
favourite example? A loudspeaker on a 
Space Marine fortress which repeats 
inspirational quotes such as ‘Thought for 
the day: suffer not the xenos to live.’ It’s 
also brilliantly detailed. elites comment 
on points of interest in the background, 
making the levels feel like more than just 
empty maps. The elite animations might 
feel too flashy for some – as general rule, 
Space Marines should never somersault 
– but it does give you a sense of how 
powerful these characters are. 

There are moments of genuine 
immersion, then, but it’s underpinned by 
a vague feeling of it being less about the 
Warhammer world and more about 
being popular. That’s not a problem in 
itself – the score should reflect that – but 
it could take the edge off for anyone 
expecting the definitive Warhammer 
40,000 experience. Dawn Of War III is 
perhaps the best game in the series, and 
one of the classiest Games Workshop 
titles of recent years, but anyone who’s 
here for the love of the emperor alone 
will find the stern challenge slightly 
intimidating. Conversely, if you’re 
indifferent about 40K but love deep, 
reactive RTS games, this is essential. n

DAWN OF WAR III

Resource 
points are 

dotted around the 
map, and can be built 

upon, so you can gather 
resources necessary for 

building structures 
and recruiting 

troops.

Ork 
structures, 

such as Waaaagh! 
towers, can used to 

whip your troops into a 
frenzy. It’s part 

motivational speaking 
seminar, part 

metal gig.

The mini-map 
shows where you 

are – always helpful – 
and where the resource 
points are, too. You can 

zoom around by 
clicking on it.

You can click on 
unit abilities to 

activate them, but it’s 
worth learning all the 

shortcuts so you can hit 
them when battles 

become chaotic.
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Snake Pass will take Noodle from 
dangling above sheer drops to taking  
a dip in the water beneath.

Judgement

Noodle’s unique movement is 
refreshingly good fun.

The game’s easygoing charm is 
incredibly endearing.

loves…

We wish the focus wasn’t so 
much on pointless collectibles.

There’s little variety in the 
game’s environments.

hates…

I Am Bread
This puzzle-platformer also had a 
player-character who moved in an odd 
way. In this case though, it was a 
wretched, rage-inducing experience.

Better than…

Worse than…

Banjo-Kazooie
A classic of the genre, Banjo-Kazooie is 
one of the best 3D platformers ever 
made. A real charmer that still defines 
the “Rare feeling”.

A unique and 
endearing game idea 
that isn’t quite matched 
by the structure of its 
challenges or worlds.
Patrick Dane

68%

Snake Pass was the 
result of an internal 
game jam held by 
developer Sumo 
Digital. The game 
came from a 
prototype by Seb 
Liese which  
focused on ‘real 
snake physics’.

need to knoWi

Review
The Final Verdict!

Snake paSS
This impressive snake needs a better cage

I
t’s rare that we see 
‘brand new’ ideas in 
games, with 
improvement and 
iteration taking the 
focus in most 

triple-A titles. Snake Pass is one of 
those rare times when we do get to use 
the word ‘unique’. Playing as Noodle 
the snake (who’s accompanied by his 
hummingbird companion Doodle), the 
thing that will strike you first about 
Sumo Digital’s latest, besides its 
charming look, is how controlling the 
serpent feels. There’s no game in 
recent memory that comes to mind in 
drawing a comparison for how Noodle 
moves around. The closest you could 
get would be a version of Snake from 
the Nokia 3310 days, only with the 
physics and verticality the 
third-dimensional space allows. 

‘Driving’ noodle by his head, rather like 
you would a car in a racing game, you 
must ‘wave’ yourself to get momentum, 
rippling along to increase your speed. 

Lifting your head, you can find yourself 
coiling around rock and bamboo 
structures to grab purchase for your 
exploration exploits. Figuring out 
platforming puzzles when staples like 
‘jump’ and ‘attack’ aren’t present, and 
instead have to be solved using the 
capabilities of an ophidian body, is 
genuinely quite enticing. It’s clever and a 
welcome exploration of a unique 
development idea. 

Solid snake
Having said that, the movement in Snake 
Pass is the limit of its innovation. Like 
many a 3D platformer, including the 
recent Yooka-Laylee, the game is 
something of a collectathon. In each of its 
15 levels, your goal is to find three gems 
that open up a portal to the next world. 
That’s it. There are two other optional 
currencies to collect, with 20 small orbs 
littered around the map, and five coins 
(finding and collecting these provides the 
most challenge). You don’t get anything 
for finding all the collectibles, apart from 
the satisfaction of seeing your 

completion percentage go up, but if you 
are a stickler for that kind of thing, Snake 
Pass might scratch an itch. 

There are distinct overworlds that 
house levels with water, wind, and fire 
themes, but beyond that, the only real 
thing the game throws at you past the 
first mission is bigger and more complex 
bamboo structures for noodle to 
navigate. With no enemies or nPCs to 
interact with, and no quests to take on, 
Snake Pass’s world ends up feeling fairly 
empty. Add to this an uneven difficulty 
curve and a camera that sometimes 
seems to be wrestling you while you try 
to handle an already-complex character, 
and that world can sometimes end up 
being drowned in frustration. 

There is definitely something to Snake 
Pass, though. The movement of noodle 
is a charming idea, and the cute 
presentation of the game is reminiscent 
of the sort of 3D platforming games 
people get whimsically nostalgic about. 
The cuteness really does help Snake Pass 
stand out. Beyond that, though, the game 
isn’t particularly compelling, and there’s 
no real reason to keep playing unless 
you’re incredibly interested in attaining 
every single contextless collectible for 
the sheer satisfaction (or trophies). 
Hopefully, a second pass, with a more 
elaborate and challenging vivarium, will 
really do this snake justice. n

“snake Pass is one of those 
rare times When We get to use
the Word ‘unique’”W
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Format  Switch, PS4 (reviewed), XO, PC  Publisher  Sumo Digital   Developer  Sumo Digital  ETA Out now  Players 1
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These 
white blobs are 
unleashed on 

opponents after 
multi-line Tetris clears or 

Puyo chains. The more 
tactically you play, 
the more damage 

you do.

Whether you’re 
playing  Puyo Puyo or 

Tetris you’ll need to 
keep a close eye on 

what’s coming next in 
order to score big.

In the game’s 
Swap mode players 

have to juggle games 
of Puyo Puyo and Tetris, 
swapping between the 

two fields 
intermittently.

 

Judgement

A brilliantly addictive fusion of 
two heavyweight puzzlers.

Quick multiplayer matches on 
the go fit Switch brilliantly.

loves…

Grating cutscenes will have you 
skipping Adventure Mode’s story.

£34.99 is just far too pricey for 
what this offers.

hates…

Tetris Ultimate
Offering cheap, no-frills blockbusting, 
this could have been puzzling gold. 
Sadly, dodgy netcode and framerate 
issues made it borderline unplayable.

Better than…

Worse than…

The Witness
This inventive title more than justifies 
its large price tag thanks to a beautiful 
world brimming with masterfully 
crafted puzzles.

There’s a brilliant little 
£15 multiplayer game 
here, but at its current 
price, it’s only for fans 
of the franchises.
Tom Regan

70%

This is yet another 
videogame that falls 
victim to the dreaded 
Nintendo Switch tax. 
Costing an already 
high £24.99 on PS4, 
Switch owners are 
charged an extra £10 
for the privilege of 
portability.

need to knoWi

puyo puyo tetris
One plus one equals too addictive for words

D
o you remember the 
first time you tried 
combining 
chocolate and 
peanut butter? For 
me, it was a 

nerve-racking experience. Here were 
two culinary greats, both delicious in 
their own right. Yet, while I loved each 
dearly, I couldn’t quite shake the 
feeling that these titans of taste might 
not work together. Thankfully, my 
bravery paid off. Now Sega’s latest 
release shows I’m not the only one 
dabbling in maverick mashups.  

Giving the puzzle genre the chocolate 
plus peanut butter treatment, Puyo Puyo 
Tetris sees the publisher combining 
Tetris’ rapid block-busting with the 
Japanese series’ demanding 
blob-busting. It’s a move that’s largely 
paid off, resulting in puzzling that’s more 
fiendishly addictive than crack-coated 
Pringles. While the name Puyo Puyo 
doesn’t carry much weight in the West, 
it’s easy to see why it’s so beloved in 

Japan. Tasking players with clearing lines 
by matching four cutesy blobs of the 
same colour, initially Puyo Puyo seems 
laughably simplistic. Step into an online 
match, however, and you’ll realise there’s 
far more to the game. In order to 
compete on any meaningful level, you’ll 
need to craftily set up multiple ‘chains’ of 
Puyo. By playing the long game and not 
matching up four colours immediately, 
you can set up multiple stacks that can 
be chained to go off simultaneously. Why 
bother? Well, dear reader, because these 
chains deal devastating damage to your 
opponent, flooding their once carefully 
planned lines with rogue blobs.

Block rocking beats
It’s this combination of sharp reflexes and 
clever strategy that makes Puyo Puyo a 
perfect roommate for Tetris. Interestingly 
though, the two games don’t just share a 
cartridge –  developer Sonic Team has 
also seen fit to mash them together in 
entirely new game modes. As well as 
allowing two players to compete while 
playing both franchises separately, Puyo 

Puyo Tetris also features a mode which 
sees players swapping between the two, 
and another that drops both Puyo and 
Tetriminoes simultaneously.

unfortunately, it’s not all good news. In 
a bid to flesh out the game’s content, the 
developers have included a story-led 
adventure mode. While it offers a pretty 
generous amount of stages to clear, in 
order to do so you’ll have to sit through 
some of the most grating cutscenes to 
ever blight a video game. Attempting to 
explain how the two franchises collided; 
each new stage brings static images of 
anime characters trading terrible puns at 
ear-piercing volumes. What could have 
been charming instead feels annoying 
and pointless, featuring eight hours of 
‘story’ with no real plot line to speak of. 

Still, Puyo Puyo Tetris is a game that 
was built for multiplayer, and it fits the 
Switch like a glove.  Taking it on the plane, 
I found tabletop mode perfectly suited to 
duking it out in two-player matches. 
unless you’ve got a magnifying glass 
handy, however, four-player sessions are 
better left on the TV. With the game 
attracting stupidly good players, Puyo 
Puyo Tetris is also surprisingly enjoyable 
online, offering both ranked and friendly 
networked battles. Yet despite being 
brilliant for short multiplayer sessions, it’s 
Sega’s eye watering £34.99 price tag that 
lets the game down. n 

“comBining rapid Block-Busting 
With demanding BloB-Busting, 
it’s fiendishly addictive”H
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You can plan your attacks in 
advance by using the turn 
indicator in the midst of battle.

Judgement

The game’s inventive battle 
system is a constant highlight.

Its modern, fast-paced design is 
well-implemented throughout.

loves…

A hit-and-miss story fails to truly 
capitalise on its potential.

There are too many 
game-breaking bugs at present.

hates…

Cthulhu Saves The 
World
Zeboyd Games’ 2010 release was 
widely praised, but Cosmic Star 
Heroine is a more ambitious project.

Better than…

Worse than…

Persona 5
With many players hailing this student 
psycho-battler as the best JRPG to 
date, it’s no surprise that it stylishly 
stamps all over Cosmic Star Heroine. 

An inventive, 
surprisingly in-depth 
battle system is the 
highlight of this 
mid-’90s-style RPG.
Fraser Gilbert

75%

The soundtrack plays 
a crucial part in 
creating the 
atmosphere. It was 
developed by 
HyperDuck 
SoundWorks, which 
also provided the 
soundtrack for 2012’s 
Dust: An Elysian Tail.

need to KnoWi

Review
The Final Verdict!

CosmiC staR HeRoine
She’s just a cosmic girl. From another galaxy

A
t first glance, this 
could be mistaken 
for the younger 
sibling of Chrono 
Trigger. Zeboyd 
Games cites 1995’s 

mega-hit, plus the classic Phantasy 
Star and Suikoden series, as inspiration 
for its new JRPG-style adventure, and 
its influence shows. But this 
Kickstarter-backed title is very much 
its own beast, with fast-paced features, 
and a well-designed battle system. 

The titular heroine is Alyssa L’Salle, a top 
agent at the Agency Of Peace And 
Intelligence on the planet Araenu. 
unfortunately spies need to go 
unrecognised, and when her identity’s 
revealed she’s in a heap of trouble. The 
intrigue wanes over time, though, with 
uninspiring dialogue and bizarre plot 
progression diluting the tale on occasion. 
At its best, the 15-20 hour campaign still 
provides memorable moments, and the 
story moves at a brisk pace. It’s all 
conveyed through nothing but dialogue 

boxes, mini-cutscenes, and an 
atmospheric soundtrack, and these do 
work to good effect. 

Alyssa’s not alone; she’s one of a party 
of four. The characters benefit from 
charming visuals and a battle system 
loaded with personality. It’s the latter that 
deserves the most plaudits, as each 
group member has unique skills 
reflecting their individual personae. Tech 
guy Dave can use his tablet-like device to 
hack opponents, while Lauren can use 
her singing talents to literally drop the 
mic on an unexpecting opponent. 

Strategic planning
As you’d expect, battles are turn-based. 
Most attacks can only be used once per 
battle, with characters required to rest 
mid-fight if they wish to recharge their 
abilities. This affects Hyper Mode, which 
offers double damage for each character 
on specific turns. Saving your best attack 
for a hyper state is often preferable, but 
with unique bonuses for certain attacks, 
targeting weaknesses, and generating 
combos, there’s much to consider. 

The battles, which take place on the 
actual game maps, elevate Cosmic Star 
Heroine’s appeal. There aren’t any 
random encounters to speak of, and the 
battles are consistently fast-paced, so 
there’s rarely any fatigue from repetition. 
In fact, the whole game is streamlined to 
limit filler, from exploration to party 
management (no need for post-battle 
healing, for example). With the fat 
trimmed, it remains fresh even 
throughout its flatter moments. 

Despite the streamlining, things feel 
rough around the edges. Since release a 
substantial number of bugs have been 
discovered, and although patches have 
rectified them to an extent, many still 
exist at the time of writing. The first battle 
we encountered locked the screen, while 
other glitches appeared over time, 
ranging in severity. Changing resolution 
abruptly exits the game, and a lack of 
Steam achievements at release is a 
disappointing oversight. 

If you can overlook these issues, you 
might be surprised by how long Cosmic 
Star Heroine can command your 
attention. Because it’s so fast-paced, 
there’s always something new to think 
about, so it seldom grows tiresome. 
Cosmic Star Heroine might have taken a 
long time to come to fruition, but its 
Kickstarter backers will feel 
well-rewarded for their patience. n

“there aren’t any random 
encounters to speaK of, and 
Battles are fast-paced”H
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The Finch house laughs in the face of 
planning applications and would give 
any architect an almighty headache.

Judgement

Each flashback and character is 
wildly different from the next.

Discovering the house’s secret 
passageways keeps you curious.

loves…

Lacks additional environmental 
commentary from Edith.

Some characters don’t get the 
attention they deserve.

hates…

 Firewatch
The forest ranger walking simulator is 
narratively rich, and will haunt you 
long after you finish it, but lacks the 
varied gameplay that fills WROEF.

Better than…

Worse than…

The Stanley Parable
Branching choices and constant 
confounding of your expectations 
make The Stanley Parable insanely 
replayable and utterly engrossing.

An exploration of 
death and memory, 
edith’s narration 
makes the family 
come alive again.
Zoe Delahunty-Light

90%

Take the time to look 
at each bedroom in 
detail, as they all 
contain objects that 
foreshadow the 
family members’ 
deaths. Get ready  
to ask probing 
questions about  
fate and curses…

need to knoWi

To kill a finch… isn’t very hard

T
here’s a wooden 
dragon lying 
half-submerged in 
the pond. In the 
distance the ocean 
roars softly. 

Towering high above like a crow’s nest, 
the higgledy-piggledy additions to the 
Finch family home look ready to 
topple over in the next strong wind. 
Generations have come and gone,  
and now the empty house waits for 
you. So do its secrets. 

The Finches’ habitat is prime walking 
simulator material. The last living 
member of the family, edith, has been left 
the house in her mother’s will. Despite 
the fact that they hold the secret to her 
family history, each bedroom was sealed 
up by edith’s mother to stop her 
daughter from finding out anything 
about her relatives. Sounds odd, but the 
paranoia is very real. The members of the 
Finch family claim they’re cursed. Their 
lives are tragically (and sometimes 
mysteriously) cut short. edith wants the 

answers her mother never gave her. And 
boy, walking around the house sure does 
make you ask a lot of questions. 

Wandering down its halls, the carefully 
deliberate movements of edith’s gloved 
hands are completely in your control. 
Rolling one analog stick beneath your 
thumb turns a key in a lock, while 
pushing it to the side swings secret doors 
open so precisely that you can feel their 
different weights. Sometimes walking 
simulators, despite being stuffed with 
narrative, can feel impersonal as players 
don’t get the opportunity to interact with 
the environment in great depth. Yet with 
edith you really do feel every push and 
pull. Such a small detail gives the house 
immediacy. every room is palpable, 
making you feel like you’re right there 
with the last Finch alive. 

Nest in peace 
‘Quirky’ is far too shallow a term to 
describe the inside of the Finch house, 
yet it’s the first one that springs to mind. 
Maybe because the amount of personal 
details is astonishing. unobtrusively 

sucking you deeper into the Finch family, 
each character is given the depth they 
deserve via the revealing objects found 
in their bedroom. Phenomenally 
dextrous feats of storytelling aren’t 
restricted to the environment either. 
Flashback minigames for each dead 
family member take over your screen as 
edith reads the notes on their shrines. 
each depicts the last moments of the 
family members, but an undertone of 
optimism underlines each one. Death 
isn’t morbid for the Finches. It’s a good 
thing, as sadness is too easy to provoke. 
It’s far more difficult to communicate the 
complex mix of hope, gratitude, and 
tenderness that WROeF pulls off. 

Some bypassed characters feel 
important enough to warrant their own 
minigames, with their exclusion leaving 
some history feeling sparse. However, 
WROeF isn’t about filling in the gaps. You 
gradually realise that it’s about 
appreciating the Finches for how they 
lived and who they were, with each death 
– contrary to what you might expect – an 
affirmation of their approach to life. At 
the end of the game you’re left feeling at 
peace. Perfectly fulfilling what edith 
returned home to do, you can then use 
the ‘replay story’ option to revisit each 
characters’ last moments whenever you 
like. entirely fittingly, nothing is ever 
completely over in WROeF. n 

“it’s aBout appreciating
the Finches For hoW they
lived and Who they Were”Is
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What Remains  
of edith finch

Format PS4 (reviewed), PC  Publisher Annapurna Pictures  Developer Giant Sparrow  ETA Out now  Players 1

What RemaiNs of edith fiNch
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Summoning isn’t always the answer, 
and the more people you call for help, 
the stronger the bosses will be.

Judgement

Delivers more of the same 
excellent gameplay.

You can get a shield that’s a 
full-sized door. No, you shut it.

loves…

If you’re not into the lore, some 
of it will be lost on you.

Sometimes it’s frustrating rather 
than enjoyably challenging.

hates…

Dark Souls III:  
Ashes of Ariandel
The Ringed City trounces the previous 
Souls DLC offering, with so much more 
content that’s just more enjoyable.

Better than…

Worse than…

Bloodborne:  
The Old Hunters
Bloodborne’s only DLC was sublime 
with its multiple areas, superb 
difficulty, and loads of cool weapons.

A good ending to a 
beloved series, but it’s 
definitely time to lay 
Dark Souls to rest for 
a while.
Adam Cook

75%

It’s well hidden, but 
The Ringed City adds 
a brand new 
covenant to join, and 
without spoiling it 
too much, it’s 
definitely worth your 
while to investigate 
it, as it links to a later 
boss fight.

need to knoWi

Review
The Final Verdict!

I
t’s finally time for 
From Software’s 
series to come to a 
conclusion. After 
three games, 
multiple updates, 

expansions, and a million YouTube 
lore videos, it’s time to see if our Ashen 
One can bow out on a high note. And 
this is an expansion that takes no 
prisoners whatsoever. 

So it’s hard, then – you’d expect nothing 
less from Dark Souls. The Ringed City will 
require you to be comfortably over level 
100 to stave off frustration, but even that 
won’t help you in the early sections. Just 
like Bloodborne, there are enemies that 
are weak, but summon stronger foes 
elsewhere. If you don’t stop them, these 
‘angels’ will spam you like crazy. So 
annoying are they, that the damage they 
do has already been patched to make it 
feel fairer.

Conceptually, this is strange. Part of 
the brilliance of the Dark Souls series is 
that you have to discover secrets, to push 
yourself to attempt the nigh-impossible, 
but here there are developer-placed 
messages telling you it’s okay to fall, and 
that you won’t die. This sends mixed 
messages, and shortly afterwards you’ll 
have to jump while being spammed with 
those aforementioned lightning attacks 
to progress to the first boss. 

The Ringed City is an add-on that 
takes time to find its rhythm. It’s actually 
after a good hour or so, and defeating the 
first boss, that it opens up properly. Then 
you’re challenged by supremely 
aggressive foes, while nooks and 
crannies lure you off the beaten path in 
search of treasure, weapons, and some 
seriously useful +3 rings.

Ring of fire
The main criticism of the other Dark 
Souls III DLC has been addressed here: 

this is a lengthy piece of add-on content, 
with twice the bosses (three main and 
one optional, instead of just two in total). 
But it feels like From Software is running 
out of ideas a bit. You’ll almost certainly 
roll your eyes when you see off the first 
boss and its double health bar, only to 
have it rise again with a third health bar. 

enemies that sap your health rapidly 
from the floor below while you dodge a 
massive Ringed Knight are just annoying, 
too, and some of your opponents feel like 
they hit extra hard. While the game 
dramatically improves later on with some 
nice moments for long-time fans, the 
overall feeling we have when playing isn’t 
exultation, it’s more of a tired sigh, and 
despite the misfiring effort to change 
things up at the start, this is more Dark 
Souls, for better or worse. 

After the disappointment of the 
previous Ashes Of Ariandel add-on, this  
is probably the last we’ll see of the 
franchise for quite some time. Intended 
to provide a peak to end the series, this  
is a mostly enjoyable and rewarding 
experience that requires hard work and 
dedication to see the best bits. It’s a 
satisfying conclusion, but also one that 
confirms it’s probably time to let Dark 
Souls rest for a while. n 

“it takes time to find its rhythm.
 it opens up properly after 
a good hour or so”H
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DaRk SoulS III:  
The RIngeD CITy
Praise the fun!
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Johnny 
Savage is a 

British punk rocker 
with a penchant for 
dispatching foes via 
the power of awfully 

loud music.

Though 
employed 

sparingly, bursts of 
bright colour are 

juxtaposed effectively 
against the mainly 

black-and-white 
environments.

The best way to 
progress without 

putting any more money 
into Drawn To Death’s 

microtransactions is by 
completing the variety of 

in-game challenges.

  

Judgement

A unique aesthetic bursting with 
originality and creativity.

The cast of hand-drawn 
characters is a blast.

loves…

Its sense of humour often 
borders on mean-spiritedness.

Unbalanced gunplay and poor 
matchmaking can ruin things.

hates…

Disc Jam
Last month’s PS Plus multiplayer title 
was an even more inconsistent 
experience, thanks to an overly rigid 
control scheme.

Better than…

Worse than…

Drawn To Life
Despite almost sharing the same title, 
this charming adventure on Nintendo 
DS is definitely the more pleasurable 
experience of the two.

Fun in short bursts, 
but ultimately 
hampered by tonal 
problems and 
balancing issues.
Alex Avard

62%

Though it isn’t a 
free-to-play game, 
Drawn To Death’s 
progression rewards 
are primarily 
handed out through 
loot boxes, acquired 
through scoring kills 
or buying them with 
real-world money.

need to knoWi

Drawn To DeaTh
Drawn to be wild

I
t’s not every day 
you get to 
decapitate enemies 
by way of electric 
guitar solo or run 
around as a bipedal 

shark in heels but, then again, Drawn 
To Death isn’t your everyday type of 
videogame. As an unashamedly 
outlandish multiplayer shooter from 
the mind of David Jaffe, the talent 
responsible for equally outrageous 
titles such as Twisted Metal and God Of 
War, Drawn To Death ultimately has a 
‘Marmite’ love-it-or-hate-it quality 
which makes it difficult to 
wholeheartedly recommend. 

Take the game’s striking art style, for 
example, which is at once both boldly 
imaginative and garishly off-putting. Set 
almost entirely within the notepad of a 
school-bound teenager, everything 
shown on the screen is designed to 
resemble the handiwork of this 
daydreaming adolescent. Developer 
Bartlet jones’ ambitious commitment to 
bringing this world of ink and lead to life 

has to be commended, and the unbridled 
visual flair allows Drawn To Death to 
impress as a fully-realised creative vision 
which quite literally works on paper. 

That said, the largely monochromatic 
visuals won’t be to everyone’s taste, and 
the same goes for the crass comedy 
which permeates Drawn To Death’s 
obnoxious tone. The game presents 
expletive-riddled toilet humour as the 
nuts and bolts of an adolescent’s 
comedic toolbox, but only a handful of 
jokes really managed to tickle our funny 
bone. The rest of the ‘jokes’ tend to 
outright insult the player in a misguided 
attempt to entertain them. 

Teen deathmatch
Presentation aside, Drawn To Death’s 
multiplayer combat is a mixed bag of 
creative ideas marred by inconsistent 
shooting mechanics. The pure absurdity 
of the weaponry is genuinely impressive, 
ranging from a coffin which launches 
explosive corpses to a monkey who hops 
on your back and flings excrement at 
anyone unlucky enough to fall into your 
line of sight. 

This same breadth of diversity extends 
to Drawn To Death’s cadre of six playable 
heroes too, each of whom exhibits a 
distinct look and combat style. The 
problem is that this variety comes at the 
cost of balance, with online firefights 
representing a chaotic frenzy whereby 
the winners and losers are too often 
decided on the basis of weapon 
superiority rather than the players’ skilful 
hand-eye co-ordination.

As an online-only game with no 
single-player components beyond a brief 
tutorial, Drawn To Death does boast a 
healthy assortment of team-based and 
free-for-all modes, though the player 
count only extends up to four at any time, 
and split-screen play is sadly absent. That 
feels like a missed opportunity, especially 
as a local competitive mode could be 
keeping us entertained when the game’s 
rocky matchmaking system fails to find 
other players online.

With its brazen attitude, Drawn To 
Death doesn’t do a good job of winning 
over players to its side, but there are 
some decent ideas hiding beneath the 
divisive mostly monochrome surface. 
While the execution of these ideas 
doesn’t quite hold up to the high 
standards set by other contemporary 
hero-based shooters, there’s still a fair 
amount of fun to be had when battling  
in Drawn To Death’s anarchic 
playgrounds of mayhem. n 

“decapitate enemies By Way of 
an electric guitar solo or run 
around as a Bipedal shark”Is
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Format PS4  Publisher Sony  Developer The Bartlet Jones Supernatural Detective Agency, Sony  
ETA  Out now  Players 1-4

“The hand” is a 
special power-up 

which allows 
combatants to receive 
assistance from their 
ominous creator, the 

almighty teenage 
doodler himself.

Drawn To DeaTh
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The game is beautiful throughout, each 
room a detailed diorama populated with 
murderous chibi characters.

Review
The Final Verdict!

D
iscounting the few 
student parties to 
which the principle 
doesn’t apply, a 
good rule of thumb 
for any shindig is 

that its quality can be considered 
inversely proportional to the number 
of guests who died during it.

So you can imagine the horror felt by 
Lafcadio Boone on discovering that the 
guests attending the masked ball at 

casino mansion The Sexy Brutale are 
being bumped off by the staff. This could 
explain why the atmosphere is so sour 
during what should be a debaucherous 
get-together – everybody seems uneasy, 
everybody is dying, and at 12 midnight 
the whole thing starts over again, 
repeating endlessly.

You, cast as Boone, must untangle this 
sorry state of affairs. You’re aided in this 
by a magical mask that allows you to 
retain your memories after each day 
resets. You can’t be in the same room as 

any of the other guests and staff – if you 
do end up in that situation their masks 
will dislodge, leaving the wearer in a 
fugue state, and they will chase after you 
– but you can sneak about, spying 
through keyholes and lurking in 
cupboards. eventually you’ll build up a 
picture of who killed each guest, how it 
was done, and how you might prevent it 
happening the next time.

This setup plays out as a mini 
Metroidvania, in which you gain access 
to more of the mansion with each new 
power gained from the masks of those 
you rescue. You’ll still tackle the guests in 
order, investigating each murder over a 
series of days as the movements of 
everyone involved are added to your 
map, but you’ll gain more freedom to 
roam in the process. It’s smart stuff.

The Sexy Brutale is a wonderfully 
conceived package that conjures up 
memories of Japanese curios such as 
Majora’s Mask and Gregory Horror Show. 
But Cavalier Game Studios adds a 
distinctly British, twist to proceedings, 
resulting in a game that – like a freshly 
discovered 
corpse – feels as 
unusual as it does 
macabre. n  
Ben Maxwell 80

now 
playing 
This month’s biggest time 
sinks on Team GM

1Persona 5
Ps4 

A game so irresistibly stylish 
that my girlfriend has 
become obsessed with 
watching me play it. No 
complaints from me, 
though – it’s my new 
favourite-ever JRPG.
robin Valentine, editor

2 seVered
Ps Vita

I love this dungeon crawler’s surreal 
setting, a colourful nightmare world 
of twisted monstrosities. It’s almost as 
strange as a man only just getting 
into PS Vita in the year 2017…
robin Valentine, editor

office Lunchtime 
Game of the month:

quiPLash
Ps4
The wittiest banter wins in 
this party game, which has 
handily allowed us to rank 
everyone in the office from 
most to least funny.

The Sexy BRuTale
Ain’t no party like a death club party

Format PS4, XO, PC (reviewed)  Pub Tequila Works  Dev Cavalier Game Studios   ETA Out now  Players 1

Guests chat with each other, 
almost always revealing 
some vice-led weakness.

4 the LeGend of ZeLda: 
Breath of the WiLd 

sWitch
I’m hunting down the last remaining 
armour sets. Gotta wear ’em all.
Ben Griffin, senior staff Writer

3 Ghost recon: 
WiLdLands

Pc 
My squad is a well-oiled 
machine: find compound, 
launch mortars in there, call 
some rebels to cause havoc, 
lob some grenades – job 
done. I’m so very sneaky.
Ben Griffin, senior staff Writer
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reVieW rounduP

Collector and the nova Corps… there’s 
even a reference to Footloose.

To its credit, episode One sets the 
stage for a deeper exploration of the 
group’s compatibility when there’s no 
common enemy to unite them, and the 
character interactions are a highlight that 
we’d like to see more of as the season 
progresses. This is also Telltale’s 
best-looking and smoothest-playing title 
to date. There are rich textures and 
impressive character design, while the 
usually frequent bouts of Telltale 
animation jank are a rarity here, even 
during the action sequences. 

We’re left cautiously optimistic for 
Telltale’s first foray into the Marvel 
universe, but the story needs to shift  
up a gear if this series is  
to escape the shadow  
of its big-screen  
brother. n Alex Avard 75

Ask any undercover agent what their 
most vital tool of infiltration is, and 
they’ll all give you the same answer: 
monster trucks. In its continuing quest 
for absolute authenticity, Ubisoft has 
released the Narco Road add-on for 
Ghost Recon Wildlands, which 
charges you with, among other things, 
pulling off sweet racing stunts in beefy 
four-wheelers and slick muscle cars to 
win the trust of a new drug-smuggling 
gang. Before sneakily assassinating 
every single member of the gang’s 
upper hierarchy, of course. 

Not enough open-world Ubisoft 
action for you? Then how about a 
massive dollop of content for Watch 
Dogs 2? In addition to free updates 
containing new multiplayer modes, 
items of clothing, and weapons, this 
month you can also grab the No 
Compromise DLC pack, which 
sets hacktivist group Deadsec 
against a corrupt (and 
disturbingly pervy) adult film 
director in a whole new storyline. 
Over the course of the missions, 
you’ll pick up some fun new toys too – 
including a Minority Report-style force 
gun, and a long-range taser-rifle, for 
non-lethal sniping. 

That may seem like a lot, 
but nothing can beat 

Persona 5 this month 
for sheer volume of 
stuff you can get your 
paws on. The JRPG now 

features an absolute 
avalanche of DLC items. 

From spiffy new costumes for 
your team inspired by the duds of the 
main characters from every previous 
game in the series, to classic Personas, 
to new logos for your cat-van (don’t 
ask), it’s enough to make any Phantom 
Thieves-obsessive jump for joy.

You’ll find plenty of new fashion 
options in Street Fighter V’s latest 
DLC buffet, too. Beefy wrestler 
Alex has a (conspicuously 
shirtless) fireman outfit on the 
go, peachy R Mika’s grabbed 
some pom-poms for a full 
cheerleader get-up, and kickass 
Chun-Li’s entering the world of work 
with a stylish business suit. At least 
someone is showing some class. That 
said, somehow, everyone’s favourite 
kick-deliverer has also found time to go 
back to school, donning a traditional 
Japanese high school uniform along 
with Ryu and Juri – though the latter 
looks more ready to start work at Hot 
Topic than sit down for lessons…

        hoT 
        downloadS 
The latest DLC and  
expansions explored

paRappa The RappeR: 
RemaSTeRed

guaRdianS of The 
galaxy: epiSode 1

Format PS4  Publisher Sony  Dev Japan Studio, epics  ETA Out now  Players 1

Format PS4 (reviewed), XO, PC, Mobile  Publisher Telltale Games 
Developer Telltale Games  ETA Out now  Players 1

An old dog returns with no new tricks

Groot expectations

B
ack in 1997, PaRappa 
The Rapper brought 
the rhythm action 
genre to our shores, 
and quickly became a 

cult hit. Following the adventures of a 
paper-thin rhyme-spitting dog, its odd 
art style and catchy music meant that 
anyone who played PaRappa fell in 
love with it. Fast forward 20 years, and 
time hasn’t really been kind to the 
beat-bopping beagle. 

This new version of PaRappa has a 4K 
remaster, which makes the game look 
nice and crisp, but that’s pretty much 
where the improvements end. The 
cutscenes are all still poor quality (they’re 
taken from the PSP version), the button 
timing can still be a little off at times, and 
it still has just five levels, which in theory 
can be beaten in around 15 minutes.

We say ‘in theory’ because there’s a 
massive flaw in this special edition which 
we can’t believe is there: there’s no 

F
rom the opening scene 
of this first episode 
(‘Tangled Up In Blue’), 
in which a 
wisecracking Peter 

Quill grooves to The Buzzcocks’ ‘Why 
Can’t I Touch It’, it doesn’t take long to 
recognize that Telltale loved 2014’s 
Guardians Of The Galaxy movie. That’s 
not a bad thing, but the studio’s take on 
the titular band of misfits draws so 
heavily from the stylings of its 

cinematic counterpart that it struggles 
to establish its own identity. 

This shouldn’t be confused with a movie 
tie-in game, as it’s an original story set in 
a separate universe, which ends its first 
act with a fantastic subversion of Marvel 
canon. However, what follows is a 
retreading of familiar ground, whereby 
inspired storytelling takes a backseat to 
fan service: the discovery of a mysterious 
relic, a trip to Knowhere, run-ins with the 

calibration option. You see, back in the 
day of the first PlayStation we all played 
on big, chunky CRT televisions, where 
pressing a button got you instant results. 
These days, in the world of flat-screen 
LeD and plasma tellies, almost every TV 
has some sort of ‘input lag’ where there’s 
a slight delay between you pressing a 
button and the action happening on the 
screen. Because PaRappa doesn’t let you 
calibrate this delay like other music 
games (like Rock Band and Guitar Hero), 
this makes clearing some stages 
(especially the third level) infuriatingly 
difficult. If it worked perfectly this would 
still be a pretty limited game, but with no 
way of fixing input lag it’s 
a huge disappointment. 
PaRappa deserves better. 
n Chris Scullion

This stage was difficult enough back 
in the day. With no way to fix the input 
lag, it’s even more annoying now.

Guardians mostly sticks to the 
Telltale gameplay formula of 
walking, talking and fighting.
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The usual fire and ice levels featured, 
but Clanker’s Cavern and the Mad 
Monster Mansion were anything but 
run-of-the-mill.

Banjo-Kazooie
A bear, a bird, and the best of British

T 
here was a time, not 
all that long ago, 
when Rare could 
simply do no wrong. 
Over a period of 
almost ten years, 

the British developer created a string 
of games that achieved critical and 
commercial acclaim, working closely 
with Nintendo to craft an enviable run 
of exclusive classics. But when the 
time came for Rare to create its first 3D 
platformer, the course of development 
was by no means straightforward. 

The origins
While it would be swivel-eyed lunacy to 
suggest that Super Mario 64 wasn’t a 
major influence on Rare’s rootin'-tootin’ 
platformer, the germ that would become 
Banjo-Kazooie predates the launch of 
n64 by years. Instead, the bear-and-bird 
partnership developed and mutated 
from the primordial ooze of another 
game entirely, a piratical prototype that 
Rare was working on for SneS by the 
name of Dream: Land Of Giants.

This ambitious action-RPG 
represented the British studio’s attempts 
to build on the technical strides it had 

made with the Donkey Kong Country 
series, and the early prototypes centred 
around a decidedly un-bear-like 
whippersnapper named edison. Armed 
with a wooden sword and a vibrant coif 
of red hair, edison would explore lush 
tropical levels, bashing villainous trolls 
and swashbuckling pirates as he went.

As SneS reached the end of its 
lifespan, Rare made the difficult decision 
to refocus its efforts onto n64, giving 
Dream a technological facelift to take 
advantage of the new hardware. Around 
this time, edison was given the heave-ho, 
and Banjo became the protagonist in a 
colourful 2.5D platformer.

But when Rare was shown an early 
version of Super Mario 64, the developer 
immediately realised that its idea was old 
hat. Within a week, the project had been 
reworked into a fully-3D platformer with a 
large, open playground for Banjo to 
stomp around. With a clear direction 
decided upon, a team of somewhere 
between 10 and 15 knuckled down to 
produce a platforming masterpiece. 

The legend
It’s difficult to overstate the impact that 
Super Mario 64 had when it launched in 

1997. Suddenly, the humble platformer 
had been reimagined as an open-ended, 
visually-sumptuous toybox that tucked 
surprises into every nook and cranny. Or, 
to put it another way, nintendo’s 
system-seller was a tough act to follow.

But Rare proved that it was up to the 
challenge. Banjo-Kazooie’s large, 
non-linear levels enabled players to set 
their own goals and proceed at their own 
pace, nabbing the Jiggies they wanted 
and leaving the ones they didn’t. An 
avalanche of collectibles – each with its 
own jaunty sound effect – turned every 
moment of idle exploration into a 
rewarding excursion. And the 
soundtrack, meanwhile, had players 
bopping their heads along to merry 

ditties played on banjos, xylophones, 
klaxons, and whistles.

But Rare didn’t just imitate Super 
Mario 64. In some areas the studio even 
surpassed nintendo’s creation. Most 
notably, there was the distinctively British 
brand of humour that infused the entire 
experience: a mix of self-deprecating 
gags, Kazooie’s sarcasm, and a stream of 
crude in-jokes. Banjo-Kazooie was a 
game with a proper sense of personality, 
even if the occasional joke fell flat. That 
extended to the cast of characters, too. 
Whereas Mario, Peach, and Yoshi are all 
wholesomely inoffensive, the likes of 
Bottles, Grunty, and Mumbo Jumbo all 
made a lasting impression, even if they 
could only communicate via scrolling 
text and incomprehensible yaps. 

The legacy
Banjo-Kazooie is emblematic of Rare’s 
one-time status as nintendo’s golden 

“LARGE, NON-LINEAR LEVELS
ENABLED PLAYERS TO SET THEIR
OWN GOALS” 

Developer Rare
Publisher Nintendo
Released 1998
Format N64
Get it Rare Replay on Xbox One
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The game tasked you with rescuing 
Banjo’s sister from the witch Gruntilda.

Banjo and Kazooie’s moveset was  
more than even Mario could muster.

goose: a developer that could be 
depended upon to produce classic after 
classic. This streak began with Donkey 
Kong Country, but it was on n64 that 
Rare cemented its reputation, producing 
the likes of Goldeneye 007, Perfect Dark, 
Diddy Kong Racing, and Jet Force 
Gemini, to name but a few.

By 2002, Rare had a back catalogue of 
classic titles to rival almost any 
development studio in the world, but 
despite owning a 49 per cent stake in the 
company, nintendo made no overture to 
purchase the studio. Instead, it was 
Microsoft that swooped in with a 
whopping $375 million to purchase the 
legendary developer outright. 

What followed was a notable decline, 
but Rare looks to be regaining its form, 
and the upcoming Sea of Thieves 
promises more multiplayer guffaws than 
you can shake a tankard of grog at. And 
while it seems unlikely that the studio will 
return to its beloved bear-and-bird duo 
any time soon, a number of Rare alumni 
have picked up the buddy platforming 
torch over at Playtonic Games. Banjo 
may be hibernating, but Yooka-Laylee 
reaped the benefits of the bear and bird’s 
stellar reputation. n

1 Donkey Kong Country
(SNES – 1994)
In 1994, Nintendo did the unthinkable: it handed 
control of one of its most beloved first-party 
properties to a British developer. The result was a 
game of remarkable technical ambition, and Donkey 
Kong Country was one of the first games for a home 
console to make use of pre-rendered 3D graphics. 
What’s more important, it was also boisterous fun, 
and went on to become the second best-selling  
SNES game of all time.

2 Killer Instinct
(SNES, Game Boy, Arcade – 1994)
Rare cemented its reputation for graphical wizardry 
with the launch of this 2D fighting game, which 
presented a cartoonish cast of characters with an 
uncommon sense of heft and physicality. Unlike most 
modern fighting games, many of Killer Instinct’s 
combos were partially automatic, meaning players 
could put down the controller and slurp at some soda 
while their character continued to dole out the 
punch-based punishment.

4 Goldeneye 007
(N64 – 1997)
It might not have been the first to make one, but 
Rare was the company that proved that first-person 
shooters on consoles could be more than just 
tolerably compromised. And while Goldeneye is 
often primarily remembered for its superb 
multiplayer mode, it would be criminal to neglect  
its campaign, and particularly its innovative 
difficulty system that assigned more complex 
objectives to high-level players.

3 Diddy Kong Racing
(N64 – 1997)
Mario Kart may be the series that survived, but Diddy 
Kong Racing was arguably the superior N64 racer, 
offering a joyous mixture of kart drifting, plane flying, 
and hovercraft skimming in one polished package. 
Rare’s effort delivered so much more than just racing, 
too, with its packed hub world to explore and its 
ferociously tough boss races to conquer.

5 Banjo-Tooie
(N64 – 2001)
For its platforming sequel, Rare resurrected the 
many ideas that had been, for one reason or 
another, left on the cutting room floor for 
Banjo-Kazooie, including bigger levels and 
additional player characters. You could almost  
get lost on some levels. What’s more, solving  
certain puzzles required bear and bird to 
temporarily go their separate ways – the poor 
things! A suite of multiplayer modes rounded out 
this diligently refined follow-up.

Studio Spotlight
Remembering Rare’s golden years
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Gruntilda 
Winkybunion

Banjo-Kazooie
(N64 – 1998)

Grunty is a real traditionalist: her 
green skin, that pointy hat, and even 
those pronounced warts all scream 

‘classic witch’. As such, she enjoys 
nothing more than hanging out 

with her two gal pals on a 
blasted heath.

WITCHES
By the pricking of my thumbs, 
something wicked this way comes

D
ouble, double toil and trouble; fire burn, and cauldron 
bubble. No, those aren’t words of some gastronomical 
rap-man with a fondness for old-fashioned cookware 
– what a mad suggestion! – those are the words that 
Shakespeare’s three witches chant as they cook up a 
tasty stew for their good friend, and regicide, Macbeth. 

The play features surely one of the most famous depictions of witchcraft 
in all of recorded history, but a little-known fact is that Macbeth also 
marked the first-ever appearance of the Bellatrix Lestrange character 
(depicted by Shakespeare as a skateboarding owl) who would one day 
shoot to fame as part of the Harry Potter franchise. But it isn’t just 
long-dead Tudor playwrights who love a good occultist – videogames 
have a rich history of recreating witchcraft too. n

Minax
Ultima II: The Revenge 

Of The Enchantress
(PC, Atari ST, MSX, C64 – 1982)

In the original Ultima, Minax has to 
play second fiddle to Mondain. In the 

sequel, however, Minax is in the 
spotlight, and sets to work tangling 

up the space-time continuum 
like an evil bucket of 

ethernet cables.

Six Of The BeST…

kouMe 
and kotake

The Legend Of Zelda:  
Ocarina Of Time

(N64 – 1998)
Known collectively as Twinrova, 
these sorcerous sisters acted as 

surrogate mothers to the villainous 
Ganondorf. Their witchy 

credentials are affirmed by 
their flying brooms.
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Grab Bag
Retro gems from every era

Metal Gear Solid 3: Snake eater
Format PS2  Developer Konami  Released 2005 
A protracted sniper duel against a senior citizen might not sound 
like the perfect set-up for a boss battle, but Naked Snake’s 
confrontation with The End is a highlight of the Metal Gear series. 
You’ll have to stalk this camouflaged codger through dense 
jungle, watching for the glint of his scope at all times. Or you could 
just wait a few days and let extreme old age do the job for you. 

bloody roar
Format PS1, Arcade  Developer Raizing  Released 1998  
Bloody Roar was a perfectly serviceable fighting game, but it was 
the Beast Mode that set it apart, and watching your fighter of 
choice transform into a fearsome animal was always the highlight 
of a match. But while that’s all well and good for Jin Long the tiger 
or Greg the gorilla, the party trick packs a little less punch when 
you’re playing as Bakuryū the mole. 

Hexen: beyond Heretic
Format PC  Developer Raven Software  Released 1995 
The FPS and fantasy genres each enjoy tremendous success 
today, but back in the mid-’90s Raven Software was determined 
to smush the two together. The result was Heretic, and its sequel 
Hexen, each a blend of gothic fantasy and first-person combat 
that made use of id Software’s Doom engine to depict melee 
brawling and glitzy spellcasting in macabre environments. 

Awesome Boss!

Classic Moment!

Remake Request!

Sabrina
Sabrina The Teenage 

Witch: Spellbound
(PC – 1999)

While Melissa Joan Hart provided 
the voice for Sabrina’s gaming debut, 

the character’s gurning visage 
appears to have been provided by 

Microsoft Paint. Hunky Harvey, 
meanwhile, resembles a 

cashew with a quiff.

bayonetta
Bayonetta

(PS3, 360 – 2010)
A form-fitting catsuit made 

entirely from hair is certainly a fierce 
fashion statement, but it’s also 

disgusting at a conceptual level. 
Bayonetta somehow manages to 

pull off the look without 
constantly dry-heaving 

in disgust.

drolta 
tzuenteS

Castlevania: Bloodlines
(Mega Drive – 1994)

Drolta may be a powerful sorceress, 
but the old crone has managed to stay 
humble. A case in point: she uses her 

powers to bring her old chum 
Elizabeth Bartley back to life, 

rather than magicking up 
a sports car.
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L
ook, Minecraft, we’re not saying 
your time is up, but now that Lego 
Worlds is on console, you’re going 
to have to up your blocky-building 
game. Case in point, this original 
Metal Gear Solid build from Bear 

Parker. This is what happens when Kojima meets 
Danish bricks, and it’s amazing. Of course we had to 
catch up with Parker to find out more. 

“For all the incredible videogames I experienced 
through my adolescence, I remember few as fondly as 
Metal Gear Solid,” explains Parker when we ask why he 
chose the franchise that only Kingdom Hearts can rival 
in terms of lore. “I must have been around 10 when my 
mind was blown away by the fourth-wall shattering 
antics of the memory-card-reading Psycho Mantis, the 
entire premise of stealth-related shenanigans, and a 
cinematic structure I thought exclusive to Hollywood – it 
redefined what videogames were capable of. That 
fondness hasn’t diminished over time, and any 
opportunity to reminisce is seized, whether that’s dusting 
off the PS1 and replaying the classic or getting creative 

and conjuring up some of the more famous locales in 
Lego. It also makes up for a rather unfortunate incident 
last year where I lost the majority of my Metal Gear Solid 
memorabilia to a pretty substantial water leak.” Ouch. 

Tanks for the memories
Parker didn’t mean to make a grand level straight away. 
“The initial dock area was originally intended to be more 
a training exercise to learn the controls and other 
building techniques rather than a proper, polished level,” 
he explains. “But by the end of my 20-hour tinker I 
decided to share it to Twitter, and it got such a positive 
response it felt only right to build the subsequent 
section too.” That one press of the PS4 Share button 
ended up being seriously time-consuming, as Parker 
settled down to build the rest of the area, complete with 
crates, crawl spaces, and, yes, the Hind-D. 

“The helipad was a labour of love that spanned an 
entire weekend, and a few late evenings, costing in 
excess of 50 hours,” he says. “There’s a surprising 
amount of detail outside of the general level layout, and 
ensuring the shape, size, and placement of all those 
elements co-ordinated to form Shadow Moses was 

surprisingly tricky. I was quite obsessive about ensuring I 
respected the source material as much as possible; 
utilising pixel art to give otherwise-flat elements depth, 
using different shades of grey on the helipad to mimic 
old and worn paint, even sculpting the surrounding 
mountains to make the overall build look more organic 
– it all added a few extra hours to the overall build time.”

Parker wanted to make sure that the scale of 
everything was right, and that meant serious time was 
taken just to make things are the right size in relation to 
his little yellow hero. “The Hind-D took me ages,” he 
admits. “It was a combination of diagonal and curved 
elements that had to resemble the Russian gunship in 
detail whilst fitting on a helipad I’d already built – no easy 

Snaaaaake! With Lego Worlds out now on console, 
we follow Bear Parker through a vent and into his 
incredible Metal Gear Solid build Parker has fond memories of playing MGS dozens of 

times with his brother. Good. We’re not alone.

Parker’s YouTube video includes the original 
PlayStation start-up visuals and sounds. Chills!

“I was quIte 
obsessIve about 
respectIng the 
source materIal”

DuCk anD  
(briCk) roll
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Choose your faCe 
What better way to cleanse 
your skin than with something 
made from squeezing Pokémon. 
Maybe...  So no Pikachu were 
harmed in the making of the 
TonyMoly skincare range but 
you can make your face feel 
really soft. There’s even a 
Charmander version for 

brightening dull skin, 
and a hydrating 

Squirtle version.

forking good
Japanese 
maker of Cup 

Noodle, Nissin, 
does a range of 

tasty Final Fantasy 
noodles – but nothing 

can beat a giant weapon sized 
fork sword for when standard 
chopsticks just won’t do. No, of 
course you won’t look utterly 
ridiculous armed with this. 
Bonus noodle damage!

sCenT from hell
Because you’ve 
always wanted to 
smell like death. 
Capcom actually 
released a T-Virus 
aftershave last 
year in Japan, 
complete with 
hideous Umbrella zombie box, 
and a bottle adorned with a 
DNA strand. We don’t know 
what it smells like, but it’s 
definitely one for splashing 
about on date night, right?

He didn’t keep an exact count of how much virtual Lego he used, but given that it takes 80 Lego blocks to  
create each crate, Parker reckons the build is in excess of 30,000 bricks.

As much as he loves his own build, Parker’s favourite 
Lego game is Lego Dimensions. Traitor.

What started as a mere test of how to use Lego Worlds 
has now cost Parker more than 50 hours.

feat. I lost count of the numerous iterations I 
constructed and dismantled but it was easily a few 
dozen – it was a pretty momentous moment when I 
finally had a build I was even remotely happy with.”

Crate expectations 
And his favourite part of the build? 
The crates? The helicopter? The 
helipad, perhaps? “I think my 
favourite section has to be the 
warehouse door!” Parker enthuses. 
“The revelation that I could use 
individual Lego blocks to conjure 
something akin to pixel art and craft 
an otherwise flat object with 
perceived depth was pretty ace. It’s 
definitely a technique I intend to use 
for future builds.” When it comes to 
secrets, there’s a rather big one in 
there but Parker says he’ll have to return to the build 
before he shows it off. “It’s less an easter egg and more 
the hidden remains of my laziness, but there’s a partially 
built Metal Gear Rex a short distance from the helipad 

area,” he admits. “I’m very tempted to return and finish it, 
but it’ll require me to invest quite a bit of time.”

His previous work has included an impressive 
Minecraft Simpsons Springfield build, but Parker enjoys 

the customisation options in Lego 
Worlds. “I lack the mathematical 
mindset to ever make my own 
game so when a videogame offers 
me the tools to get creative I lunge 
at the opportunity,” he says. “The 
creation tools in Lego Worlds are 
pretty robust, so rustling up funky 
things is relatively easy. You have 
a library of pre-built objects as well 
as individual bricks, so using a 
combination of the two means 
anyone can conjure something 
really impressive.

Parker isn’t revealing what he’s 
currently working on – “I’ve been busying away on a 
brand new build…” – but he hasn’t ruled out going back 
to Shadow Moses. After all, unlike Snake, no-one should 
put these Lego bricks back in their box.  n Louise Blain

Check out the full video in 
action, complete with adorable 

angry Snake, on Parker’s 
YouTube channel here:  

http://bit.ly/gmmetalgearlego
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dark souls III 
PS4 / XO / PC
Weighty, impactful combat in a bleak, unforgiving 
world. There are few satisfactions in gaming 
greater than besting its brutal bosses.

overwatch 
PS4 / XO / PC 
Colourful characters and slick shooting make this 
multiplayer FPS from the makers of World Of 
Warcraft utterly irresistible. 

the last of us 
PS4 / PS3
Naughty Dog’s greatest triumph yet: the dark and 
truly cinematic tale of Joel and Ellie, two 
survivors in a dying world. 

uncharted 4: a thIef’s end 
PS4
An incredible end to one of the most spectacular 
series around, seeing Nathan Drake off in style. 
Perhaps the best-looking game ever made.
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game
guIde

the legend of zelda: breath of the wIld  
Switch / Wii U

Nintendo casually revolutionises the open-world genre with perhaps the best launch  
title ever. Explore, fight, and cook your way across Hyrule.

the wItcher 3: wIld hunt 
PS4 / XO / PC

An unbelievably vast fantasy world, where grim adventure – and brilliantly mature, 
engaging storytelling – lurks around every corner. 

grand theft auto v 
PS4 / XO / PC / PS3 / 360

         Rockstar’s most detailed, immersive cityscape yet serves as the backdrop for a 
brilliantly explosive, multi-layered crime saga.

54
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our definitive list of 
the best games to play 

right now
Not sure which games to grab? Trust 
the experts (that’s us) to shine a light 

of clarity through your fog of 
confusion. over this spread you’ll find 

Gamesmaster’s 100 per cent 
scientifically accurate and indisputable 
list of the greatest games on modern 
machines – updated monthly – as well 
as the top five most vital exclusives on 
each of the major platforms. pick one 

of these up and, buddy, you’re going to 
have yourself a good time.
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1  the last of us remastered

2  uncharted 4: a thIef’s end

3  horIzon: zero dawn

4  JourneY

5  bloodborne

1  halo 5: guardIans

2  forza horIzon 3

3  kalImba

4  Quantum break

5  gears of war 4

1  total war: warhammer
2  guIld wars 2

3  dota 2

4  the sIms 4

5  crusader kIngs 2

1  hearthstone

2  devIce 6

3  80 daYs

4  sorcerY 4

5  monument valleY

horIzon: zero dawn 
PS4
A truly unique vision from the creators of 
Killzone. Primitive humans hunt robotic beasts 
across a beautiful wilderness. 

xcom 2 
PS4 / XO / PC 
A turn-based strategy masterpiece that doesn’t 
pull its punches. Try not to get too attached to 
your soldiers, eh?

persona 5 
PS4 / PS3
The greatest JRPG on current-gen – a stylish, 
rebellious story of teenage fury and surreal 
journeys into your enemies’ minds.
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pokémon sun and moon 
3DS
Nintendo’s collect-a-thon at its very best, with a 
charming monster roster and a beautiful island 
setting. Sunshine in a cartridge. 

towerfall ascensIon 
PS4 / XO / PC / PS Vita 
Nothing else on current-gen comes close to 
matching this gem for local multiplayer action. 
Still a regular lunchtime distraction in our office.

metal gear solId v: 
the phantom paIn 
PS4 / XO / PC / PS3 / 360
Hideo Kojima’s last hurrah brings open-world 
action to the revered series.

11 12 13

dota 2 
PC
A strange and intimidating beast – but take the 
time to learn its secrets and you’ll find a game of 
incredible tactical depth and variety. 

InsIde 
PS4 / XO / PC
The shadowy, fascinating follow-up to Limbo, 
taking you on a perilous adventure across a 
surreal and terrifying world. 

hearthstone 
PC / Mobile
Blizzard achieves the once-impossible – making 
deck-building CCGs accessible to all. Prepare to 
lose all your free time in 15-minute chunks. 

14 1615

devIce 6 
Mobile
This mysterious and engrossing text-based 
mystery adventure is perfectly suited to carrying 
around in your pocket. 

bloodborne 
PS4
Dark Souls’ more agile cousin, tighter and faster 
but no less punishing, in a world of gothic horror 
and Lovecraftian nightmares.

battlefIeld 1 
PS4 / XO / PC
The Great War serves as a rich historical backdrop 
for this epic multiplayer FPS. You can shoot down 
zeppelins – what more do you need to know?

17 1918

doom 
PS4 / XO / PC
A nostalgic reimagining that proves so much 
better than it has any right to be. Hyperspeed 
hyperviolence in the depths of Hell. 

total war: warhammer 
PC
The tabletop game comes to life in this definitive 
strategy game. Manage your empire and lead 
your armies into huge, epic battles. 

tales from the borderlands 
PS4 / XO / PC / PS3 / 360 / Mobile
Telltale’s formula at its very best – witty, exciting, 
and packed with unforgettable characters. Don’t 
be put off by the setting. 

destInY 
PS4 / XO / PC
Despite a rocky launch, the Destiny of today is an 
exciting, engaging shooter MMO, packed with 
content from its many expansions. 

tItanfall 2 
PS4 / XO / PC
Blisteringly fast-paced multiplayer and a 
fantastically inventive single-player campaign 
make this quite the package. 

halo 5: guardIans  
XO
Master Chief’s adventures are more spectacular 
than ever – and new multiplayer modes layer 
fresh depth onto online play. 
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1  pokémon sun and moon

2  fIre emblem fates

3  anImal crossIng: new leaf

4  monster hunter generatIons

5  the legend of zelda: a lInk 

between worlds

the top 
exclusIves
The five best for each console

1  the legend of zelda:  

breath of the wIld

2  marIo kart 8 deluxe

3  snIpperclIps

4  fast rmx

5  kamIko
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