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Oscar Taylor-Kent
GAMES EDITOR
Oscar either loves RPGs, 
or unicorns and saucy bath 
times. We think we know 
the real reason he’s played 
so much of The Witcher 3.  

GAME OF THE MONTH
Persona Dancing
MOST PLAYED PS4 GAME
The Witcher 3 (91 hours)

Miriam McDonald
OPERATIONS EDITOR
Meanwhile down on the 
farm Mim’s been milking, 
seeding, and dating. A lot. 
no wonder we’ve not ‘herd’ 
from her in ages.
 
GAME OF THE MONTH
Subnautica
MOST PLAYED PS4 GAME
Stardew Valley (314 hours)

Jess Kinghorn
STAFF WRITER
101 hours of Persona 5 
and Jess hasn’t even 
finished it yet. Thank 
goodness our school days 
didn’t last this long.

GAME OF THE MONTH
The Council
MOST PLAYED PS4 GAME
Persona 5 (101 hours)

Milford Coppock
MANAGING ART EDITOR
“I think I left the game on 
pause and went to the pub,” 
explains Milf of his incredible 
319 hours of MGSV.

GAME OF THE MONTH
Subnautica
MOST PLAYED PS4 GAME
Metal Gear Solid V: The 
Phantom Pain (319 hours)

T H I S MON T H ’ S E X T E N D ED T I M E P L AY E RS

GAME OF THE MONTH
Just Cause 4
MOST PLAYED PS4 GAME
PES 2017 (318 hours)

“IT’S CLEAR
THAT 2019 IS
SHAPING INTO
A GREAT YEAR
FOR SHOOTERS.”

As we go hands-on with The Division 2, 
Metro Exodus, and Rage 2 this issue, 
it’s clear that 2019 is shaping into a 

great year for shooters. All three games 
are aiming to add more depth to the genre; 
you can read my impressions of this issue’s 
cover game on p48, while Jess enters the 
deserts of Russia on p32, and Oscar takes  
a closer look at the world Id Software and 
Avalanche are building on p62.

If shooters aren’t your thing then turn  
to this issue’s Big 10, starting on p6, to 
discover the kind of variety PS4 is known 
for. Leading the way is Crash Team Racing 
Nitro-Fueled, a remake of the classic 
Naughty Dog kart racer from 1999. 

Looking deeper into the issue we turn  
the clock back some more and chat with 
legendary Tekken developer Katsuhiro 
Harada about the importance of classic 
fighter Tekken 3 and the game’s legacy. 
Then and now, we’ve got it covered.

Ian Dean
EDITOR
opm@futurenet.com
@IanDean4
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decals & poster
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THE QUIRKY WORLD 
DESIGN FROM THE 
PLATFORMERS 
TRANSLATES WELL INTO 
THRILLING TRACKS.
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TheBig10
STORIES EVERYONE’S TALKING ABOUT

01
While we 
loved the 
nostalgia trip 
Vicarious 
Visions’ 
brilliant  
Crash 
Bandicoot 

N.Sane Trilogy took us on in 2017, it 
felt like a little something was 
missing. Back in PS1’s glory days, 
the Crash saga wasn’t truly 
complete without Crash Team Racing 
– and happily that game is now 
getting its own remake, courtesy of 
the steady hands over at Beenox.

In 1999 a lot of us spent many a 
day racing against our friends and 
family on Crash’s crazy tracks, 
pitting the speed of Tiny Tiger 
against the precision of Polar. The 
quirky world design from the 
platformers translated well into 
thrilling track designs; things like the 
Aku-Aku shield and – of course – the 
abundance of crates made for some 
great power-ups, and the presence 
of a deep-feeling single-player story 
mode really made the experience 
feel like it had the edge on the kart 

racing competition. Even on PS1 it 
was quite the Bandicoot-sized 
package, but things are getting an 
even stronger fuel injection in the 
Nitro-Fueled remaster.

 
DREAM MACHINE
“I was a huge fan of the Crash 
Bandicoot series at the time, so you 
can imagine my excitement when I 
heard a brand-new kart racing game 
starring Crash was coming out!” 
shares Thomas Wilson, Beenox’s 
creative director, on the PlayStation 
blog, remembering when the original 
came out. For him, his team being 
asked to handle this remake was a 
dream come true. “Fast forward 
many years. Our studio gets the 
proposition, ‘How would you guys 
feel about remastering CTR?’ I 
remember pausing for a second. 
And then I blurted out: ‘You’re 
kidding, right?’”

The team behind the early 2010s 
Spider-Man games such as the 
beloved Shattered Dimensions, 
Beenox might not necessarily seem 
the obvious choice for Crash Team 
Racing Nitro-Fueled. But its games 

A kart Crash we 
just can’t look 
away from

Crash Team Racing Nitro-Fueled  
pimps the Bandicoot’s ride on PS4

10 A NEW AGE
Dragon Age 4? We expect questions.

12 GET OVER HERE
Mortal Kombat 11 is even more brutal.

18 OFF THE BEATEN PATH
Loved Abzû? The Pathless is for you.

Few games transport 
us back to the joys of 
playing on PS1 quite 
like the first CTR.
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have often had a certain amount of 
cartoon vibrancy, and the company 
had a hand in creating some of the 
Skylanders games, including 
Skylanders: SuperChargers, where it 
took charge of the racing sections. 
That experience, and the studio’s 
love for the original Crash Team 
Racing, are visible in how full of life 
the remade tracks look in Crash 
Team Racing Nitro-Fueled.

 
CRASH COURSE 
“We established very early on that 
we wanted Crash Team Racing  
Nitro-Fueled to be brimming with 
personality both from an 
environmental and character 
standpoint,” says Wilson. The remade 
locations are teeming with detail, 
from temples surrounded by lush 
vegetation to neon-lit, graffiti-
sprayed metal walls to wrecked 
sailing ships, and the character 
animations are full of little quirks 
that bring them to life. The PS1 
game was a leader in that regard, 
and Beenox is taking full adavantage 
of the current gen’s greater 
capabilities to make sure this 
remake continues to lead the pack. 

But the team members aren’t 
going hog wild and doing whatever 
they want with the game. As fans of 
the original game, they want to 
capture its magic in full. “Whatever 
improvements or bells and whistles 
we were going to add, we needed to 

be authentic to the inspiration of the
original experience,” says Wilson. 
After all, Crash Team Racing is one
of those magical retro gems that still
sparkles every time you dig it out. 
“We’re spending a tremendous 
amount of time making sure it’s the
same great racing experience that
fans remember with a level of polish
that could only be achieved by 
today’s standards.”

So far it’s not entirely clear how
much new content Beenox will be 
adding to the game, but making such
a faithful remake is work enough, 
especially with the sort of luxurious
detail that pops out of every second
of the action we’ve seen so far. While
it will still have the same local 
multiplayer options as it first did (a
welcome rare inclusion these days),
it will introduce a brand-new online
mode so you can race with people 
from around the world. That alone is
a big enough addition to the Crash
Team Racing experience to make us
tingle with anticipation. With a fully
featured single-player adventure 
mode, and the option to test our 
mettle again and again online, Crash

Team Racing Nitro-Fueled is sure to
be something we can keep coming
back to for some time.

CLASSIC CARS
Nitro-Fueled is releasing on 21 June,
nearly 20 years since Crash Team
Racing came out – which is a
landmark achievement in and of
itself. The original PlayStation helped
to birth many great series that have
remained dear for such a long time,
and to see those still being
celebrated is truly something special.

While PlayStation has always been
home to fantastic mature
experiences, it’s also a family-
friendly platform, and Nitro-Fueled
looks like exemplifying that aspect.
Few series offer the colour and
vibrancy of Crash, and it’s going to
be great to introduce a fresh wave
of gamers to one of our favourite
kart racers – lovingly recreated with
all the modern benefits of PS4. From
your nan to your nephew, they’re in
for a treat. But now we’re beyond
just sharing that experience with
friends and family coming over to
our house. With online competition,
and the a the return of split-screen
couch-play, we can all experience
Crash Team Racing Nitro-Fueled
together in a way that wouldn’t have
been possible before now.

WE NEEDED TO BE
AUTHENTIC TO THE
INSPIRATION OF THE
ORIGINAL EXPERIENCE.

 We wouldn’t normally bet on someone 
called Crash to win a race…

 Look at his face, Crash is having an 
amazing time. And so will we.

CTR Nitro-Fueled is coming 21 June.
Excited? Let us know @OPM_UK.

KEEPING TRACK
The original CTR was filled with plenty 
of content. “There was nothing like it 
at the time. The amount of time I spent 
playing that game!” reminisces  
Thomas Wilson, Beenox’s creative 
director, on the PlayStation blog.

From snow-covered 
courses to underwater 
temples, tracks are varied.
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 As much as we loved the original, the detail in the characters and environments makes us suspect we’re going to love this remake even more.

Smash a crate, get a 
thing. It’s simple, and it 
means picking up an item 
always feels brilliant.

How darn cute does 
Pura the tiger cub look 
on PS4? Can’t wait to 
hit him with a missile…
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02
This new sci-fi RPG 
from Obsidian 
wears its Fallout 
influence on its 
sleeve. Members of 
the development 

team served key roles in making that 
selfsame post-apocalyptic RPG 
series, so it’s fair enough. In a way
they knitted that 
sleeve, and the 
whole jumper, 
themselves. 

This project is 
co-directed by Tim
Cain and Leonard 
Boyarsky, who 
created Fallout in 1997. The Outer
Worlds’ developer, Obsidian, made 
Fallout: New Vegas, as well as some 
other great RPGs, including Alpha 
Protocol and Pillars Of Eternity. 

There’s a reason so many people 
still hold up New Vegas as the best in 

the Fallout series – it captured so 
much of what people loved about the 
games: a post-apocalyptic sci-fi 
setting, plenty of dashes of dark 
humour, and the ability to approach 
situations your own way. You could 
properly roleplay a character if  
you wanted to.

It’s easy to see, then, why 
creating The Outer 
Worlds is such a 
natural step for 
the devs. While 
what we’ve seen  
to date has more 
of a B-movie  
science fiction 

aesthetic, these outer planets have a 
similar ‘early settler’ vibe to Fallout’s 
post-nuclear America, and there’s a 
great sense of humour in this 
first-person RPG adventure. In it, 
settlers on the newly colonised 
planets find their lives controlled by 

big mega-corporations, and your 
character, revived from a cryo-sleep 
gone wrong, is thrown into the midst 
of things as an outsider.

FALLING OUT
Essentially your role is to visit alien 
planets alongside your crew, helping 
people out along the way. These 
worlds are harsh, but humour in the 
way you can interact with people in 
dialogue trees (theorising that a 
distress call might be a “wrong 
number”, for example), in the quests 
(such as a toothpaste experiment 
gone wrong), and the world design 
(a sign reads “Auntie Biotics”) all 
helps to lighten things. It’s not taking 
itself too seriously, and that’s great 
when so many other games do. 
Given Obsidian’s track record, could 
we expect anything less?

For the most part your 
exploration involves pointing guns at 

Settle problems in 
The Outer Worlds

New RPG from Fallout creators and Obsidian is out there

THERE’S A 
GREAT SENSE OF 
DARK HUMOUR IN 
ITS DESIGN.

This is no brown 
wasteland. The vibrant 
alien environments make 
us want to see it all!

team talk
“With messages that 
The Outer Worlds 
is from the original 
Fallout creators and 
the developers of 
Fallout: New Vegas, 
Obsidian’s not being 
subtle. Essentially this 
is a (*cough*) new 
New Vegas. As that 
was one of the best 
RPGs of the last gen,  
I couldn’t be happier  
to see this.”

Oscar Taylor-Kent
Games editor
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things and shooting them. You can 
use a Tactical Time Dilation power-up 
both to slow down time and to 
increase damage, which decreases 
faster when taking action, allowing 
for some thought.

Stats and numbers are, of course, 
present, and factor into the 
numerous and branching dialogue 
trees we’ve seen so far. Your crew 
members will even affect some of 
your stats and buffs, meaning you 
should be able to fall back on your 
pals’ skills if you suck in a particular 
area. These companions have their 
own missions and stories.

If you’ve got an itch to play a fun 
and colourful sci-fi RPG, a new take 
on the likes of Fallout and Mass 
Effect, then Obsidian is gearing up to 
give it a good scratch.

 Stay tuned for more, and take a look at 
the reveal yourself here: bit.ly/towtrailer.

We suspect you have many, many questions

BioWare raises 
The Dread Wolf

TRESPASS AGAINST
If you’ve only played the 
main game in Dragon Age: 
Inquisition, you’ve missed out 
on huge story beats. Final DLC 
The Trespasser had a massive 
reveal for this sequel.

Not just a pretty 
picture, this mural 
reveals a few clues 
about the new game.

03
Nobody expects the 
inquisition, but 
Dragon Age fans 
were wondering if 
they should expect 
a followup to 

Dragon Age: Inquisition at all given 
BioWare’s silence about the series 
since 2014. It still hasn’t explicitly 
announced a game by that title, but
we have received 
a mysterious 
tease of a Dragon
Age project, 
accompanied by 
the text “The 
Dread Wolf Rises”.

“We have been 
working on a new 
Dragon Age game
for quite a while now,” shares the
game’s executive producer, Mike 
Darrah, in a BioWare blog post about 
the teaser. “We have been building a 
new team around a core of Dragon 
Age veterans […] While I have been 
focused on Anthem, the rest of the 
team has been hard at work 
exploring ways to push BioWare’s 
storytelling to the next level.” You can 
expect then, that this new project 

will be a fully featured instalment in 
the Dragon Age story, and where 
Anthem melds BioWare narrative 
with Destiny-like shooting and 
mission structure, this Dragon Age 
is going to be a new chapter for 
BioWare’s renowned storytelling.

All we have so far is a mural, the 
knowledge that the Dread Wolf is 
rising, and a piece of spoken 

dialogue: “So, 
you’ve found me 
at last. I suspect 
you have 
questions.” That 
line is straight 
from Inquisition’s 
final piece of DLC, 
where a massive 
twist revealed 

that a character who’d been around 
the whole time was tied into a key 
piece of Dragon Age mythology 
about… you guessed it, the Dread 
Wolf. It’s unclear how this could 
progress in Dragon Age 4, but it’s 
going to be a big culmination – a 
fiery payoff for fans of the mythos.

WE HAVE BEEN 
BUILDING A NEW 
TEAM AROUND A 
CORE OF DRAGON 
AGE VETERANS.

 BioWare discusses the teaser and the 
project on its blog at bit.ly/dreadwolf.



DARK RAIDEN 
PULLS A PIKE; 
SCORPION DRAWS  
A SWORD.
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04
Has there
ever been a
more violent
reveal trailer
than Mortal
Kombat 11’s
bloody brutal
two-and-a-

half minutes of slicing and dicing?
Somewhere even The Last Of Us’
Ellie is reaching for the sick bucket.

Billed as a return to the series’
gory heyday, Mortal Kombat 11 will
again feature a cinematic narrative
mode, which follows on directly from
Mortal Kombat X; Dark Raiden is on
the warpath and so many bones are
going to be broken across time.

The trailer is full of hints as to how
this latest iteration of the game will
play. Dark Raiden pulls a pike from
the scenery, teasing more
interactive stages. Scorpion draws a
sword, suggesting stance changes.
The pair deliver fatal blows – a
broken chest bone, gouged eyes,
electrocution, stabbings – but keep
on brawling, backed by 21 Savage’s
song Immortal. We’re getting a
‘Groundhog Day’ vibe from this entry,

Mortal Kombat
turns it up to 11

NetherRealm’s brawler ups the gore quota

 Mortal Kombat 11 will be released 23 
April. More details at mortalkombat.com.

 Scorpion’s face mask is smashed – will 
we get destructible armour this time round?

and that feeling is supported by the 
tease of a brand-new character 
caressing a giant hourglass.

KUSTOM KARACTERS
Lifting ideas from dev NetherRealm 
Studios’ massively successful 
Injustice 2, the new Mortal Kombat 
features a deep crafting setup, 
called the Custom Character 
Variation System. You’re able to 
personalise any character from the 
game’s roster of classic and new 
fighters, adding your own twists and 
touches to make your fighter stand 
out online. We expect an XP and 
lootbox system similar to the one 
that made Injustice 2 so essential to 
make its way into Mortal Kombat 11.

“Our Custom Character Variation 
System opens up an infinite amount 
of options for players to personalise 
their favourite fighters,” commented 
creative director Ed Boon.

Pre-orders are available now, and 
if you sign up you’ll get Shao Kahn at 
launch and access to the beta.

SAVAGE TUNES
Mortal Kombat features an original 

music track by multi-platinum 
selling rapper 21 Savage, called 

Immortal. The song debuted 
over the reveal trailer to a mixed 

response from the MK community.

  A cut above the rest? MK11 teases 
more gore than previous games.
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05
Theoriginal
creator of
Assassin’s
Creed, Patrice
Désilets, is back
on PlayStation 4

with Ancestors: The Humankind
Odyssey. This epic casts you as
the leader of an hominid clan in
Neogene Africa; how your species
evolves over millions of years will
depend on your choices. The
game is based on three ideas:
evolution, discovery, and survival.
As you explore the world you’ll
learn new skills and abilities,

which can be passed on to the
next generation of your clan.
Now the creative director of
Panache Digital Games, Désilets
says: “Wewant to give an
experience no player has ever
lived before. Our small teamwill
always seek to push the
boundaries of what our medium
is. The very early evolution of the
humankind is an ambitious, truly
immersive, and exclusive setting
that will delight gamers.”

Revealed: PS4’s
biggest game…
Ancestors will last millions of years

 Released this year, Ancestors will 
be published by Take-Two Interactive. 

the big shot
eagle-eyed analysis 

You need to develop new 
tools and weapons to hunt 
for food and defend your 
clan from attacks.

Evolve your clan from one 
generation to another in 
order to adapt and survive 
any new threats. 
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number game
we do the maths

158,000
Words in the new (but not final) Final 
Fantasy lore book, available now. 

100
Size in mm of the new Totaku 
Bloodborne Hunter figure.

07
Extra gifts packed inside the 
PlayStation Classic Collector’s Bundle.

5,000
Jak And Daxter: The Precursor  
Legacy physical editions released.

50
New games added to PS Now in 
December, including For Honor.

236
Months between Crash Team Racing 
releasing on PlayStation and PS4. 

10 million
New lifetime sales of Monster Hunter: 
World – everyone’s playing it!

Neogene Africa is a vast, 
mixed environment filled 
with dangerous animals – 
but it’s beautiful too.

Africa will change with 
each version of your clan, 
spanning from ten million 
to two million years ago.

You’ll play the leader of 
a clan of hominids. How 
you behave and learn will 
affect the clan’s evolution.
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Japan’s Sengoku
period has
provided the
backdrop to some
great games in
recent years,

including the Sony-published Nioh
and the forthcoming Sekiro. But the
supernatural
hack-and-slash
Onimusha: 
Warlords did it in
style back in 2001,
as we can 
rediscover  
in a brand-new
remaster, out
this month.

“The Sengoku period is popular in 
Japan too, not just in games but also 
manga, anime, and so on,” Takayuki 

Hama tells us. The producer on this
remaster, his history with Capcom
goes all the way back to the original
games, and its sister series
Resident Evil. We’re talking about the
popularity of the Sengoku era – a
bloody period in Japanese history
when there was constant warring

between smaller
states. “There are
a lot of works
coming out set in
that period, so
perhaps the
influence of those
creations has
spread globally and

influenced other creators.”
There’s definitely an allure to the 

Sengoku era; tales of great battles, 
heroism, and betrayals have global 

appeal. It’s the perfect setting for the 
supernatural elements of Onimusha, 
where there is so much death. But 
there’s a beauty to the period too, 
which Onimusha captures, as 
perfectly demonstrated in the 
artwork above – a rare piece from 
Onimusha’s development that’s been 
shared with us for the first time 
outside of Japan.

WARRING STATES
Hama thinks that part of the series’ 
lasting appeal is how unabashedly 
Japanese it is. “I would say it makes 
it more appealing – those who are 
familiar with the Japanese style of 
design will find it a positive, while 
those who aren’t have got so much 
to discover!” he says. “Having 
something that piques your curiosity 

IT FELT LIKE
A GOOD TIME
TO BRING BACK
ONE OF THE
MASTERPIECES.

The Onimusha: Warlords producer digs up the past

This artwork, revealed 
outside of Japan for the 
first time, captures the 
supernatural Sengoku 
aesthetic perfectly.

dev talk
“I think the appealing 
characters set in a 
unique, darker take  
on a Japanese-themed 
world are what has 
made the series  
so enduring.”

Takayuki Hama
Producer,  
Onimusha: Warlords

Takayuki Hama 
revisits history
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is a great thing to have in a game.”
There’s definitely a lot newcomers to
the country’s history can learn.
“I think that there is a certain
consistency to the historical setting
which means that the only way to
bring something new to it is to
change your interpretation or
perspective on it, but doing so can
make it less universal and potentially
make you subject to negativity. It’s a
hard thing to incorporate into a
game’s design,” Hama-san says
when we ask about using historical
settings, saying it can be important.
“When youmake a game based in a
historical setting you have to do a lot
of work to get the world right, and
that tends to lead to an increase in
the quality of the finished game.”

FUTURE PAST
“Speaking generally, I think that
modern technology allows us to
bring an 18-year-old game to
players today in a way which lets
them appreciate the quality of the
original game and see that it shines
through,” says Hama-san when we
get talking about the importance of
remasters and remakes. The issue
is partially one of preserving a
classic and continuing a legacy, but
it also shows the core design
principles behind some of these
older games still pack a lot of bite.
“There were several reasons,”
Hama-san tells us when we ask why
nowwas the time to bring back the
first Onimusha. “But one big one was

that the popularity of games in this
genre are on the rise, so it felt like a
good time to bring back one of the
masterpieces of the genre.” It’s true
– Onimusha is a masterpiece, and of
late Capcom has beenmaking its
portfolio stronger than ever.
Monster Hunter: World and Resident
Evil VII were some of the strongest
titles in their respective series, and
Devil May Cry V is bringing back
Capcom’s hack-and-slash legacy in a
big way. The first Onimusha came
out in 2001 in Japan, and we haven’t
had another mainline game since
2006. It’s time another katana stab
was taken at it.
Finally we have to ask Hama-san if
theremight bemore Onimusha on
the horizon if the remaster does
well. The remaster’s producer
teases: “If there is a lot of demand
from fans, the possibility isn’t zero!”

The Onimusha: Warlords remaster is
out now on the PlayStation Store.

There’s no evidence tentacle samurai really existed, nor that they didn’t.

The Resident Evil influence is laid bare
in the panic-inducing camera angles.

info patches
update your brain

BACK FROM THE DEAD
News of industry layoffs is always sad; game
devs work hard. When Telltale closed, its
game The Walking Dead: The Final Season
was two episodes into its five. We’re happy to
hear Skybound Entertainment stepped in to
get core Telltale staff to return and finish it,
and Episode 3 is now available.

PASSING JUDGMENT
The previously-codenamed Project Judge has
been officially named Judgment, and given
an English-voiced story trailer. It’s from the
same dev as Yakuza, which has remained
undubbed since the first game. Join detective
Takayuki Yagami as he hunts an eye-stealing
serial killer targeting criminals.

A DAUNTING TASK
Free-to-play Monster Hunter-alike Dauntless 
is heading to PS4 in April 2019. With the world 
torn apart, slayers come together to fight 
large behemoths (should it have been called 
Behemoth Slayer?). Loot from kills can be 
used to upgrade your kit, and you can squad 
up with other slayers to take down big beasts.

ANCIENT VIRUS
The idea for Onimusha came 

about back in 1997 when 
Capcom kicked around the 

idea for “Sengoku Biohazard” 
– a historical Resident Evil 
set in a tricky ninja house.
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Like Abzû, Giant
Squid’s new game,
The Pathless,
is a beautiful
exploration of
nature wrapped in

some of the best animation we’ve
yet seen on PS4; the lead
character’s elegant movement is
reminiscent of Disney at its best.

As The Hunter you venture to a
mystical island to banish a curse 
that has the world in its grip. It’s a 
simple setup that will lead into an 
evocative journey as you explore 
the misty forests and ancient, 
ruined temples that litter the 
landscape. The way you stalk the 
island’s corrupted creatures lends 
an air of Shadow Of The Colossus 
to The Pathless. Defeating them – 
we’ve seen giant stags, a three-
headed dragon, and what can only 
be described as a fiery, horned 
horse – frees their spirits and 
weakens the curse’s grip. 

EAGLE-EYED
Aiding you on the hunt is a newly 
befriended eagle. Over the course 
of the game you’ll build a bond 
with this bird of prey. In the reveal 
trailer we see how the ninja-like 
Hunter can hang from the bird’s 
talons to glide great distances, as 
well as seeing through the eagle’s 
eyes to spot targets in the world. 

In motion The Pathless looks
absolutely stunning, and clearly 
shares a design aesthetic with 
Abzû and Journey – Matt Nava, 
the studio’s founder, also worked 
on the latter PS4 classic. We 
particularly love the recurring 
archery symbols, such 
as imaginative creatures 

with targets for eyes – that appear 
in the world.

Subtle, beautiful, allegorical
gaming and you get to run through
a fantastical forest with a pet
eagle: we can’t wait to take to
these paths less travelled.

Team Abzû is on the right path

THERE’S AN AIR  
OF SHADOW OF  
THE COLOSSUS TO  
THE PATHLESS.

 Check out The Pathless’ latest trailer 
online at bit.ly/the_pathless_pm.

Giant Squid elegantly follows up on PS4’s watery wonder

018

 After Assassin’s Creed, it seems 
all-seeing eagles are in vogue.
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PlayStation 
voices
the month in 
mouthing off

“There is no way 
the helmet is the 
actual head of 
Pyramid Head.” 
Former Silent 
Hill art director 
Masahiro Ito  
puts an 
old theory 
to rest.

“Argento’s 
Suspiria gave 
me a trauma in 
my childhood 
and that 
wound led me 
to the world 
of creativity.” 
Hideo Kojima 
reflects.

David Jaffe  
sums up what 

we all felt about 
Cory Barlog’s 

return of 
Kratos: “I love 

that damn 
man and 

you saved 
his life.” 

Will Iceborne draw you back into the
World? Let us know on Twitter @opm_uk.

08
A year on from the
release of Monster
Hunter: World,
the hype doesn’t
look to be abating
any time soon.

Capcom is hitting January running
with news that Geralt Of Rivia will
be heading to the New World. (He’s
getting everywhere right now.)

Capcom is working with CD
Projekt Red to incorporate The
Witcher 3’s RPG features into

Monster Hunter: World, for a unique
new take on the insanely good
creature-trapping series – as long
as Geralt keeps his bloodied mitts
off our Palico, we’re happy.

Bigger news, however, is
Capcom’s reveal of Monster Hunter:
World – Iceborne. This major
expansion is the first grand-scale
shakeup of the online co-op game
since its launch. It will feature a new
narrative that picks up where the
main game’s story ended, offering
us a series of quests across what
looks like an icy island.

It goes without saying that
Iceborne will feature new quest
ranks, beautifully imaginative frozen
environments, wintry-themed
monsters, fresh moves to master,
and gear to craft.

If you’ve faded from Monster
Hunter: World, 2019 is the year to
get back in the hunt.

 Geralt’s DLC will tease the larger 
Iceborne expansion coming later this year.

The hunt just  
became wilder

Monster Hunter: World lines up a new expansion

GOOD TIMES
To celebrate the anniversary of 
Monster Hunter: World, there’s a 
new event happening this month. 
The Appreciation Fest will feature 
new quests, equipment, and 
party-themed items.

Geralt Of Rivia is 
coming to Monster 
Hunter: World!
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Plan your big move by watching the
Moving Out trailer at: bit.ly/motrailer.

The idea of a soggy sofa makes us
more anxious than any shooter could.

09
Videogames are
fun. Moving house
is not fun. But what
if moving out was a
videogame? Rather
than the result

being decidedly neutral, it looks like
gaming is, in fact, so overwhelmingly
enjoyable that it’s going to make the
task a blast when SMG Studios’
Moving Out releases in 2019.

Echoing the sort of zany
physics-based fun that we so love
about Overcooked and
Catastronauts, you
take on the role of a
Furniture
Arrangement
Relocation
Technician (yes
– FART, we giggled)

as you wibble-wobble furniture from
one location to the other. And the
furniture will get there, no matter
what the cost, as you take on these
training scenarios from the Smooth
Move company.

Spanning over 50 levels you can
play with a friend (it currently looks
like the multiplayer will be two-
player) you’ll be smashing through
gardens, navigating across traffic,
and even taking care of moving
furniture out the way of a flood.
Things get increasingly more

desperate and
fantastical as you
and your friend do
whatever it takes to
get the job done,
throwing things out
of windows, or even
relocating giraffes

from a zoo in the dead of night.
[It’s called stealing – ed.]

With better online experiences
this generation, it feels like
multiplayer is in a good place, but
we’ve only recently started getting
stellar couch co-op games that
champion the fun of playing with
friends. It looks like Moving Out will
continue that trend in 2019.

Hope you’ve got insurance.
The staff at Smooth Move
get the job done, but they
don’t play by the rules.

FURNITURE
WILLGETTHERE,
NOMATTERWHAT
THECOST.

Get ready to do 
some shift work

Multiplayer fun gets boxed up for Moving Out

instant 
opinion
strong vs 
wrong

BEYOND GOOD
After waiting so long for 
Beyond Good & Evil 2 to 
even get announced, we 
love how transparent 
Ubisoft is being about 
showing it off. The 
gameplay looks great!

DRAGON AGE 
Onimusha: Warlords has 
just dropped, and it 
seems remakes of the 
first two Panzer 
Dragoon games are on 
the horizon – we’re 
being spoiled with 
Japanese rereleases…

NOW WE’RE TALKING
Updates to PS Now 
bring even more games 
to the service. You can 
download PS4 games 
now. For Honor, Sherlock 
Holmes, and Slime-san 
headline the additions. 

DRAKE DRIFTER
Crash Team Racing 
Nitro-Fueled will be 
joining the likes of Jak X 
on PS4. Which reminds 
us: Naughty Dog never 
made the obligatory 
kart racer for 
Uncharted. Why not? 

WAITY ISSUE
As we look ahead at 
2019 E3 is on the 
horizon, but PlayStation 
is skipping out. What is 
Sony brewing? We can’t 
wait that long!

PLEASE GO SLOWER
Oscar had to take 
compassionate leave 
after seeing the Sonic 
The Hedgehog film 
poster. The blue blur is 
freakishly proportioned, 
with powerful thighs.  
[It was a thigh? – ed]
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What 2018 videogames trend
should be banished in 2019?

OPEN BETAS NEED TO
GET BACK TO THEIR 
ORIGINAL PURPOSE 
AND STOP BEING 
ANOTHER WAY TO HIT 
OUR WALLETS

Betas are fast becoming 
yet another way for 
publishers to eke out 
more cash from us 
gamers, and steer games 
away from genuine 
criticism. They used to be 
a way for devs to test 
servers, spot flaws, and 
do free QA testing ahead 
of release, but when you 
consider Fortnite has 
been in beta for over a 
year, and you had to pay 
to access it, and more 
publishers have followed 
suit, the lines are being 
blurred. Worse still, being 
in beta can be used as a 
pass card for criticism. 
Terrible lootbox levelling? 
“It’s in beta, it’ll change.” 
Betas aren’t bad, but 
they’re open to abuse. 

WE’VE ALREADY GOT 
ASHE, MERCY, AND 
WIDOWMAKER… 
ISN’T IT TIME FOR 
SOMEONE ELSE?

It’s not a problem 
exclusive to Overwatch, 
but one can’t help but look
at the roster of male 
heroes and marvel at the 
diversity on offer. But, 
gosh, it’s almost like 
looking into a mirror for 
just under half of the 
female lineup. I appreciate
a strong eyeliner wing 
but I’ve got plenty of 
avatars to filter my own 
power fantasy through… 
what about absolutely 
anyone else? Things are 
better than they were but
games still aren’t sure 
how to depict women, 
especially if they aren’t 
white, thin, and youthful. 
The time of sniper grans, 
weight-lifting ladies, and 
black female leads is long 
past due in our medium. 

ONGOING GAMES 
NEED TO BE CAREFUL 
ABOUT HOW THEY 
SELL THEMSELVES.

On paper, the proposition 
seems simple: why try to 
get players to buy a load 
of games when you can 
corral them into one 
ongoing experience? It’s 
good for players too, as it 
means updated content. 
But devs need to be 
careful not to make this 
confusing. Fortnite 
Season 7 updates the 
map, but 7 is a big 
number, and I can’t help 
but feel put off by that. So
too is Destiny 2 only just 
finding its groove with its 
seasonal offerings – 
though newcomers can 
be confused about what 
Destiny 2 even is. Ongoing
games are a great 
concept, but people need 
to know what they’re 
buying if they’re going to 
stick around. 

PAID-FOR EARLY 
ACCESS TO GAMES 
PUTS MOST OF US  
AT AN IMMEDIATE 
DISADVANTAGE.

Online shooters like 
Battlefield V live and die 
by their online modes, and 
the recent trend to grant 
a head start to people 
willing to pony up the 
extra cash for a premier 
edition gives them an 
immediate advantage. 
Early access players are 
more familiar with maps, 
have ranked up earlier 
and possess a better 
arsenal. My release day 
BFV experience consisted 
of: peer over the top or a 
trench? Pop! My head 
explodes. Peek around 
the corner of a panzer? 
Bang! I’m dead. Time and 
time again I feel like 
quitting (and I like to think 
I’m pretty good at 
games). All I’m asking for 
is a level playing field.  

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

ABS NOT ADS
In-game advertising has arrived in 
Street Fighter V, added to stages 
and character costumes. Even the 
the old master has succombed to a 
modern trend. The good news is, 
you can turn it off. 





@Lombax_Girl_94
Finally got hold of
@OPM_UK! Was prepared
to keep buying this until I
got the Leon cover, so I’m
super happy I got it on my
first go

@hero_of_sky
UK tiene mejores revistas
que España, aunque
también son más caras.
[Muchas gracias! – ed]

@Quinny_Bob
Steins; Gate is finished!
That’s 75 platinums and
just over 2400 trophies
altogether this year. I
should probably give it a
break now, phew...

@TheTattooedBear
2019 is looking killer for
#PS4 ... @OPM_UK latest
issue is proof of that

@JenVonLee
In PT, the radio at one point
practically describes the
Death Stranding trailer.
They do a lot to distract
you from listening, but if
you do… creepy.

@TROZJAN
PlayStation gettin sold to 
Apple

@RocketMinx
I met my husband 
through @OPM_UK’s 
Facebook page and 
we had a PlayStation 
themed wedding in 2016. 
I think that makes me 
#PlayStationsBiggestFan

@RM_MATHESON
Erm... Joined with me! If it 
wasn’t for @PlayStationUK 
then we would never have 
met. PlayStation brought 
us together and now 
keeps us gaming together 
#playstationsbiggestfan
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CAN I GET A RT?
The most pleasing tweetings 
from the @OPM_UK timeline…

REPLIES
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#157 A celebration of
the good things coming
to us all in 2019!

No show?
I read that Sony won’t be 
appearing at E3 in 2019. 
This feels like a massive 
let down. I love seeing the 
new games and demos 
that Sony brings to E3 
and it just won’t feel 
the same. Will there be 
anything happening with 
Sony in 2019?
Kieran Sullivan via email

We were a little 
surprised that Sony has 
chosen not to showcase 
its games at E3 next 
year, and there’s still 
a lot to show – Ghost 
Of Tsushima, Death 
Stranding, and Concrete 
Genie are all earmarked 
for 2019. But we’d 
expect there to be a 

big Sony event, or two,
happening in the year to
demo these games.

Scoreful
Once upon a time, not that 
long ago, you reviewed 
and scored games before 
they were released, giving 
valuable information 
to someone like myself 
who does not put all his 
stock in the internet, 
but in recent times this 
no longer happens. You 
now review and score 
games weeks, sometimes

months, after the game 
is released. In the latest 
issue (Christmas 2018) 
you reviewed both 
Soulcalibur 6 and Red 
Dead Redemption 2 weeks 
after release.
Wayne Dannatt via email

The timing of our 
reviews is determined 
by many factors, for 
example when the code 
is available or what type 
of game it is. Unlike 
many websites who 
offer a hot take on a 
game after a day of 
playing we’re committed 
to completing the 
games we review before 
offering a verdict. This 
is often why a game like 
Red Dead Redemption 
2 will appear later. We 
do sometimes review 
ahead of other outlets, 
including websites.  
We had the exclusive 
reviews of Persona 
5 and Dragon Ball 
FighterZ, for example. 
And you may be 
surprised by another 
exclusive next issue.

Vita for life
Can it be true? Is Sony 
stopping making the PS 
Vita this year? I still love 
my handheld, it goes 
everywhere with me. 
Can’t you convince Sony 
to stick with Vita for a 
little bit longer?
Sarah Osborne via email

We wish we could Sarah, 
but PS Vita’s days are 
numbered. That’s not to 
say you can’t still buy  
it, or games for it, so 
enjoy the little console 
while you can.

 Star letter Off the chart
I understand that everything is subjective but I’m 
finding it a little bit difficult to accept OPM’s judgement 
that Uncharted 4 is the best game available on the 
system. This seems to me to be patently ludicrous; 
Uncharted 4 seems to be the absolute epitome of a 
‘good game’, not spectacular, certainly not terrible, 
but… just ‘good’. The shooting is ‘good’, the story 
is ‘good’, the driving bits are ‘good’… it is… good. 
Surely in the post Red Dead Redemption 2 world you 
have to reconsider the adulation that you pour upon 
Uncharted. You aren’t fooling anyone. 
Jonathan Bowden via email

We reckon Uncharted 4 is much more than the sum 
of its parts – which are, individually, excellent. Add 
them all together and it’s one superb game.

IN THE POST RDR2 WORLD 
YOU HAVE TO RECONSIDER THE 
ADULATION THAT YOU POUR 
UPON UNCHARTED.



EXIT
POLL
Our Facebook
fans answer a
final question

NEXT
MONTH
What’s your
favourite-ever 
romance in a 
PlayStation game?

18% Head to 
the Borderlands 
with mates.

14% Are the 
sharing, scaring
sort who play 
Resi 5 with pals.

12% Like Diablo 
III’s dungeon 
crawling in 
company.

9% Tackle
their friends at
Rocket League.

26%
Pick prison 

escape buddy 
tale A Way Out.

What’s your
favourite co-op

game on 
PlayStation?
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Cyberpunk
2077
These long winter
nights make us hanker
for long winter games
– and this one should
keep up busy for ages.
But when can we play it?
FORMAT PS4
ETA TBC

Kingdom Hearts III
Can you take the lore? CAN YOU?
Square got together with Disney,
and we’re anticipating a game as
challenging as it is charming.
FORMAT PS4
ETA 29 JAN

Days Gone
Your hunger for Sony
Bend’s intriguing zombie-
infested open world hasn’t
gone away. We’re keen to
take a bite too…
FORMAT PS4
ETA 26 APR

VOTE  
NOW!

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

opm@futurenet.com

best comments from facebook.com/officialplaystationmagazine

21% Reckon too 
many cooks is fun, 
and love a bit of 
Overcooked.

Crash Team Racing 
Nitro-Fueled 
Roaring straight to the top of 
your Most Wanted list almost 
as soon as it’s been announced, 
it’s the mighty Crash! Flip back 
to p6 to find out why we’re all 
going kart crazy. 
FORMAT PS4 
ETA 21 JUN

READERS’ MOST WANTED
Which games are bleeping loudest on your radar?

Final Fantasy VII 
A slew of remakes have hit 
PlayStation over the past 
year, but we’re still waiting 
eagerly for this one. That 
Cloud’s still hanging on  
the horizon. 
FORMAT PS4 
ETA TBC

“Why does the post 
apocalyptic world look  
so beautiful?”
lionel alfred’s captivated by hope county

“Enough of the remakes! This whole 
remake industry is a big scheme  
and it needs to end.”
charles king reckons he’s seen it all before
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OPINION

Jess Kinghorn

Why can’t we know more about what goes into games?

 I WISH BIGGER DEVS 
TALKED MORE OPENLY ABOUT 
THEIR WORK! WE GAIN VERY 

LITTLE FROM THIS PERSISTENT 
CULTURE OF SECRECY.

F
inally I’ve spent time with 
The Quiet Man, and I am 
absolutely fascinated by it. 
I can’t put this no-good, 
very bad mish-mash down 
and, yes, I may even play 

the awful thing through twice to get 
the full effect of the story. It’s been 
a long time since I’ve engaged with  
a piece of media that fails so 
expertly at every turn and 
everything it sets out to do. Is this 
love? Or obsession?

I shan’t be too mean to Human 
Head Studios, but I would love to 
know what happened during 
production to result in that end 
product. Given the studio’s relatively 
low profile since 2006’s Prey (and the 
final nail in the coffin, its cancelled 
sequel in 2014), the story of how it 
came to collaborate with Square Enix 
for a glorified spiritual successor to 
The Bouncer is one I want to hear.

Unfortunately, it is a story I know 
we’re unlikely to get much sense of 
beyond apocryphal dribs and drabs 
over the coming years. 
Much of game 
development and 
production, 
especially that 
of high-profile 
titles, is obfuscated. Some secrecy 
is understandable, but compared 
to other media 
industries games is 
next-level. This 
leads to a 
disconnect 
between 
gamers and 
developers that 
we see expressed 

time and time again through periodic 
storms in a, ahem, puddle.

MUDDYING THE WATERS
The unlikely furore over – 

of all things – Marvel’s 
Spider-Man’s puddles, 
as misguided as it was, 
was a result of all the 

other times developers 
and publishers have 
failed to communicate 

effectively 
with their 
audience. 
The visual 

reining in of 
2014’s Watch 

Dogs is apparently 
still fresh in the minds 

of many players.
But it also doesn’t improve 

the chances of having an actual 

conversation when particularly loud 
parties with a limited grasp of the 
practical reality of game development 
blunder forth with misinformation. 
The puddlegate party’s unsubstantiated 
claims of a ‘graphical downgrade’ for 
Spider-Man was based on screens of 
the same scene that were very slightly 
different in terms of watery 
composition but completely different 
in terms of lighting, throwing out any 
hope of a fair comparison. This 
frequent jumping to conclusions and 
misunderstanding of the highly 
changeable nature of game 
development may well fuel the snake 
eating its own tail of developers’ 
secrecy (and was cited by CD Projekt 
Red as one reason why it waited so 
long to share a vertical slice of 
Cyberpunk 2077 with the public).

Insomniac was forthcoming when 
asked on Twitter why the scene 
looked different, citing “a design/art/
usability reason thing”. Often we as a 
magazine get to see behind the 
curtain, with developers discussing off 
the record how and why things have 
happened, but there’s still a reluctance 
further up the studio food chain to 
reveal, in depth, the whys and hows of 
a game’s development in case it’s used 
to batter them with later.

The dev diary so favoured by 
smaller projects goes a way into giving 
a glimpse of how the sausage is made 
but is something seldom adopted by 
bigger developers. I still fondly 
remember the Making Of Silent Hill 2 
bonus DVD included with European 
releases and wonder why that wasn’t 
the beginning of a trend. I love this 
medium, but I do wish we’d talk to 
each other a bit more.

WRITER BIO
Jess Kinghorn loves video essays, Errant 
Signal’s Fallout 76 episode inspiring this piece. 
She’s torn through the Noclip documentaries 
but her lust for knowledge remains unsated, so 
she’s begun communing with dark forces for 
a whiff of WTF happened with The Quiet Man.
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Alex Spencer Oscar Taylor-Kent

P
layStation VR spent
its first two years as
an impressive
proof-of-concept

– cheaper than its PC
equivalents, with smart use
of pre-existing equipment
like the camera and PS Move
controllers – but it was still
hard to justify dropping a
significant chunk of change
on it. There simply wasn’t
the library of games to
support it, and I’ve heard
many sad stories of headsets
stuck in cupboards, their
lenses gathering dust.
But in 2018 – right around

PS VR’s second anniversary,
in fact – that started to
change. Last year saw the
arrival of Guitar-Hero-meets-
Jedi-Knight rhythm game
Beat Saber, adorable mouse
fantasy adventure Moss, and
my beloved Tetris Effect (the
best way to put yourself into
a VR trance). But perhaps
most important was Astro
Bot: Rescue Mission, which
showed how a platformer
could not only work but
flourish on the platform.

SOUL PROVIDER
The library’s swollen enough
that I feel comfortable
mentioning games that may
or may not work for you.

Déraciné is fascinating, but
its delicate fairytale approach
is unlikely to please anyone
hoping for a Dark Souls
successor in FromSoftware’s
first PS VR game. Firewall:
Zero Hour is proof that an
online squad shooter can
work in VR, but is less
enjoyable without a PS Aim
controller. The Persistence
seems like a fascinating mix
of survival horror, roguelike,
and immersive shooter, but I
couldn’t play it without
getting motion sick. But
they’re vital – because where
is any gaming platform
without its 7/10 games and
divisive titles?
In 2019, PS VR’s future is

as bright as the tip of a PS
Move controller. We’ve seen
discounts bring down the
barrier to entry, and devs are
starting to make their second
or third games for the
platform. Keep an eye out for
Megalith, an Overwatch-style
hero shooter from a team
which worked on Insomniac’s
Ratchet & Clank games, and
Media Molecule’s Dreams,
which will let players build
their own games and explore
others’ all in PS VR. And if all
that makes you impatient…
well, at least we can sink into
virtual worlds while we wait.

F
lip over to p102 and
you’ll find us delving
into the depths of the
Lego Aquaman DLC

content pack for Lego DC
Super-Villains. As far as
movie videogame tie-ins get,
that’s about the best we can
hope for these days, but it
boggles the mind as to why.
After all, it’s not just Lego

Aquaman that’s got me
thinking about the current
dearth of great superhero
games. To tell the truth it’s
been niggling at my
superhero-loving brain since
E3 2018, when I was first
ushered into a little room and
my hands were placed lovingly
around the controller that was
hooked up to the new Iron
Man game. Sorry, I mean the
new BioWare game, Anthem.
I’ve written about Anthem

every way I know how in the
months since – I’m massively
looking forward to it. But
catch me down the milkshake
shack chatting with someone
none the wiser about the
game-o-sphere and you’ll
quickly find me making my
way to the easiest explanation
of what it is: “a sci-fi RPG
game where you’re basically in
an Iron Man suit”.
It’s not that good superhero

PlayStation 4 games, or even

good superhero movie tie-in
games don’t exist. Spider-
Man 2 and X-Men Origins:
Wolverine stand out, but both
were released over ten years
ago. It’s not that no games
since then have tied into the
Marvel Cinematic Universe,
but you’d be forgiven for
forcibly erasing the likes of
Iron Man, Thor, and Captain
America on PlayStation 3
from your mind.

MOVIE MAGIC
It seems that in the last
couple of generations great
superhero games have been
few and far between. We’ve
only really had Rocksteady’s
Batman Arkham series, and
some decent Spidey titles
preceding Insomniac’s
Marvel’s Spider-Man.
Arguably being free from
being movie tie-ins has
allowed both those to be so
good, but why do we have to
wait so long for hits? When
Marvel Studios is cranking
out hit movies with plans well
in advance for future films,
why can’t a range of great
developers lock in some
amazing games based on
them? There is, of course,
Square Enix’s The Avengers in
the works, but right now it’s
Anthem and our imaginations.

MORE THAN TWO YEARS
AFTER RELEASE, PLAYSTATION
VR HAS FINALLY COME

OF AGE.

LIKE BONNIE TYLER,
I’M HOLDING OUT FOR A
SUPERHERO UNTIL THE END
OF THE NIGHT.

WRITER BIO
Alex Spencer used to be a PS VR sceptic, not sure it wasn’t some techy 
gimmick. Then he saw the face of Tetris Effect, now he’s a believer, not a trace 
of doubt in his mind – encased, as it is, within a glowing blue headset.

WRITER BIO
Oscar Taylor-Kent’s Marvel movie ranking is incomprehensible – a scrawl of 
symbols he calls letters that only have meaning to him. All he wants you to know 
is: Iron Man 3 is better than you think it is, no matter what you’re thinking.

Games like Tetris Effect and Astro Bot laid a 
solid foundation for 2019 to build on

With the MCU dominating box offices, why are 
great superhero games so rare?

OPINION
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ESCORT MISSIONS

Escort 
missions

H O N O U R A B L E  M E N T I O N S

Did we miss your favourite escort mission? Got a brilliant In The Mood For idea? Tell us at twitter.com/opm_uk.

Red Dead Redemption
Corrupt army personnel 
persuade Marston to escort a 
Mexican train in one of RDR’s 
hardest missions.

Uncharted 2:  
Among Thieves
Drake must escort an injured 
cameraman to safety. Sadly, it 
doesn’t end well.

God Of War III
Kratos drops the raging jerk 
act to briefly escort the 
mystical child Pandora. It 
doesn’t end well… again.

1

2

3

1 RESIDENT EVIL 4
No longer a rookie, Leon’s
charged with rescuing the
president’s daughter, Ashley
Graham. Kennedy and his
protectee must survive
waves of Ganados, the odd
knife-handed loon, and more
than one cranky cave troll.
The best survival tactic?
Order Ms Graham to cower
in a dumpster. Sorry, Ashley.

2 JUST CAUSE 4
Rico’s latest South America
sandbox plays fast and loose
with the concept of
escorting. Rather than ferry
a political prisoner or dainty
damsel from A to B, the
gravity-defying agent has to
protect a hurricane from
troops who are trying to
stop it with wind cannons.
Never change, Just Cause.

3 THE LAST OF US
Joel and Ellie’s journey sees
the Texan gun-runner
escorting the foul-mouthed
teen to a group known as
the Fireflies, so that her
immunity to the Cordyceps
virus can be turned into a
cure to save mankind.

4 DEAD RISING
Technically, Frank can
survive the undead outbreak
by spending 72 hours in
Willamette Mall’s bathroom.
But such cowardice just ain’t
cricket. Play Dead Rising the
right way, and West must
find survivors, then usher
them to the boiler room
while avoiding hundreds of
aggressive coffin-dodgers.

5 AMY
It may be one of PS3’s worst
horror games, but to Amy’s
credit, the titular escortee is
way more capable than many
of the other helpless souls
on these pages. As Lana and
Amy escape a monster-filled
town, the paranormal nipper
can break out shockwaves,
and create noise-cancelling
sound bubbles.

6 MIDDLE-EARTH:
SHADOW OF MORDOR
Talion isn’t solely concerned
with brainwashing Sauron’s
armies. Occasionally, he has
to escort injured allies – in
this case a warrior called
Lithariel, who must be
carried due to her dodgy leg.

7 ENSLAVED:
ODYSSEY TO
THE WEST
A game that essentially acts
as one long escort mission.
Not that Andy Serkis’ Monkey
has much say when it comes
to getting Trip home after
her ship crashes. Thanks to
a sci-fi ‘slave band’ Monkey
has to follow her orders.

8 METAL GEAR
SOLID 2
Poor Emma Emmerich. Not
only does Otacon’s sister
suffer a Vamp-related tragic
end, but before that she’s
dragged through submerged
corridors by Raiden, despite
the fact she can’t swim. To
speed things up, we suggest
tranquing, then dragging,
Emma. Nighty-night.

9 ICO
After being left in a spooky 
castle, horned ankle-biter Ico 
rescues the near-mute 
Princess Yorda from a cage, 
then leads her around like an 
unruly child in a supermarket 
for the next six hours. Cue 
tender bonding, gentle 
platforming, and a teary end.

Keep your PlayStation protectees close 
for these heroic, hand-holding jobs
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PREVIEW

If all that Caspian sand 
makes you think of Mad 
Max, the cobbled-together 
clothes and weapons will 
do nothing to change that.
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PREVIEW

Anna is missing. And that’s just 
one more thing on our to-do list 
that has gone wrong since leaving 
Moscow, though it’s pretty close to 
the top of it. We’d say something 
about our sniper getting herself 

into trouble but given the number of times we 
very nearly had our own face chewed off by 
Watchers, or drowned in the irradiated water, or 
got rumbled by crazed cultists, we don’t really 
have a leg to stand on.

The surface, specifically the patch by the Volga we’re 
now scouring, is no more welcoming than the Metro 
was. But there’s that much more space to retreat 
into… not that we’re ones to run, mind you, it’s just 
necessary sometimes. Artyom only has so many 
bullets on him and that’s why in our hands-on we 
currently have him hiding in a quaint little shack. 
Work benches are hard to come by and we’ll tear 
back out into the fray to put down that big, scary 
Watcher just as soon as we’ve crafted more bullets… 
and that Watcher has left our immediate area.

RUSSIAN TO THE TOP
The overworld areas we saw in Last Light have been 
massively expanded. While the land above the Metro 
is not a true open world, it’s presented as a number 
of contained sandboxes set in a range of diverse 
biomes. After we spend a number of hours scurrying 
along the irradiated shores of the Volga, 4A Games 
takes us to the arid sands of the Caspian. Every time 

METRO EXODUS
Sun, sand…and mutants. Escape  
to the surface this February

  FORMAT PS4 / ETA 15 FEB  
PUB DEEP SILVER / DEV 4A GAMES

“IN THE DESERT 
WE REALLY FEEL 
THE DISTANCE 
FROM MOSCOW.”



PREVIEW

Left Brush up your Cyrillic 
reading skills – knowing that 
sign means ‘petrol’ could 
prove handy.

Right We head for the radio 
tower. Listening in on the 
bandits’ conversation, we 
realise conflict is inevitable.

1Ain’t no winter like a Russian 
winter. Crunchy snow lines the 
map and obscures sight lines, 

making stealth in the open field 
much more complicated.

3In summer Anna coughs and 
complains, while a number of 
your fellow rangers get heat 

stroke. That’s to say nothing of the 
sneaky, sleeping Humanimals…

2In spring, winter’s chill is far 
from forgotten. Stealth may 
be easier but the waterlogged, 

muddy environment means you’ll 
have to clean your guns more often.

4We covered the Pioneers and 
Pirates back in issue 153. 
Their base in an abandoned 

summer camp and is hardly the 
venue for a nice autumn getaway.

A man for all seasons
Metro tracks a year in the life of Artyom and Anna

Don’t be fooled by the 
corpses you see around 
the sands – not all of them 
are completely deceased.
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PREVIEW

the game saves, the distance we’ve travelled from 
Moscow is shown. It’s just numbers, usually, but 
here in the desert we really feel that distance.

Our party – we’re travelling with a bunch of 
NPCs – catches the leering eye of bandits. This puts 
everyone on edge. We could holster our guns and try 
the peaceful approach but initial interactions suggest 
these bandits may not be up for a chat. Those who 
can stand the heat set out to scout the area and 
investigate a nearby radio tower that sounds like it’s 
the stage for a drawn-out firefight.

In the Volga we found ourselves crawling through 
foliage in an attempt to avoid altercations with 
electrical anomalies and whatever else was desperate 
for us to waste our precious bullets. The Caspian’s 
dunes require a different approach. The area’s littered 
with corpses, and it’s easy to get complacent and 
think that whatever threat polished these chaps off 
has long since withered away in the heat. Trouncing 
through the dunes, we all but trip over a weathered 
corpse only for it to spring up and give chase. 
Frantically pumping the pneumatic Tihar as we make 
evasive manoeuvres, we backpedal over a few more 
lethargic Humanimals before finally blasting through 
the conga line we’ve collected.

There’s a radio tower up ahead of us; it’s 
absolutely crawling with Humanimals too, and we 

hope when you come to tackle it that you 
have the sense to craft a good stock of on-
the-go Tihar bullets beforehand.

Eavesdropping on the bandits’ radio 
communications, it becomes crystal clear 
that an understanding reached peacefully 
is going to prove… elusive. Their leader, 
The Baron, is a pompous megalomaniac 
and especially hung up on a lone woman 
holding out at a lighthouse. We don’t have 
to help her, but ignoring her feels a little 
too much like helping the Baron.

A STAB IN THE DARK
We crawl through a network of shadowy 
tunnels swimming in natural gas and plenty 
of traps, which we learn were left by the 

lady in the lighthouse. We have night vision goggles 
to give us an edge in this area of the level, but it’s 
still far from a walk in the park: a hastily lobbed 
combat knife gives away our position and we scurry 
back into the shadows, desperately searching our 
backpack for something that will end things quickly 
as the Baron’s men call to each other about Artyom’s 
last-known position. A quickly crafted molotov 
cocktail makes the most of the especially explosive 
atmosphere found in these tunnels, revealing how, in 
Metro Exodus, there’s more than one way to escape 
from a dangerous predicament.

Emerging back into daylight, we happen across 
that lighthouse standoff. The lady at the top dishes 
defiant taunts to the Baron’s men just as well as she 
delivers sharp shots; we’re intent on becoming fast 
friends with her. After the nail-biting caverns before, 
we’re in for a little catharsis as we eliminate each of 
the Baron’s thoroughly distracted bandits with nowt 
but our trusty combat knife (though we’re given the 
option to subdue them non-lethally too).

Surrounded by corpses (and having collected each 
of our blades), the lady of the lighthouse makes it 
clear that the enemy of her enemy is her friend. Her 
name is Giul and we can’t help but feel this is only 
the beginning of a beautiful alliance.

F A C T R I C K

Anna is art director Sergei 
Karmalsky’s fave character 
– he jokes his heart beats

fast when he talks about her.

1 . O N E & O N LY

Executive producer 
Jonathan Bloch reveals 

his favourite character is
crotchety Bourbon.

2 . O N T H E R O C K S

4A Games has a sub-studio 
in Kiev, Ukraine but has been 

headquartered in Sliema, 
Malta since around 2014.

3 . N E W H O M E

Above The dunes around the Caspian sea feel a world away from Moscow’s 
dark, cold underground. Just remember your sunscreen factor 150.

Above Bullets are precious, so you won’t want to spray them 
around. Save them for when they’ll make the most difference.

Above Everything feels rusted, faded or slightly worn out, 
including the people in this post-nuclear Russia. 

“A HASTILY LOBBED 
COMBAT KNIFE GIVES 
AWAY OUR POSITION 
AND WE SCURRY BACK 
INTO THE SHADOWS.”
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PREVIEW

“THEY MUST DO
WHAT IT TAKES TO
PRESERVE THEIR
FRAGILE BOND.”

 Will you escape the Inquisition or be eaten by the rat army? Prepare for all the feels as you explore 14th-century France in this Ico-like narrative adventure.

Above The game’s Gallic environments are based 
on villages and the countryside of Bordeaux, 
where the developer is based.

Amicia needs to lead brother 
Hugo to safety. But why are the 
pair being chased, and what 
does it have to do with rats?



037

PREVIEW

Labelled ‘that rats’ game by 
many, the more we see of Asobo 
Studio’s historical adventure the 
greater we appreciate A Plague 
Tale is much more than a pile of 
writhing, hungry rodents. There’s 

an emotional story to tell, and the visual design to 
match the narrative aspirations.

To recap, A Plague Tale: Innocence casts you in the 
14th-century shoes of Amicia, a 14-year-old girl on 
the run with her five-year-old brother. At the start 
of the game the pair barely know each other, but are 
thrust together as tragedy strikes their family and 
the Inquisition hunts for them. It’s a simple setup 
that raises many questions, which are answered as 
the story unravels over the course of the siblings’ 

trek across the French countryside, ravaged 
by war, disease, and superstition.

“They’ve entered a situation in which 
they seem to have nothing left but each 
other,” explains game director Kevin 
Choteau. “As in classic folktales like  
Hansel And Gretel or Tom Thumb, they 
must learn more about each other, stand 
shoulder-to-shoulder and do what it takes 
to preserve their fragile bond in such a 
hostile and brutal world.”

BRIE-ZZY NARRATIVE
In terms of storytelling the dev confirms 
there’s a simple beginning and end. There’ll 
be no alternative endings or choices that 
could wrench you away from the meaning 

of what you’re experiencing. That’s not to say you 
can’t affect situations, or the characters’ bond. At 
times you can make moral choices or solve puzzles 
in a way that can kill or harm others. Doing so will 
affect the emotional stability of the characters, in 
particular Hugo, who as an impressionable child will 
react to his sister differently depending on how you 
choose to solve a situation.

Choteau explains: “The friction between the 
innocence of children and such a brutal world was 
a key driver. How would children react to facing 
adversity alone? How will they feel? What would 
they do to preserve their family?”

The realistic Middle Ages setting 
serves to heighten the tension and 
connection between the pair. While 
people at this moment in history 
had different habits and customs, 
their core fears were the same as 
ours today. Playing in this world feels 
simultaneously fantastical and real, as 
if observing our universal anxieties 
through the prism of medieval beliefs. 

ROQUEFORT-ABLY REAL
“Immersion is key […] The setting 
of the game has to be relatively 
grounded, which helps a lot: the 
world must provide players with all 
the information and tips they need 
to move ahead, though they must 
watch and be clever. Observing the 
environment to progress does make  
up part of the puzzle aspects of our 
game,” reveals Choteau.

The puzzles we try involve guiding 
Amicia and Hugo past Inquisition 
soldiers, often using packs of rats as 
makeshift traps. Knocking out lamps 
with Amicia’s slingshot encourages 
rats to run to the dark areas, nibbling 
and killing whoever’s standing there. 
If you leave Hugo alone for too long 
(which you need to do on occasion to 
solve a puzzle) he’ll become scared and 
make noise, drawing rats and soldiers 
to him. Leaving him unchaperoned 
provokes genuine anxiety. In these 
moments, as the pair clasp hands and 
you guide your innocent brother from 
danger, A Plague Tale hints at Ico-like 
levels of dramatic poignancy. 

“[The rats] are definitely a constant 
threat, particularly in dark areas” 
says Choteau, adding cryptically, and 
teasing a broader story: “That said, 
our young siblings will also face other 
great dangers throughout their journey, 
even in bright locations where rats 
can’t flood the area.”

FORMAT PS4 / ETA 2019 / PUB FOCUS HOME INTERACTIVE /DEV ASOBO STUDIO

F A C T R I C K

There’s a wider conspiracy 
to uncover, which will explain 
why there are so many killer

rats everywhere.

1 . R AT P A C K

All the game’s levels are 
being created together; to 
date it’s taken two years to

make the levels.

2 . P U Z Z L E P A R T Y

The rats are considered  
a ‘character’ by the design 

team, and shape the  
identity of the game.

3 . L I T T L E N I B B L E R S

A PLAGUE TALE:  
INNOCENCE
You won’t camembert-lieve how good it is
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PREVIEW
“THEIR TANGLED 
BODIES CAST EERIE 
SHADOWS AROUND 
THE ROOM.”

SILVER CHAINS
This one could be shockingly good

An old chair sits alone in a dark room, 
lit by the light of the moon. The sound 
of rain, muffled by old, thick Victorian 
walls, patters somewhere off-screen, in 

the gloom. Nothing is really happening. There’s no
monster. We can’t see anything moving. But it’s 
absolutely terrifying.

Old is always scary, and the early-20th-century 
architecture of Silver Chain’s (haunted) house has us 
on edge from the off. But there’s more here than a 
clever use of our fear of the dark.

The setup is as classic as the jump scares lurking 
in the shadows. You, or rather your hapless alter ego 
Peter, awake in the mansion with no memory of how 
you got there. A vague recollection of an accident 
persists but you put it out of your mind and focus 
on what’s important; you’re not alone and you need 
to escape the house.

HOUSE RULES 
Played in first person there are a number of puzzles 
and surprises between you and freedom. An early, 
simple challenge involves finding a pair of scissors 
so you can cut away a curtain of hanging dolls, some 
headless; their tangled bodies cast eerie shadows 
around the room. A bit of exploring and a snip 
later, and Peter’s free. But instant joy reseeds into 
trepidation as you realise you’ve only made it into 
the broader confines of the house.

Clearly developer Cracked Heads understands the 
true stars of its game are the creaky floorboards and 
torn-wallpapered walls of its creepy house. Created 
in Unreal Engine 4, it looks fantastic. Photoreal 

rooms tread well-worn, carpeted
ground, from dusty bedrooms to tiled
bathrooms cracked by time. But it’s
the stillness of some scenes, such as a
kitchen table set for breakfast and left
abandoned, that’s spine-chilling.

The game isn’t scared of breaking its
atmosphere with old-fashioned jump
scares either. Exploring one corridor,
and put off by a locked door, a clock’s
even, regular ticking breaks the silence.
Following the sound, moving slowly
into the darkness, it’s hard not to feel
uneasy… then a child runs out of the
shadows and we jump into next week.

As you search for a way out, Peter
will uncover the mysteries of the
house, many of which are connected
to a wider story and terrible events
that have plagued this unnerving
place. Most odd of all, our protagonist
discovers evidence that suggests he’s
been in this house before.

  FORMAT PS4 / ETA SPRING 2019 / PUB HEADSUP / DEV CRACKED HEADS

FATE/EXTELLA LINK
The galaxy needs saving and 
only a group of colourful 
anime stereotypes are up 
to the job in this hack-and-
slash adventure. There’s 
even a cute pink-haired girl 
who’ll learn to accept her 
flaws and value her friends.  
Truly revolutionary. 
FORMAT PS4 ETA 1 MAR

GOD EATER 3
As a very hungry monster 
you like nothing more than 
to chew down on gods in 
this open world belly full of 
fun. To eat a deity you need 
to time your button presses 
to the rhythm and noise of 
slapping gums.
FORMAT PS4 ETA 8 FEB

LEFT ALIVE
Three people are left alive 
in a featureless white room, 
and only one of them knows 
how to get out. Happily,  
he’s the one with the dirty 
great gun. Left Alive is 
PlayStation 4’s smallest 
walking simulator.
FORMAT PS4 ETA 5 MAR

on 
the  
box
judged only by  
their covers

Above An uncomfortably creepy pile of 
clothes lays in a dimly lit corridor.

Is there anything 
scarier than a creaky 
old Victorian house  
at night? Erm, no…
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OBSERVATION
This space thriller is one HAL of a good idea

Something’s gone horribly wrong aboard 
the LOSS (Low Orbit Space Station), 
and doctor Emma Fisher, the only 
remaining crew member, is trapped 

inside an airlock. But you’re not the good doc, 
you’re the station’s AI observing her struggle. 

Playing on the ‘crazy AI’ trope made famous by 2001: 
A Space Odyssey’s HAL, Observation starts with an 
unsettling realisation you may be the game’s big bad, 
and runs with it. As SAM (Systems Administration 
and Maintenance), your first ‘puzzle’ is to free Fisher 
from the airlock by manipulating the nearest onboard 
camera and then hacking into the control panel. 
This kind of voyeuristic guidance, as you follow and 
help your solitary crew member, forms the basis of 
a game that flirts with being a thriller but has the 
potential to be one of PS4’s best new horrors.

It helps that the station – modelled on the real-
life International Space Station – is a cluster of 
cramped corridors and cluttered panels, its functional 
design removing any sense of comfort. When 
something goes bump in these dimly lit modules 
you’ll jump out of your circuitry. There’s some 
comfort to be had in wrapping yourself in the core 
loop of searching the LOSS for clues or repairing 

damage (by highlighting areas of a 
module and pressing p), and helping 
the good doctor get closer to resolving 
her sticky situation.

ARE WE THE BADDIES?
It’s a uniquely distant approach, but 
you’re often brought down to earth, 
so to speak, when Fisher remarks 
on your behaviour. Get too many 
puzzles wrong, and it can result in the 
destruction of areas of the station, and 
Fisher will naturally become suspicious 
that you’re the real problem. For help 
solving some of the puzzles, or aid 
in gaining access to new areas of the 
maze-like station without blowing bits 
up, you can read computer entries or 
scan and access the data logs the crew 
left lying around the station – these 
also fill in more of the story

Feeling fresh and looking stunning, 
Observation is shaping into one of 
the year’s more unique narrative 
adventures. It’s one you should keep  
a close eye on. 

  FORMAT PS4 / ETA SPRING 2019 / PUB DEVOLVER DIGITAL / DEV NO CODE

Above Alone in space, can 
you help doctor Fisher 
recover her crew? Or are 
you, in fact, the problem?

“GET TOO MANY 
PUZZLES WRONG 
AND FISHER WILL 
NATURALLY BE 
SUSPICIOUS.”

Viewed from various 
cameras, the game  
looks fantastic.
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PREVIEW
Fangs For Hire are back, 
taking a bite out of new 
enemies the Highwaymen and 
serving a slice of cuteness.
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Spoiler alert: it wasn’t a Bliss-
induced hallucination after all. The 
bombs really did drop. But they 
didn’t just drop in Montana. The 
end was the beginning of a global 
nuclear apocalypse, we discover 

when Ubisoft shows its homework to us in an 
underground bunker somewhere in London… 

The rain only returns after ten years of nuclear 
winter. Through it all we see the husk of the cult’s 
church, ravaged by snow and then harsh winds. 
But with the rain, a new world blossoms. The 
flowers resulting from a superbloom aren’t the only 
survivors: holdouts across Hope County are seizing 
what they can from this recovering land.

Pitched as a “New West with AR-15s and pick-up 
trucks,” there are two key factions in this makeshift 
world. As part of the Survivors, your new character 
comes from the west coast to Hope County looking 
to rebuild America, working with others to farm food 
and fuel. The vegetables you grow don’t just feed the 
hungry but can also become ethanol. (Did you know 
that gasoline goes stale? Or that its shelf life is only 
three years? News to us too.) Seventeen years after 
the bombs fell, ethanol is the new black gold.

TWICE THE WOMAN
Here to cause problems for communal farmers are 
the Highwaymen. Led by twin sisters Mickey and 

FAR CRY
NEW DAWN
Standalone sequel presents a flower-
power post-apocalyptic future

  FORMAT PS4 / ETA 15 FEB   
PUB UBISOFT / DEV UBISOFT MONTREAL

“HOLDOUTS ARE 
SEIZING WHAT THEY 
CAN FROM THIS 
RECOVERING LAND.”



PREVIEW

Left The wildlife hasn’t gone 
full-on Annihilation but the 
animals have had to adapt.

Right From relatively 
humble beginnings, your 
veggie-growing home base, 
Prosperity, can be upgraded 
into something bigger.

1Between the Highwaymen and 
the Survivors is Irwin Smalls. 
We stash our gear and follow 

him down a zip wire into a lovingly 
defaced tunnel.

3In the processing room, we’re 
asked our name. Smalls’ 
associate comes to our silent 

protagonist’s aid and dubs us 
‘Lollipop.’ Well, no-one will forget it.

2We meet Smalls’ pint-sized 
associate on the inside. 
They lead us through the 

Highwaymen’s open air gym. Weird 
flex, but all right.

4Our next mission objective is 
simply ‘Reach the pit.’ Our time 
with the game ends just before 

we get to see just what we’ve got 
ourselves into.

Welcome to the Thunderdome
A tease of something tucked away in the heart of Highwaymen territory

You can play Expeditions 
in co-op or solo with a 
Gun For Hire by your side.



043

PREVIEW

Lou, these armour-clad enemies tag-team with 
scarcity as the key threats that your home base – 
dubbed Prosperity – faces. Creative Director Jean-
Sébastien Decant reflects on how Far Cry’s villains 
grace each game’s box and says they are characters 
that “you’re going to love to hate.” After the likes of 
Joseph Seed, Pagan Min, and Vaas Montenegro, the 
twins have big boots to fill.

“It’s super-interesting to try and find new, fresh 
takes each time,” Decant says, “and it’s been a 
while that we were toying with the idea of having 
a female villain. And at the same time, on my end, 
after [working on a number of Far Cry games] I was 
really looking for a way to change the dynamic of 
the moments you spend with the villain,” he tells us. 
“We had a lot of [one-on-one encounters] so could 
we have something where there are two characters 
that are straight in your face? And the idea of two 
siblings, you know? They have their own world and 
you get into that world […] That was the initial 
starting point.”

OUT & ABOUT
The twins aren’t the only figures you’ll need to 
keep an eye out for, as we spot the all-too-familiar 
silhouette of a particular cult leader, suggesting 
Joseph Seed returns, and has his own designs on 

Prosperity. It was too much to hope he’d 
be blasted by his own bombs, we suppose. 
Still, the Survivors aren’t at the mercy of 
the sinister preacher, nor that of Mickey 
and Lou’s Highwaymen. Your Guns and 
Fangs For Hire return – among the latter 
are furry allies Timber the akita and 
Horatio the boar. A friendly human face 
shows up in the form of Carmina, the 
young running-and-gunning daughter of 
Nick and Kim Rye from Far Cry 5. All she’s 
known is the world after the bombs fell, 
giving her something of a unique outlook. 
Someone with a view of the bigger picture 
is Nana, the gunslinging granny whose 
speciality is sniping.

Ubisoft brings Nana along when we’re 
shown one of New Dawn’s Expeditions, which 
show the situation beyond Hope County. Ubisoft 
teases missions taking place in a verdant bayou, 
an abandoned theme park, and a rocky canyon. 
Expeditions are aimed at being played co-op, though 
you can definitely play them alone, especially if 
you’ve got Nana tagging along and taking potshots 
at any threats that hove into view. We wreak havoc 
on the local Highwaymen chapter, then need to 
leg it to a waiting helicopter. Waiting for Nana, we 
witness the surprisingly sprightly sniper sneak up 
and deck someone from behind on her way out like 
they swiped the last Werther’s Original in post-
apocalyptic Montana. From the cockpit, we continue 
to pelt lead at any enemies unlucky enough to still 
be on the ground.

Expeditions boast three different levels of 
difficulty, making them worth revisiting. Liberating 
outposts is a similar story. If you leave an outpost 
alone for too long as you hunt down nuggets of story 
via treasure hunts, the Highwaymen may well retake 
it. Every time you return, the difficulty escalates 
with switched-up security. But as you can see, this 
standalone sequel switches up far more than that, 
and we know we’ll discover more surprises when 
New Dawn drops in mid-February.

F A C T R I C K

Unfortunately, while the 
helpful pup had a good 
innings, Boomer did not

survive into the New Dawn.

1 . D O G D A Y S

The team looked to film 
for villainous inspiration 
but found few examples

centring on female twins.

2 . I N T W O M I N D S

As we reported last issue, 
Eden’s Gate leader Joseph 
Seed will return. From bad 

Seed to bad penny…

3 . S O W I N G S E E D S

Above Granny’s got your back. Sniper Nana can not only revive you and repair 
vehicles but also shoot through cover.

Above Hit ’em where it hurts! Which, if you’re using this 
sawblade-shooting crossbow, is likely to be everywhere.

Above The post-apocalypse looks so good, boasting neon-pink 
superbloom and graffiti scrawlings wherever you turn.

“GUNS AND FANGS  
FOR HIRE RETURN – 
GUNSLINGING  
GRANNY NANA’S 
SPECIALITY IS SNIPING.”
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Are you an armchair developer? Do
you love to criticise games, shrug,
and bellow “I could do better”? Then
now’s your chance. RPG Maker MV is

the latest version of the long-running PC game-
making software, and it’s coming to PS4.

This is no mere hobbyist set of tools, either.
Genuinely great, massively successful games have
been made with RPG Maker and released onto
Steam. The likes of indie hit To The Moon show
what can be done with this package.

On PS4 you get the full software, which
means thousands of pre-made assets, as well as
customisation tools to craft your own worlds.
There’s no need to learn code; you simply drag and
drop assets from the menus and render your game.
The simplicity hides the level of complexity that is
possible, and achievable, with RPG Maker MV. The
beauty of having so many pre-made elements is 
that you can design and build your game, and then 
replace stock assets as you refine your creation.

Your finished game is loaded to the internet to be 
played, or added to the free app that will be available 
on PS4 at launch. From here you can play other 
creator-games. Presently the PS4 edition doesn’t 
share creations with other platforms, which is the 
only downside to, what is, a great ‘game’. Now’s the 
time to create that high school werecat romance.

“THE SIMPLICITY
HIDES THE LEVEL OF
COMPLEXITY THAT
IS ACHIEVABLE.”

1The character creator 
offers plenty of scope 
to model the perfect 

chibi hero. Stuck for time? 
Then use the Randomizer 
for surprising results.

2Your world map is 
divided into squares, 
handy for dragging 

and dropping environment 
details, hazards, and 
collectible secrets.

3Towns are created in 
a similar way using 
custom-built elements. 

It’s as simple as dragging 
and dropping your assets 
onto the map.

What will you make? 
A classic fantasy, a 
school romance, or 
something different? 

RPG MAKER MV
Shake your game maker

Make it so
Create a game with ease

  FORMAT PS4 / ETA 2019 / PUB NIS AMERICA, INC
DEV KADOKAWA CORPORATION

Above Within the framework of a retro aesthetic you can make any type of RPG you want.



045

PREVIEW

“GREG JOHNSON
RETURNS TO CRAFT
THE WORLDS OF BACK
IN THE GROOVE!,
WHICH MEANS THIS
IS A PROPER SEQUEL.”

Above Two-player split-screen is the best way to play ToeJam & Earl. Above The side-scrolling HyperFunk Zone from Panic On Funkotron returns.

Baseball cap turned backwards. Check.
White vest? Check. Oversized gold
chain? Absolutely. You, lovely reader,
are ready to travel back to the ’90s and

embrace the funky vibes of this classic Sega Mega
Drive hit reborn on PS4.

So what’s the dillio? The big news is that the original
game’s co-creator, Greg Johnson, returns to craft the
worlds of Back In The Groove!, which means this is
a proper sequel. The aim, says Greg Johnson, “was to
capture the spirit of game one, and everything that
was best about game two, and then add a whole new
set of features”.
This means the same roguelike map-crawling

anchors the game, but it’s now compounded by
new ideas we’ve come to expect on PlayStation 4,
including dialogue choices. Explaining how Earthlings
you meet will treat you differently depending on
what you say to them, Johnson says: “They might
say “hey can I have a buck” and if you give them one,
they might do something nice for you, or, if you say
“no”, you might find yourself suddenly on rocket
skates shooting across the level and over the side.”
With new and classic characters to unlock, a new

Hard Mode – “very intense,” says Johnson – and
31 classic music remixes and new tunes to discover
– “I’m never getting off the funk train,” quips the
dev – plus returning and original minigames to play
(which reward you with new gear and abilities), Back
In The Groove! should be ‘all that with cheese’.

The underground ‘comix’ 
style design by Nathan 
Shorts is pure 90s gold.

Each of the nine old and 
new characters has a 
unique set of skills to 
combine in co-op play.Above Enemy types have been updated, and now include the Internet Troll, the 

Selfie-woman, and the Clipboard Volunteer. It’s a satire, you have been warned.

TOEJAM & EARL:
BACK IN THE GROOVE!
Whassup? The ‘90s, that’s what

  FORMAT PS4 / ETA 1 MAR  
PUB HUMANATURE STUDIOS / DEV HUMANATURE STUDIOS
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PREVIEW

It doesn’t take Jenny 
LeClue to figure this 
year will be another 
stonker for PS4 and 
PS VR games. We’ll 
be indulging in some 
first-person anime, 
bonding with our pet 
falcon, and lending 
Ms LeClue a hand…

PREVIEW  
ROUND-UP

AWAY: JOURNEY 
TO THE 
UNEXPECTED

 FORMAT PS4 ETA Q1 2019 
PUB PLAYDIUS
DEV AURELIEN REGARD

This anime-styled first-
person action game is 
brimming with the sort 
of charm you only get 
when a French developer 
creates Japanese-style 
visuals. While the cartoony 
world it’s set in is 3D, all 
the characters are 2D. 
Roguelite elements keep 
you coming back as you 
whack your way through 
these worlds, making 
friends and allies as you go. 
Light-hearted and vibrant, it 
seems there will be plenty 
of goofiness to uncover. 
While developer Aurelien is 
Paris-based, he’s teamed 
with Kazuhiko Naruse for 
the soundtrack.  

FALCON AGE
 FORMAT PS4, PS VR

ETA 2019 / PUB OUTERLOOP 
DEV OUTERLOOP

You’ve heard of shoot-’em-
ups, but how about a 
bird-’em-up? Falcon Age is 
just that, a first-person 
adventure where you use 
the lost art of falconry to 
reclaim a culture from 
automated coloniser robots. 
On their dying colony planet, 
Ara’s people mix the old 
ways with advanced tech. 
But they’re being invaded by 
machines, and it’s up to you, 
as Ara, to save the legacy of
her people before they’re 
completely overwritten. 
Outerloop isn’t putting all its 
bird eggs in one basket – 
while Falcon Age is being 
built with PS VR and PS 
Move controllers in mind, 
you’ll also be able to play on 
a standard PS4.  

THE WILD 
EIGHT

 FORMAT PS4 / ETA AUG 
PUB HYPETRAIN
DEV HYPETRAIN

We don’t know what’s 
worse – being in a plane 
crash, or having to survive 
after one. Stranded in 
Alaska, you’ll need to fight 
for your life to survive. 
You can go it alone, but 
you’ll find things easier in 
multiplayer, where you can 
have a team of up to eight 
survivors (hence the game’s
name). More than just 
surviving is on the cards 
as in addition to fighting off 
predators and surviving 
blizzards, there may be 
more to the plane crash 
than it seems. Alongside 
your friends you have to 
uncover a mysterious plot 
as you explore, loot, and 
master nature.  

LAPIS X 
LABYRINTH

 FORMAT PS4 / ETA 2019
PUB NIS AMERICA 
DEV NIPPON ICHI

If two heads are better than 
one, then how about four? 
This quirky side-on, 
two-dimensional action RPG 
has a party system, as you 
might expect – but in this 
you stack them all on top of 
each other. Talk about 
reaching for new heights. 
With eight classes of hero, 
the stacking possibilities are 
endless. Your small village 
has fallen on hard times, so 
everyone needs to help by 
finding some treasure 
which is where you and your 
band of adventurers come 
in. Grab lots of loot, rack ‘n’ 
stack points, activate Fever 
Time, and crush your foes
in this flashy, over-the-top
role-playing adventure.  

JENNY LECLUE – 
DETECTIVU

FORMAT PS4 / ETA 2019 / PUB MOGRAFI / DEV MOGRAFI

The developer asks you to “embrace 
the choosiness” in this narrative 
adventure game about growing up. In 

the small town of Arthurton, Jenny wishes 
for something interesting to happen to put 
her detective skills to the test. Well, her own 
mother being accused of murder might be 
more than she wanted! The town is full of 
interactivity as you meet the residents, and 
have to wrestle with whether some things 
are right, wrong, or somewhere in between. 
The evidence says to watch out for this one.
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THE DIVISION 2
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THE DIVISION 2

The Dark Zone remains the best end game, 

we learn as we go hands-on with 

Tom Clancy’s The Division 2
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e reach the extraction
point and there’s tension in the air. 
Our group, four Division agents 
laden with gear, separate and hunker 
down behind makeshift cover. We 
choose a burned-out car, partly 
covered in vines where nature is 
fighting back. It’s not the shrubbery 
that’s shooting at us, though, it’s 
another squad of Division ‘friends’ 
gone Rogue. And they want our loot. 

At the tip of its paramilitary spear 
The Division 2 feels a lot like the first
game. There’s a 40-hour narrative to
play through, either solo or in co-op,
a vast open world to explore (New
York is replaced by a 1:1 recreation of
Washington DC), again on your own
or with friends, and the Dark Zone is
still the best ‘end game’ draw going;
yes, even better than Destiny 2.

“The Dark Zone is, and was, a
beautiful social experiment. You have
this unique player versus environment
and enemies, and versus players,
happening at the same time, but the
whole versus part is completely

optional,” explains game director
Mathias Karlson. 

The mode is unique in that it 
unlocks our baser instincts; the Dark 
Zone is a place that teases us with 
opportunities to do bad things: kill, be 
greedy, or steal from allies.

“There’s nothing forcing you. It’s 
really about ‘what do people do when 

no-one’s looking?’, and that’s really 
what we’ve continued to build on in 
The Division 2,” adds Karlson.

CAPITAL IDEA
Relocating the game to Washington 
DC has had a major effect on what 
Massive Entertainment has been able 

to do with the Dark Zone concept. 
Developed with the idea of ‘end game 
first’, everything about The Division 2 
is created around making its unique 
atypical PvP mode even better. 

First and foremost there are now 
three zones to enter, designed to make 
this end game mode more accessible 
to newcomers. Anyone who found the 

original game’s New York-set Dark 
Zone too challenging will welcome the 
variety. Some players, says Karlson, 
never reached the top of Manhattan. 

Key to the addition of two more 
zones is the idea of ‘normalisation’, 
meaning when you enter a Dark Zone 
your gear and build will be levelled out 
to match other players in the zone. 
You can still play how you wish, 
whether that’s as a shotgun-wielding 
scout or as a sniper, but “the peaks 
and valleys of fallibility and 
survivability are even. It’s really about 
‘my build, my perfect build versus 
your perfect build’,” explains Karlson. 

If you’re a veteran balking at the 
idea of having your stats normalised to 
level the playing field, then take note 
of that number – there are three Dark 
Zones for this very reason. One of the 
zones will be what Karlson calls an 
Occupied Dark Zone, “a raw Dark 
Zone experience which rotates on 

THE DIVISION 2

“THE DARK ZONE IS A PLACE THAT 
TEASES US WITH OPPORTUNITIES  
TO DO BAD THINGS: KILL, OR STEAL.”

Entering one of the new 
Dark Zones offers the 
same nervous thrill we 
loved in the first game.



The Division 2’s new Conflict
mode – a PvP set across three
custom maps and including

Skirmish, Team Deathmatch, and
Domination game types – reinforces
the sequel’s core shooter status.

Playing Skirmish on the game’s
Georgetown map – Georgetown is
Washington’s older district – is
intense and moreish. The map is 
small but crammed with nooks to 
hide inside, alleyways to scurry down 

and everything
culminates in a
small crossroads
overlooked by two
rooftops. The
closeness of the combat,
where you’re often right on top
of a rival squad, lends Conflict a
distinct Call Of Duty: WWII feel.

In Skirmish mode each team has a
set number of respawns, and once a
team has used them all it’s game

over for that team.
It means you’re only

as good as your
weakest member, and

makes in-game revives
essential. Lone wolf players

will only be putting their squad, and
their shot at victory, at risk, if they
don’t help their fellow Division agents
on the battlefield.

As our game evolves we soon
learn to divide into pairs, one couple

taking to a rooftop to draw fire from
the enemy while two scuttle to
nearby doorways and snipe the
sitting ducks from below. It’s a tactic
that pays dividends.

Conflict mode has a separate
progression system for gear
unlocks, skill levelling, and class
upgrades, so dedicated players will
really reap the rewards. There’s an 
effort on Massive’s part to ensure 
this mode feels essential.

By Georgetown, 
it’s good
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[1] Splitting your squad into attention-grabbers and
snipers pays off in Skirmish mode. [2] There’s a tension 
in the air as you wait for extraction; a Rogue squad 
could be lurking anywhere. [3] Going Rogue can net you 
another team’s gear, but you’ll be hunted for it.

cadence,” where the gloves are off and 
anything goes. 

The need to make The Division 2’s 
end game more accessible stretches 
into this sequel’s story campaign. 
There will be a narrative mission that 
introduces how to play in this 
back-stabbing world. “So you’re first 
dipping your toe into the Dark Zone 
and it doesn’t mean that you’re 
exposing yourself to other players, if

that’s something you’re a little
apprehensive about, so you can go in 
alone or you can go in with your group 
to get that feeling of ‘here be dragons, 
going beyond the wall into this time 
capsule’,” says Karlson.

Back to our anxious wait to be 
extracted. The helicopter has finally 
arrived and we’ve all attached our gear 

to the rope dangling enticingly in the 
middle of makeshift barricades in 
Fisherman’s Wharf, a southern district 
of Washington DC. 

As the timer counts down, bullets 
ricochet off our car-cover, and team 
members shout for help, one spotting 
a group circling us. Being sneaky types 
we sit back and snipe from distance, 
picking off the turncoats as they 
emerge from cover and engage our

team. The threat of having our gear
stolen subsides and we allow ourselves 
a moment of celebration… only for a 
bullet to smack our character in the 
face. There was another Rogue squad 
waiting to pick off the victor.

The act of ‘going Rogue’ was a 
defining moment in the original game. 
Some Rogue players would even wait 

in hiding for two squads to pass, snipe 
one player from cover, and then watch 
the two ‘friendly’ teams slaughter each 
other, unaware they’d been set up. 
There was nothing quite like triggering 
a Manhunt and going Golden Skull 
Rogue, running the gauntlet of 
Division squads hunting you through 
Manhattan’s subway tunnels.

However, for this sequel Massive 
Entertainment has “extended the 
Rogue system downwards,” says 
Karlson. Manhunt is still the extreme 
level, but in The Division 2 you can go 
Rogue in ways other than by simply 
attacking other Division agents. “So we 
have opportunism,” explains the game 
director, detailing how you can steal a 
supply drop and not share the 
contents, or loot a downed player 
asking to be revived. 

Theft and more low-key deeds will 
still flag you up as Rogue but it won’t 
be broadcast to everyone. Instead a 
new ‘Grey’ Rogue state has been added 
to identify players who aren’t killers 
but likewise shouldn’t be trusted. 

“IN THE DIVISION 2 YOU CAN GO ROGUE 
IN WAYS OTHER THAN BY SIMPLY 
ATTACKING OTHER DIVISION AGENTS.”

1 2 3



053

THE DIVISION 2

OPM: There’ll be three episodes released 
post-launch. How important is it to
support The Division 2 in this way?
David Polfeldt: I am very happy about 
what we’re planning. I think it’s important 
to know the game should change after 
launch. We’re fully anticipating that there 
will be things that we need to discover 
about the game, depending on how people 
play it and what they do and don’t like. 
That’s where we’ve set it up more like a 
relationship. We have a first idea of what 
post-launch should be and we’re planning 
for the unexpected or for reactions we 
need to have to community feedback. So 
it’s a different kind of a plan. It’s not like 
we have decided everything yet, it depends 
really on the conversations we will have.

OPM: Do games like The Division 2 force
developers to work in new ways?
DP: Most developers have more of a tunnel 
vision than they may want to admit. You’re 
very, very focused on developing your own 
thing. What we like and what we think is 
fun, and what we think should be the next 
stage of evolution for games. 

When you’re in that mode you tend to 
not look at what other people are doing. So 
you might be playing games but you’re not 
thinking about them professionally; you’re
thinking ‘This is my hobby, in my work
I’m exploring this area,’ and they might not
be as connected as people sometimes think
or would like to claim, but on the other
hand it asks a few questions about how we
traditionally treat games, as if the material
that is on the disc is the game, and today
for us, and for many other games, it’s not;
that is only the first salvo or the first gift
in a longer relationship. It’s the
development, and the
evolution, and the attention
you have to that relationship
that is the game.

In The Division 2 we’re
taking it up a notch. We’re
discovering what happened in
Washington, one of the most protected
cities in the world, if it could happen there
what does that actually say about the
situation we’re now facing. And I think
that’s almost impossible, at least for me, to
not fantasise about another story between
one and two, and then another one, you
can just play with it so much.

OPM: How has The Division changed since
launch, and how do those differences
affect the sequel?
DP: It’s a pretty serious game, and it’s a
pretty serious brand. It takes itself
seriously as well and it poses some

real-life questions also, and I think that’s
something you will always debate even if
you go the other direction, even if it’s
super-jolly and super-light, the publisher
might say ‘This seems a little bit too silly’.

Ours was maybe too pretentious, too
serious. That was debated and I think we
ended up finding the right note, and I
think we had that discussion with Ubisoft

many, many times because it’s a fine
calibration when you hit the note. It’s the
same with music, you know? Is it too
dark? Does everything have to be this
dark? Are all the songs completely black or
is there some variation there? Creating The
Division is like creating an album – it’s
not just one song, you need to have a
dynamic also between the different
flavours – and I think we got that right.
But that was because we debated it a lot.

OPM: How will things change in the
future, for games and maybe for PS5?
DP: I think we live in interesting times. I

think there’s a lot going on, particularly on 
the technology side, hardware side, 
cloud-based games, or streaming as a 
distribution channel, also new actors 
coming in with a lot of interest, old actors 
coming back as well. 

What I love about this time is that no 
matter how you see it, it will bring games 
to a bigger audience. Which means that 
the content creators are actually the 
winners of this particular revolution, and 
I’m thinking mostly of streaming when  
I say that as I think theoretically streaming 
can bring the games to almost anyone on 
Earth who has a connected screen, and 
that’s a huge difference for us, but it’s  
still content. 

What’s fun for a person who owns 
hardware is usually the same for a person 
who doesn’t have hardware, so as soon as 
they get their hands on the content it’s 
very likely they’ll enjoy it the same as 
people who can access it today.

OPM: It sounds like studios like Massive
Entertainment will have the opportunity
to do more?
DP: For me, I think of this as it changing 
the power structure a little bit in the 
industry and it’s biased towards content 
creators, which I think is great for this 
industry because it means people who can 
make great games are going to be the most 
valuable in this generation, and I think 
that’s fantastic. 

It’s like the movie industry was in the 
’50s and the ’60s where you know we 
couldn’t just produce enough movies,  
and the people who were making good 
movies were the ones who were also 
driving the industry forwards, and that’s

kind of a change.
I’ve been in the game industry

for so long and when I started
we were basically begging
someone to pay us to do
something that we loved, so the
power structure was different,

and that’s changing, and I think Ubisoft
is also extremely well positioned with
the IP portfolio, and because Ubisoft has
been so loyal to its own IPs for so long,
and now that is going to pay off. I think
it’s going to be very interesting in the
next ten years. It makes me wish I was
20 again [laughs].

OPM: So who ultimately wins?
DP: If you ask me to predict who will  
be the winner of the ‘streaming war’ I  
will say I have no idea, except for the 
people who make the content, they will 
win either way.

“THEORETICALLY STREAMING 
CAN BRING THE GAMES TO 

ALMOST ANYONE ON EARTH.”

Massive Entertainment’s CEO on
sequels, new technology, and the

future of videogames

DAVID POLFELDT



GUN CADDY
You can loot new gear from 
enemies. Everything appears 
on your character’s back. 
You can hot-swap between 
guns by quickly tapping w.

SIGNATURE SHOT
Holdingw enables you to
access your character’s
signature weapon, which can be
assigned in the loadout menu.

DUCK AND COVER
Cover fire feels snappy. You can lock
to cover easily by tappingq, while
you can point to and highlight nearby
cover to run to; it’s one of the best
cover systems going.

Taking cover inside the Old Post
Office Pavilion, these soldiers bed in,
attempt to flank us, and set up
ambush points inside the building’s
entrance. It’s a frantic battle, proving
it’s not only other players who’ll test
your nerve in the Dark Zone but also
the shooter’s AI.

Washington DC has given the
game’s campaign higher stakes, says 
Karlson: “It really tangibly feels like 
‘shit, this is something that could 
happen, that could actually go down 
for real’. It is that Clancy legacy of 
Clear And Present Danger, and 
plausibility that really sets it apart.”

Being set in the real world, seven 
months after a homegrown terrorist 
released a smallpox pandemic on New 

and when we’re not gawking slack-
jawed at the wreckage of Air Force
One strewn across The Mall, we’re
admiring a wild deer that hops and
skips across our path.

The AI and variety of enemies we
face add to the spectacle. While the
cannon fodder are easily dispatched,

the heavy units – armoured enemies
carrying rocket launchers and heavy 
machine guns – take more time to 
dispose of; first we have to whittle 
down their armour, then deliver the 
final shot. We soon discover teamwork 
and weapon selection are key to 
clearing these tanks.

Soon we run into more True Sons 
militia, who group together and use 
cover convincingly to confront us. 

It’s a nuanced approach that drifts into
other aspects of Dark Zone play. For
example, friendly fire is turned off in
two of the three Dark Zones, ensuring
no more accidental Rogue agents – or,
at least, no more excuses.

ZONE TROOPERS
As we play, the core loop in a Dark
Zone is a familiar challenge. We
search for and clear out ‘monuments’
occupied by the sequel’s enemies.
Called True Sons, they’re a force of
ex-soldiers gone bad. They are led by
a former Joint Task Force officer who
has set himself up as a warlord in the
ruined US capital. 

It’s a simple drill but one enlivened 
by the world we’re in; moving from 
cover to cover using q and jumping 
debris by holding e Assassin’s-
Creed-style, Washington DC is an easy 
place to scurry around. Surprisingly so 
considering the detail on offer. 
Massive Entertainment’s Snowdrop 
engine is being pushed to the limit, 

SURE
SHOT

Dissecting the 
warzone

“IT’S NOT ONLY OTHER PLAYERS 
WHO’LL TEST YOUR NERVE IN THE 
DARK ZONE BUT ALSO THE AI.”
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IT’S A RIOT
One of the best skills to master 
is the use of the armoured riot 
shield. Though you can only use a 
pistol with this, it means you can 
draw fire while your squad flanks.

SKILFUL SHOOTER
Each class of character has 
access to skills that you can 
make use of in the heat of battle, 
including drones and remote 
firing heavy machine guns.

and modern buildings. There’s a
variety to Washington DC that was
often lacking in the original game’s
Manhattan-set grid-based layout.

“Manhattan is iconic but limited in
the type of environments [we could
create]. Washington DC is very rich
by contrast; you have an almost
subtropical climate in the summer,”
details Karlson. “Nature is just so full
of life. You have an almost jungle-like
nature in Roosevelt, wherever there is
nature it’s trying to claw itself back
and takeover; you have the wide-open
spaces of the Mall, huge lawns and
epic monuments; and places like
Georgetown, which is European in
nature and is full of narrow streets
and back alleys […] variety is not
just about the pleasure of getting
contrasting visual variety but it needs
to play differently; fundamentally it’s
a shooter.”

It’s that last statement that catches
us, as more than anything The
Division 2 is a shooter, albeit one with

strong role-playing layers, “where the
RPG is true, deep RPG,” affirms
Karlson. The game walks a fine line
between offering an action RPG story
campaign set in the real world, which
is now matched with a revised Dark
Zone, as well as more traditional
shooter modes, including the PvP [see
World In Conflict, p51] at launch, and
the promise of eight-player Raids. It’s
a series that has helped make the
online co-op blended gameplay genre,
started with Destiny and dominated
by Monster Hunter: World, so
essential on PlayStation 4.

At its core, however, behind the epic
what-if narrative (Karlson teases
“Maybe” when we prod whether The
Division 2 is taking the story global)
this sequel is about that unique
experiment, to see what we do when
no-one is looking and the lights go
out. How we’ll behave. As it turns out,
a divided world is a whole lot more
fun than a united one – but thank
goodness it’s just a game.

York, gives The Division 2 an instant 
accessibility. As we patrol through the 
American capital, which has been 
ravaged by riots and then overtaken by 
nature, the world and its backstory 
connect on an emotional level. 

“You internalise it instantly, you 
don’t question it, so you can start 
enjoying the richness of what makes it 
different rather than understanding the 
world in the first place,” says Karlson. 
“That’s where the transformation 
comes in, where ‘okay this is 
Washington DC’. If you know the city 
you’re going to be able to literally 
follow your internal compass in The 
Division 2, but the transformation of 
what has happened in this seven 
months since New York is what makes 
it extra special.”

GRID UNLOCKED
The fidelity to the real-world 
Washington is also what makes it so 
much fun to play in. The city is a 
blend of old and new, of narrow streets 

[1] You can use armour kits to heal, but keep an eye out for team members who 
need reviving. [2] You’ll get extracted from some very famous locations at the end 
of your missions – if you survive, of course. [3] Different areas provide different 
sorts of cover, and Washington’s got plenty of greenery. [4] A drone! Kill it!

1

2

4

3
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THE OPM INTERVIEW

espite being two years old 
Tekken 7 remains one of 
PS4’s best fighters, and its 
latest season pass only 
reinforces its status. The 
current roster is expanded 
by series stalwarts Anna, 
Lei, Craig Marduk, Armor 
King, and Julia Chang (as 
well as a guest appearance 

from The Walking Dead’s Negan).
This issue, like a Cher impersonator at a 

wedding, we’re turning back time. With Tekken 
3 proving one of the best games in PlayStation 
Classic’s lineup, we catch up with the director 
and producer on the Tekken series, Katsuhiro 
Harada, who has worked on every game in the 
series (he even voiced the 
original Yoshimitsu, Marshall 
Law, and Kunimitsu). What 
does he make of Tekken 3 being 
on PlayStation Classic? 
Why was PS1 such a 
magnet for fight fans? 
How do the old games 
influence the new? Read 
on and find out…

OPM: For many, Tekken 3  
on PS1 is what got them  
into the series. Why do  
you think this is?
Katsuhiro Harada: Indeed, it 
is true that Tekken 3 was a 
turning point for the 
series because it is the 
game that made the 

Look  
who’s
Tekken

Tekken director Katsuhiro 
Harada talks to OPM about  

the series’ heritage

AQ
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Katsuhiro Harada 
began his career at 
Namco as a promoter, 
before switching to 
development.
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Middle The game’s designed to encourage you to knock your opponent out.
Left Harada provided Yoshimitsu’s original voice. Right Alas, poor Yoshi…

was perceived as something truly revolutionary that captured the 
imagination of not only gamers but also the wider public. It was the 
representation of the “real world” in graphics form, something realistic 
and palpable even for someone who did not have any experience playing 
games. From that point onwards, the game being fun was not enough  
any more, it also had to have cutting-edge graphics to capture the 
attention of people. 

Regarding Tekken 3, the game only focused on two characters at a time, 
which enabled us to push the graphical fidelity even further and add 
realistic details more so than other games could at the time. I believe that 

franchise achieve mainstream success. We
are talking about 4.3 million units sold in the
first few months of release, which grew into 8.3 
million units sold in total by the end. 

OPM: Why was Tekken 3 the entry point to the 
series for a great deal of players? 
KH: I think that the answer to the question is 
very complex because it was the result of a 
perfect storm of various factors. 

One of the reasons was that in the minds  
of many gamers, Tekken 3 was perceived as  
the “newest 3D fighting game on the market” 
even before it was released on the PlayStation.  
This was due to the fact that the game’s  
arcade version had already been released to 
critical acclaim and was continuously growing 
in popularity. 

Another reason for its success, the game was 
a benchmark that pushed the envelope on what 
was possible on the PlayStation in terms of 
graphics and loading speed. In the early ’90s 
videogame industry, Tekken 3 was on the 
cutting edge. 

Also it is important to remember that 
although it is very common today, at that time 
it was rare for a fighting game to have many 
game modes. Part of Tekken 3’s appeal was that 
it offered a wide variety of game modes (such 
as the Story mode, Tekken Ball, etc). And 
finally, one of the main reasons why people see 
this entry as the beginning of the series is 
because the characters and gameplay were 
completely renewed and revamped to become 
the basis of the iconic experience that fans of 
the series love today. 

OPM: What do you think was so important 
about PS1 for fighting games of the era?
KH: As technology continued to advance, proper 
arcade-to-console ports were being made 
possible, which was very impressive at the time, 
but what the PS1 brought was something 
completely new. At the time, polygon-based 3D 

THERE’S A LOT 
LESS HAND-

HOLDING FOR THE 
PLAYERS – IT’S A 

MUCH MORE 
GAMEPLAY-DRIVEN 
EXPERIENCE.

Harada’s not afraid to 
try new things, to give 
fans what “they didn’t 
even know they wanted.”
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this is one of the many reasons that made 
Tekken 3 stand out from other games. 

OPM: At the time, what was it like trying  
to make each sequel better than the last  
on PS1? What did you manage to accomplish 
with Tekken 3 that you couldn’t with either 
Tekken 1 or 2?
KH: I believe that meeting the fans’ 
expectations is as important as exceeding  
them. When working on a sequel, striking a 
good balance between improvement and 
innovation is a sure way of making it better 
than the last entry. In Tekken and Tekken 2  
the command input system was quite difficult 
– to be honest, it was unforgiving. In Tekken 3, 
this aspect was greatly improved upon. 
Although it was still a very challenging game to 
master, by refining the command input system 
we made it fair to all players. 

OPM: Side-stepping was an important part of 
Tekken 3. What was behind the idea to keep 
pushing to utilise the foreground and 
background in a fighting game?
KH: To be honest, in Tekken 3 the backgrounds 
do not have a huge impact on the gameplay. 
This is due to the stages not having hard 
boundaries (characters who are at the edge of 
the stage would automatically side-step and go 
in a circle). The reasoning behind that was that 
we wanted players to defeat their opponents by 
KO rather than Ring Outs. Also, by pitting the 
fighters closer to each other, we made it 
essential for the players to use evasive 
manoeuvres. As to why we implemented 
side-stepping, we simply wanted to give more 
freedom to the players.

OPM: While some characters returned from 
previous games, Tekken 3 really put a lot of 

emphasis on including a lot of new characters. Did you see Tekken 3 
as a sort of ‘revitalisation’ of the series at the time?
KH: Turning a new leaf and putting emphasis on a lot of new characters 
without really getting bogged down in the past gave us the 
opportunity to surprise a lot of players and draw a lot of 
attention. Setting Tekken 3’s timeline more than 19 years later 
than the previous game felt really fresh and exciting at the 
time. What we set out to achieve was to create a game 
that would revolutionise the series and be a new 
starting point for the franchise.

OPM: What do you think players will think of 
Tekken 3 going back to it after Tekken 7, so 
many years later?
KH: The first thing that the players would notice is 
the clumsy controls due to the animation data being 
heavily compressed. Also a lot of current players would be 
shocked by how few moves there are compared to the newer 
entries. I would summarise by saying that when compared to 
newer entries, Tekken 3 has fewer options in terms of moves, while 
each attack deals a lot more damage, which makes the game itself 
not a very tactical one.

OPM: Tekken Force was a unique and new addition to  
Tekken at the time. Where did the idea for adding a  
beat-’em-up-style mode come from?
KH: This whole idea started with a conversation we had within 

 
the team in which someone stated that they 
really wanted the characters to eat “meat”. I 
should also mention that our team really 
enjoyed ’80s beat-’em-up games a lot. 

OPM: Tekken Ball also featured in Tekken 3. 
Since then, the series has become known for 
exploring some bizarre minigames on top of 
the core fighting component. What does that 
sort of experimentation mean to the team?
KH: Originally, I had this idea of having a mode 
where players could try out and practice their 
aerial combos. We worked hard to bring that 
concept to life but in the end we weren’t 
satisfied with the results. As we did not have 
the time to implement this mode in a way that 
would satisfy us we changed directions and in a 
hurry made it into a ball game. As we lamented 
the lack of time for not being able to 
implement the mode as we envisioned, we 
learned how much the fans loved Tekken Ball 
and how popular this mode became. You can 
imagine our surprise when we heard that.

OPM: How important do you think it is to 
preserve older games for new generations  
to play? With new hardware this isn’t always 
so easy, but PS Classic will allow people to 
play classics for the first time, or revisit  
their favourites.
KH: I believe that the preservation of older 
games, classic or otherwise, is extremely 
important for the industry as a whole. And this 
should not just be limited to the PS Classic as 
we have a responsibility to preserve these 
experiences for future generations. I also believe 
that if we do not actively try to preserve older 
games, they will cease to exist which would be 
very unfortunate. Therefore, I applaud any 
efforts made by the owners of the games to 
preserve them. As my daughter loves classic 
games, I am glad that she has the opportunity 
to play them. By playing older games we can 
discover new experiences that we had no idea 
existed and get inspired by them. They are also 
a really good reminder of how far we have 
grown as an industry from our humble 
beginnings which is sometimes easy to forget. 

OPM: What about Tekken 3 in 
particular is still thought about in  
the development process for  
the new games?

KH: We still use the same 
philosophy of meeting the fans’ 
expectations while surpassing 
them by giving them a new 
experience they themselves 
didn’t even know they wanted. 

To this end, we as developers 
should not be afraid of rocking the 

boat. Although it would keep the fans 
happy and the franchise in a positive 

light temporarily, being conservative in game 
development will ultimately lead to a 
situation in which the game would only 
appeal to fans while not being able to  
engage anyone else.

1995
TEKKEN 

Created by ex-Sega 
developers, the original 
entry in the series 
redefined what a PS1 
fighting game should be, 
and was the first 
PlayStation game to sell 
over one million copies. 

1998
TEKKEN 3 

Back in 2009 we got all 
nostalgic and called this 
“One of the finest fighting 
games of all time.” In fact, 
it’s widely regarded as one 
of PlayStation’s greatest 
ever – it’s reason enough to 
buy a PlayStation Classic.

2017
TEKKEN 7: FATED 
RETRIBUTION

A return to form for the 
classic series, we scored 
this entry 9/10 in issue 
#138. Tekken 7 brought 
back classic characters and 
old game modes alike.

N E E D O  K N O W

KATSUHIRO 
HARADA

A CAREER IN THE  
VIRTUAL RING
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RAGE 2

We go hands-on with Rage 2’s open world, and 
ask Id Software’s Tim Willits and Avalanche 
Studios’ Magnus Nedfors how they created it
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RAGE 2

There are some entertaining 
weapons – and working out 
how to combine them with 
nanotrite abilities is brilliant.

ust like a perfect 
mixtape, Rage 2 
is best played 
loud. Very loud. 
We turn the 
volume all the 
way up as we go 
hands-on with a 
massive slice of 
the game’s open 
world, and 
rockin’ riffs blast 
into our ears as 
we tear through 
the wasteland 
blasting away at 
bandits – a stark 

contrast with the 
snowy Stockholm 

streets we trudged 
through on the way to 

Avalanche’s snug office.
As empowering as the 

beats are when you get really 
into the flow of combat 
(think Id’s own Doom 
(2016)), that’s not all 
that’s loud about Rage 2. 

The raw energy 
of this game is 
incredible: the 

sound, the visuals, the attitude 
– it’s an over-the-top neon take 
on a Mad Max wasteland 
overflowing with things to 
discover, and lush areas where 
nature has reclaimed its place in 
the world.

“We wanted to change the 
wasteland feel compared to other 
games that we have made here at 
Avalanche – to have a more 
colourful and varied wasteland,” 
says Avalanche game director 
Magnus Nedfors. Setting this 
game 30 years after the first Rage 
has given the developers freedom 
to make the world brighter, 
bolder, and more intense. 

“We needed to push the 
landscape, to push the colours, 
push the style. And we needed 
that time,” adds Tim Willits, Id 
Software studio director.

GUN RUNNER
The loudest thing of all is 
yourself – smashing through 
the challenges of the wilderness 
however you want, always 
moving, always with new tricks 
up your sleeves, always turning 
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your enemies into explosions
of sinew and blood, and always, 
always having fun your way.

In its gunplay, Rage 2 very 
much takes its cues from the 
classic Id style of run-and-gun 
shooter, the sort of ‘push-forward’ 
gameplay we love in Doom (2016).
Designed with no thoughts of 
cover shooters in mind (Willits 
rolls his eyes at the very notion of
cover shooters when first 
introducing us to the gameplay 
demo at the studio), Rage 2 is all 
about empowering you to move 
forward and take on enemies in 
the midst of combat rather than 
hang back and play it safe.

So, what does Willits think is 
the most important thing for a 
player to feel when they’re playing 
a first-person shooter? “It’s the 
power fantasy of you being the 
baddest, toughest guy out there 

with any situational weapons.
Speed, movement, and just having 
fun running and gunning.” We say 
that perhaps what feels so fresh 
about the push-forward gameplay 
is, paradoxically, that it feels 
unashamedly old-school – 
harking back to Id’s own Dooms

and Quakes. “It’s not the
mechanics that make it old-
school. It’s the emotions, and the 
experience that people tap into. 
When people played the original 
Doom they moved in their chair, 
and they ducked,” explains Willits.
“But it’s those emotions, and 
tapping into those emotions 

through these game mechanics
that I think is what people enjoy.”

RIDE FREE
On the Avalanche side of the
coin, what does Nedfors think
is most important in an open
world game? “The freedom,” he
says. “‘Freedom’ is for sure the
word that I would use for an
open world game. Don’t force
the player to go to certain points,
don’t force them with what to 
do – let them be in the world, 
explore it, and often create their 
own stories.” Rage 2 isn’t a game 
interested in dictating how you 
should play, but one that’s keen to 
sit back and see what jazzy notes

We’ve got a great big 
convoy. As well as driving 
the vehicles in your garage, 
you can hop into any you find.

What would an open world game be without side-activities to get pleasantly 
distracted by? Both derby racing and Mutant Bash TV will challenge you.

RAGE 2

Wellspring’s mayor, Loosum Hagar, 
returns from the first game.

“IT’S THE POWER FANTASY OF YOU 
BEING THE BADDEST GUY OUT THERE 
WITH ANY SITUATIONAL WEAPONS.”



The Barrier ability isn’t only 
defensive, you can use it to 
zap threats away. Barrier + 
Shatter = bye, bye enemies.

RAGE 2

you’re able to eke out 
of its systems. “Freedom 
to create your own… 
wow, this is really… 
freedom to create your 
own destiny.” Nedfors 
begins to laugh. “Wow, 
I should slap myself. 
But that’s the core of 
it – just let the player 

do whatever they want, that’s 
super-important for me.”

In some ways Willits’ and 
Nedfors’ design backgrounds 
couldn’t be more different – one 
works for a firm known for its 
linear shooters, and the other is 
renowned for building open 
worlds. “This is how we [at Id] 
make games: very, very vertical; 

and this is how [Avalanche] make 
games [waves a horizontal line],” 
laughs Willits. “It’s a huge 
education for me to think like 
this [waving horizontally].” But 
it’s their passion for player 
freedom and player emotion that 
ties Id and Avalanche together 
and helps them mesh so well.

ROAD WARRIOR
In our time with the game we’re 
let off the leash in a huge portion 
of the wasteland. We even get a 
glimpse of some biomes different 
to the desert one you might be 
familiar with, such as a huge, 
swampy lagoon patrolled by the 

biker gang the River Hogs. 
The beginning of our 

journey takes us 



067

Even in a built-up area, 
you’re far from civilisation in 
Rage 2. But some enjoyable 
barbarism is fine by us.

to Wellspring, which featured in 
the first game but is more built 
up three (fictional) decades on. 
Even this small haven is filled to 
the brim with life – there’s an 
incredible number of people to 
talk to and things to see. This 
is a wilderness that feels alive. 
We take on a mission that sets a 
couple of waypoints on our map, 
but we’re constantly distracted on 
the way by new things to do, and

they all feel unique and bursting
with personality.

We move seamlessly from 
fighting for our lives amid 
explosions destroying a gang-
controlled fuel depot to jumping 
back into our vehicle to chase 
down and destroy a convoy. This 
vehicle mission is quite literally 
‘push forward’ as we pursue our 
quarry. Lightly tapping boost, 
switching between machine guns 
and missiles, we have to dodge 
enemy attacks and use a pulse 
weapon to take down the 

RAGE 2

MAD WORLD
This wasteland is far from brown

MARSH, NOT MELLOW
The swamplands have an ‘American 
South’ vibe to them and are home to 
the River Hogs gang and the town of 
Lagooney. You can pilot hoverboats 
in the wetlands, and some enemies 
here have created mech-like robots 
from scrap, which is resourceful, if 
not exactly welcoming.

WELL’ ON EARTH
Wellspring is the first city we come 
to in our demo, and the missions we 
are given there reveal the corruption 
beneath its neon lights. Mayor Hagar 
is a returning character from the 
first game, and helps you out with 
upgrade “projects” this time around. 
Wellspring is dense with activities.

MEAN GREEN
Nature is reclaiming things in this 
area. “There’s so many aspects in 
this where you lead the player with 
nature – just a simple thing to just 
orient yourself in the world – if you 
know there's a green area over there 
I can use that in my mind to know 
that's that direction,” says Nedfors.

AND FOR DESERT…
We’re already well acquainted with 
the more desert-like section of 
the wasteland, and it’s filled with 
interesting sights… and the British 
punk-esque Goon Squad. Hideouts 
here have been cobbled together 
from scrap and ruined houses in 
bizarre and interesting ways.

“SWITCHING BETWEEN 
MACHINE GUNS AND 
MISSILES, WE HAVE TO 
DODGE ENEMY ATTACKS.”
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The Authority are far 
from the disorganised 
wasteland gangs – a 
true sci-fi menace.

RAGE 2

Having played the first game,
we’ve got some burning
questions about how the new

one relates to it. We’re particularly
keen to know more about our special
abilities, and one returning group of
baddies who we’re excited to see
again. After all, the setting for Rage
2 may be anarchic, but we’re firmly
on the side of the lore…

OPM: Can you tell us more about the
Ranger Suit your character wears? It
reminds us of Doom’s Praetor Suit.
Tim Willits: [In the original] there was
the Ark Suit. It 
allowed you to have
your defib, your 
Ark Suit upgrades,
and that was kind 
of integral [to 
Rage]. Magnus and
I took that fiction 
and extended it. 
[...] The Rangers, 
they originally 
started as people that were in the
Arks during the Authority War, so
their suits were very important to
them and it integrated well with
their nanotrites. So because you’re a
child of parents who had nanotrites
you can wear this high-tech suit that
has a lineage back to the original
game. And at Id we love making
armour suits, yes.

OPM: So what’s with the nanotrites
in the blood?
TW: In the fiction they were injected
to help the original people that were

buried underground to survive
hibernation, to help them heal
themselves, to survive this wasteland
world. But as we progress the game
into the future the people have
learned to weaponise those and we
get the slam and the pound and stuff
like that. So that’s kind of the
evolution of the nanotrites in your
body, which is kind of a symbiotic
relationship with the suit.

OPM: What was the approach with
reintroducing The Authority from the
first game?
Magnus Nedfors: Well it’s a great
enemy – that style of super-powered,
high-tech military-style enemy faction
is… it’s a traditional, classic great
enemy. They were super-fun to play
against in the first game. It was like
“hey, let’s keep those guys” because
it’s a nice setup. It’s part of the
universe, they exist in this universe,
it was part of the first game – the
nice mix between wasteland and
science fiction like that like post-apoc
style but you also have these science
fiction elements from The Authority
that they bring into the world. That
contrast is really nice. So when you
go out from the broken world into an

Authority base it’s
very high-contrast,
and a nice way to
create two very
different
environment types
to be in. And we
never knew what
happened to them
in the first game,
you never got to

fight the main enemy at the end of
that game. We felt like you need to
meet that guy now.
TW: And they have a good
juxtaposition in the wasteland
because they’re like Magnus said –
very high-tech, very sci-fi, very
organised. Whereas the wasteland,
you know, mutants and bandits,
they’re very disorganised. [30 years
on] they’re much more organised
now – but their buildings are made
out of recycled parts and old
buildings, whereas The Authority’s
tech is new.

armour on the stronger convoy
leader. From there we stumble on
two Arks – pods containing
upgrades dropped from space –
which each have their own
combat area to fight through.
Peppered between all that action
we clear gang hideouts The Bridge
Of Ned and Stilt Town, both 
offering little stories to uncover 
and fresh combat challenges.  
Rage 2 is brimming with things to 
stumble upon, all of which you 
can take on your own way.

PICK AND MIX
Out of the merging of Avalanche’s 
and Id’s philosophies come 
new ideas, for example the way 
nanotrite abilities interact with 
the gunplay. These are cooldown-
based power-ups bound to o, 
and give you a lot of freedom in 
how you approach any combat 
situation. You can upgrade and 
enhance the abilities as you work 
through the game and discover 
new Arks. Tapping o gives you 
a simple dash, but you can then 
combine that with other moves 
too. Using a melee attack as 
you dash forward makes it more 
powerful, of course. 

Another move you can get, 
which we had bound to o and 
w, throws out a void grenade 
that sucks in enemies and objects 
before spitting them back out. 
Use it near yourself and you’ll be 
launched into the air. Dash into it, 
and that momentum comes back 
out the other end for a big boost. 
You can also throw out a regular 
grenade then use Void to draw 
more enemies towards the 
explosion. Other abilities include 
a barrier that you can use 
defensively or zap enemies with  
if you knock them into it, Shatter 
(a force explosion that pushes 
enemies back and damages 
armour), and a ground-pound 
ability. Naturally, the higher you 
ground-pound from, the more 
damage it does.

Combining these abilities is 
intuitive – using them together 
just makes sense. There are little 
flourishes you can do here and 
there, such as voiding yourself up 
to get height for a solid ground-

“WE NEVER 
KNEW WHAT 

HAPPENED TO 
THE AUTHORITY 

IN RAGE.”

TIM WILLITS 
STUDIO DIRECTOR,
ID SOFTWARE

MAGNUS NEDFORS
GAME DIRECTOR,
AVALANCHE GAMES

MAKING AN ENTRANCE
How Rage 2 picks up from the first game…

Gyrocopters and hoverboats permit 
many more approaches to areas.



Staying on the move is an
important survival skill
– use your dash to avoid
mini-boss attacks.

pound, or making enemies hang
in the air, then using your
wingstick (a bladed boomerang)
on them while they’re up there.
But the more you get used to the
abilities, the more you can chain
everything together. Throw
enemies around with Void, take
to the air, dash forwards, hit them
with Shatter, and target a new
group with a ground-pound.

MASH UP
On top of nanotrite abilities, you
can throw some bizarre guns into
the mix. The game dishes out
the ones you’d expect, such as
an oh-so-good shotgun (it’s Id;
what did you expect?), but also
plenty of quirky firearms, like the
Graviton gun. Prime enemies or

objects with its bullets and you
can then target somewhere else
to hurl your victim to. So, you
can throw enemies up into the air
with Void, and use the Graviton
gun to smash them together with
one that didn’t get hit.
You find yourself intuitively

experimenting and discovering

new tactics as you go with the
flow of combat. “[It’s] movement
as offence and defence, and
weapons that you can use in any
situation,”Willits tells us. “You
get this dance of death in this
combat […] and it has this
beautiful kind of flow to it.”
Rage 2 is an open world game

but that doesn’t mean it’s only
the environment that’s packed
with potential. The free and open
approach to combat Id is known
for has been worked in. Not only
are you let loose to explore as you

want, you’re free to engage with
the world as you choose, and the
possibilities are constantly
expanding, not only as a result of
your character being upgraded,
but because of how you’re
growing as a player too. “There’s a
level above – you can level up as
a player,” says Nedfors.

Rage 2 isn’t the first game to
have input from multiple
developers, but very few companies
seem to work in such perfect
harmony as Id and Avalanche. Like
the result of two rock superstars
meeting to lay down a fresh track,
Rage 2 feels like a true
collaboration on all fronts, rather
than one developer handling a
little of this, and the other a little
of that. It’s the sort of mashup
experience that’ll make both
studios stronger when pursuing
their individual projects.

RAGE 2

Using the Shatter ability to blow people 
away feels wonderfully impactful.

“THE POSSIBILITIES ARE CONSTANTLY 
EXPANDING BECAUSE OF HOW YOU’RE 
GROWING AS A PLAYER.”
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Light 
becomes 

shadow
Why Final Fantasy XIV: Shadowbringers is the next 
big Final Fantasy, and why you shouldn’t miss out
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ack in November, a 
little over a week before 
FFXIV players gathered 
under the bright lights 
at its Vegas Fan Fest, 

fans of the long-running JRPG 
series had to deal with a spot of 
disappointment – Final Fantasy 
XV’s second year of DLC plans 
was cancelled. Of the four 
instalments announced for 2019, 
only one will actually release. 
That means the November-
announced Final Fantasy XIV: 
Shadowbringers will be holding 
up Final Fantasy alone for the 
year. But, now more than ever, 
that’s hardly a bad thing. It 
may be an online game but 
Shadowbringers is the next big 
Final Fantasy – and shouldn’t be 
overlooked by those devoted to 
the offline games.

Shadowbringers ushers in 
version 5.0 of the game. But don’t 
be intimidated by that number. 
Just as the expansion will add 
masses of new content, it 

B

FFXIV: SHADOWBRINGERS
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get used to what dungeons and
what playing in a party is like.

PLUS SIZE
It’s understandable that those less 
familiar with online games may 
find the prospect of stepping into 
an online Final Fantasy a little 
intimidating. But there are many 
reasons for giving it a go. The art 
style is gorgeous, and because it’s 
been worked on for such a long 
time the world of Eorzea feels 
like one of the most fleshed-out 
in any Final Fantasy. It’s bursting 
with life, and with no shortage 
of fantastic renditions of your 
favourite Final Fantasy everythings 
– from chocobo to summons, 
returning monsters, and more.

Your custom character really 
feels like your own, but still a 
part of that world, and you’re 
free to customise them to your 
heart’s content. The various races 
you can choose from include 
many Final Fantasy series 
favourites. One new race 
will make its way to 
the game alongside 
Shadowbringers, 

will also smooth over the playing
experience, even for the base
game, and those playing through
the Free Trial to level 35 (generous,
considering Shadowbringers ups
the level cap to 80 – if you fancy
a go, the trial is available from the
PlayStation Store).

2017’s Stormblood made the
game a lot less intimidating to
play, and Shadowbringers further
smooths out the rough edges,
combining things like MP and
TP into one unified resource,
rethinking hotbars yet again so
players aren’t dealing with too
many abilities at once, and adding
things like Barrier information
to character health UI. The
development team members aren’t
prepared to rest on their laurels,
and are constantly rethinking how
to make gameplay accessible.

Considering FFXIV has been
around in one form or another
since 2010, it’d be natural if it felt
bloated to newcomers, but in fact
each update has made the game
a little bit leaner, simply adding
more to enjoy rather than more to
slave over. To this day the crossbar
in the PS4 version of the game
(which is fully crossplay with PC)

makes it one of the best-feeling
MMORPGs to play on a gamepad 
– and is a PS4 console exclusive.

TRUST ME
Already, FFXIV is one of the 
friendliest MMORPGs for playing 
solo. The main storyline stands 
among the best in the series, and 
for the most part you can follow 
it through on your own. While 
level requirements for the quests 
range all the way from 1 to 80 as 
you follow it through, you won’t 
spend much time having to grind. 
If you mainly play through as one 
main job, you’ll level up alongside 
the quests without much hassle 
(though having multiple jobs – 
essentially classes – couldn’t be 
simpler in FFXIV).

It’s not until you have to take 
on the odd dungeon or boss 
that you need to team up with 
other players, usually into a 

party of four. Matchmaking is
generally pretty quick or easy, 
and there’s plenty to incentivise 
veteran players to join lower-level 
queues to help less experienced 
people out – for example, extra 
experience points. It’s far from 
the MMORPG grind you might 
be thinking of, and can be enjoyed 
in a relatively similar way to more 
traditional Final Fantasy games, 
just in a world full of other people.

But some of the updates coming 
to 5.0 alongside Shadowbringers 
refocus things for those used to 

solo play yet again – even beyond
paring down any MMORPG 
overcomplexities (something 
Square Enix has been consistently 
great about from new release 
to new release). The headline 
here is the new Trust system, 
which allows players to get some 
of the game’s NPC characters 
to come into dungeons to help 
them out. It’s not meant to 
replace matchmaking for party 
content wholesale (some of the 
later dungeons can get quite 
complicated and it would be hard 
for an AI to keep up), but it takes 
off a little of of the pressure of 
playing with experienced players 
early on in the game, and is a great 
way for newcomers to FFXIV to 

New jobs come to Shadowbringers, but Blue Mage is being added beforehand for free.

FFXIV: SHADOWBRINGERS

“EORZEA IS ONE OF THE 
MOST FLESHED-OUT
WORLDS IN FINAL FANTASY.”
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You can tailor your character, 
making them as much like 
yourself as you please, or as 
little like yourself as you dare.

EORZEAN HISTORY
The steps Final Fantasy XIV has taken to get to Shadowbringers…

FINAL FANTASY XIV
ONLINE – 1.0
30 September 2010

Originally planned to come to PS3
shortly after the PC release, Final
Fantasy XIV had to be put on hold 
due to technical issues and a poor 
reception. Changing project leads, 
the game had to be reborn…

FINAL FANTASY XIV: A
REALM REBORN– 2.0
27 August 2013

This release completely changed the
game at its core – for the better.
What’s fantastic is the way the dev 
worked the destruction of the first 
game’s world into the story of this 
one. It all makes sense!

FINAL FANTASY XIV:
HEAVENSWARD– 3.0
23 June 2015

In this massive expansion you
journey to the closed-off kingdom
of Ishgard and tackle an ancient
(of course!) conspiracy. It added
the Dark Knight, Machinist, and
Astrologian jobs to the game.

FINAL FANTASY XIV:
STORMBLOOD– 4.0
20 June 2017

Heading eastward to the bustling
port city of Kugane, Stormblood
added the Samurai and Red Mage 
jobs, and has a distinctly eastern 
theme. It also introduced swimming 
and diving to FFXIV.
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different jobs – which means you
can experiment a huge deal with
how you play without having to
juggle new characters and replay
quests if you don’t want to.
It’s an incredibly approachable
MMORPG, and it’s only becoming
more so over time.

WORLD ORDER
To accommodate how much
FFXIV is still growing, Square Enix
is also tweaking the data servers
– essentially adding more. But to
accommodate, it’s also making it
easier than ever to hop between

the worlds your characters are
bound to, so you can play and
hang out with your online friends
with less hassle. Simply bolting
more on isn’t the dev team’s
style with FFXIV. Instead it’s
thinking about how to make
things consistently approachable.
Shadowbringers is bringing (ahem)
a lot more than just this – a
substantial continuation of the
storyline, a heap of new dungeons

and high-end raids, new endgame
content for crafting and gathering
classes, sprawling new areas, a new
beast type, and multiple new jobs
(yet to be announced, though Blue
Mage is coming in a free update
preceding Shadowbringers), to
name just some.
The takeaway is that

Shadowbringers is more than
just an update. Free updates with
hefty content are regularly added
to the game anyway, so when a
full expansion comes out it’s a
big deal. In many respects, this
is a completely new chapter to
FFXIV – an entire new game’s
worth of content. It’s never been
friendlier for newcomers to join,
and as a game it’s about as pure,
unadulterated Final Fantasy joy as
you can get.
We’re at the stage now where

the game has more than proved
itself worthy of the series’ name,
and Final Fantasy fans are missing
out if they don’t sample the rich
fruits of Eorzea. Thankfully, the
development team is aware of the
solo-playing fans of the series, and
no MMORPG is more welcoming
to lone wolves than FFXIV.
Shadowbringers is, ironically, a

beacon of light to those looking
for a brand-new Final Fantasy to
get lost in, and it’s a while since
we had one of those. Now’s the
time to get involved.

with the game’s director, Naoki
Yoshida, heavily implying this
may be its take on the Viera
(Fran’s bunny-esque race from
Final Fantasy XII, a game which
FFXIV as a whole is somewhat
reminiscent of).
So important is the story of

FFXIV to fans that Shadowbringers
has a New Game+ feature, which
allows you to play through the
main story all over again with
your character remaining at their
current strength. It’s not yet clear
how that will work with using
lower-levelled jobs, but it could

be a way to give you a different
experience from how you played
the first time. You can switch
between classes in FFXIV at any
time simply by changing weapons
– it’s within the fiction that
your character can follow many

FFXIV: SHADOWBRINGERS

In Shadowbringers your “Warrior Of Light 
must become the Warrior Of Darkness”. 
But it’s not entirely clear where you’ll 
be doing that. The war with the Garlean 
Empire that’s been hanging over the 

game for some time is causing problems, 
and the conflict with the mysterious 
Ascians is coming to a head. The new 
areas in the game are very “fantasy 
inspired”. Beautiful concept art gives us 

a look at a couple of the areas early – The 
Rak’tika Greatwood, a thick wood with 
dwellings built into the trees themselves 
(above left), and Amh Araeng, a twisty-
turny desert area (above right).

Final Fantasy XIV has similarities with Final Fantasy XII – and Shadowbringers is reintroducing a beast tribe, the Nu Mou, from FFXII.

“BRINGS SPRAWLING NEW 
AREAS, AND A NEW BEAST 
TYPE, AND NEW JOBS.”

AGE OF DISCOVERY
The fantastical new expansion brings some colourful new lands to FFXIV
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Your character’s going to 
have some hefty enemies to 
deal with in the latest story.
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10 INCREDIBLE
The kind of phenomenal 
experience rarely seen in  
a console generation.

9 OUTSTANDING
Unreservedly brilliant – this 
should be in every collection.

8 VERY GOOD
A truly excellent game, marred 
by just a few minor issues.

7 GOOD
A great concept unfulfilled or 
the familiar done well, but still 
well worth playing.

6 DECENT
Fun in parts, flawed in others, 
but more right than wrong.

5 AVERAGE
What you expect and little 
more, this is for devotees only.

4 BELOW AVERAGE
Any bright ideas are drowning 
in a sea of bugs or mediocrity.

3 POOR
A seriously flawed game with 
little merit on any level.

2 AWFUL
Disgraceful: the disc would be 
more beneficial as a coaster.

1 HORRIFIC
Own this and you’ll be swiftly, 
justifiably, exiled from society.

OPM SCORES

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

EDITOR’S AWARD
Not at the very highest 
echelon, but this is a game 
that deserves recognition 
and special praise based on 
its ambition, innovation or 
other notable achievement.

GOLD  
AWARD

EDITOR’S  
AWARD

88 SUBNAUTICA
Takeadeepdiveintotheartof
survivingonawateryalienworld.
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REVIEW
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nless you live on a tropical
island year-round, you’ll be
used to putting up with a spot
of bad weather. And if you live
in the UK, said ‘spot’ is nine
months of torrential downpours
briefly punctuated by a couple
of semi-sunny days in July when

you might be able to brave some shorts. Still,
as sucky as Blighty’s climate can be, it’s got
nothing on the ultra-aggressive atmospheric
conditions Rico Rodriguez has to endure.

Just Cause 4 has finally discovered weather is
a thing. Well, cataclysmic weather, at least. If
GTA V is defined by its trio of swappable crims
and ambitious heists, and Assassin’s Creed by
its obsession with hoodies and leaping off huge
cathedrals, then this madcap sandbox separates
itself from the open-world pack with its mega-
destructive meteorological events.

WINGSUIT YOU, SIR
Not that landscape-wrecking tornados are its
only party piece. Rico’s brand of open-world
chaos is as OTT as ever. Give gravity the bird
in daft stunt races. Dart through the air like a
12-stone flying squirrel as you complete wingsuit
challenges. Liberate outposts by introducing
every building, antenna, and satellite dish to the
business end of a grenade launcher. With joyful
movement and dizzying destruction, the series’
penchant for rat-a-tat thrills hasn’t faded a jot.
Back to that showstopping weather. In Just

Cause 4, these destructive elements can radically

JUST
CAUSE 4
Tornados and grapple fun make
Rico a fair-tether friend

@McMeiksSTORM WELCOME

“LANDSCAPE-WRECKING TORNADOS 
ARE FAR FROM THIS MADCAP 
SANDBOX’S ONLY PARTY PIECE.”
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Rico’s tether has been 
upgraded with all sorts of 
stupidly fun capabilities. 
Daft, but we love it.
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REVIEW

Above Tethering enemies to balloons and leaving 
them flapping around never gets old.

Above left This 
mission recalls 
Uncharted 2’s 
choo-choo chase. 

Above right 
Explodey 
canisters and 
storms don’t mix.

Left Running at 
900p on a base 
PS4, JC4 is one 
blurry game.

Right Just 
providing upside 
down sniper 
support. No  
biggie for Rico.

Forget the storyline – 
you’re really here for the 
explosions. And big bangs 
are delivered in spades.



081

REVIEW
impact how easy it is to slingshot around the 
South American state of Solís with Rico’s 
returning grappling hook and wingsuit. While 
general traversal is a breeze in fair weather, 
get caught in the bellowing, blinding gusts of 
a sandstorm and you’ll be tossed about like a 
pound coin in a washing machine. 

These forces of nature are also a weapon that 
can be manipulated by the game’s opposing 
factions. As the story plays out, both the Army 
Of Chaos the dreamy despot-killer is building 
and the nefarious Black Hand militia group Rico 
is trying to topple vie for control of the elements 
thanks to various sci-fi doodads. 

As you blitz your way through the overly 
repetitive campaign, tornados, sandstorms, 
and bolts of lightning can all eventually be 
summoned with a few button presses at consoles 
in select bases you liberate. Turns out snow-
haired X-Men aren’t the only ones who can 
control the weather like a little 
(tree-flattening) lapdog. Eat your 
heart out, Storm. 

WIND-WIND
The game’s headline missions 
all centre around the battle to 
control Solís’ climate. Operation 
Windwalker sees Rico and 
chums attempting to harness 
the power of a tornado, as the Black Hand does 
its best to blow your fun with special wind 
turbines that can knock your precious twister off 
course. Then there’s the Sandstinger campaign 
trail, which whisks the action to the desert 
with the gravity-defying Latin hunk using a 
heavily armoured train to negotiate the fury 
of an all-encompassing sandstorm. Rounding 
off the climate carnage is Thunderbarge: a set 
of missions that culminate in Rico harnessing 
lightning like a less beardy Zeus. Just make sure 
you keep close to that specially insulated boat 
or Rodriguez will end up with a frizzy new ’do 
courtesy of a 10,000-volt strike. 

These showy story quests have 
ludicrous set-piece spectacle to burn, so 
it’s a pity the vast majority of objectives 
Rico is saddled with outside of these 
missions are so humdrum. Feeling like a 
demigod while swirling around a colossal 
tornado in your wingsuit is swell and all, 
but when so much of your time is taken 
up with samey region strikes, the appeal 
of all that fancy weather ultimately 
proves fleeting.

I’ll get to the relentless repetition 
of flipping switches to conquer 
enemy bases in a little while, though. 
In the meantime, let’s celebrate Just 
Cause 4’s other big new addition: the 
freshly spruced-up tether. Now, while 
in previous games Rico could string 
enemies together by holding o to tie 
them up with his grapple hook, the 
bad guy-roping possibilities have 
blossomed this time out. 

Unlike Just Cause 3, Rico’s 
tether now comes with a set of 
wonderfully goofy attachments. 
The default retractor setting 
works much the same as before 
– point your grap-happy tool 

at two targets, then let the 
physics fun commence. It’s the 
addition of boosters and the 
Air Lifter that really mix up 
the mayhem. The former add 
mini-rockets to your tethers 
– useful for when you want 
to, say, send a jeep or APC 
flying into a posse of goons. 
As for the latter, picture Metal 
Gear Solid V’s Fulton recovery 
system… only less kidnappy 
and with more suspended 
goons flapping around 
helplessly in the air. 

GOD’S LIFT
The Air Lifter is a gloriously 
stupid tool of destruction. 
Master its enemy-launching 

ways and you 
can whizz 
through entire 
battles without 
ever firing a 
bullet. Watching 
as Black Hand 
goons sway in 
the air, usually 
plastered to the 

side of a crate or vehicle, is a 
guilty pleasure that never gets 
old. Even after 30 hours the 
joys of tethering dudes to bits 
of scenery and watching them 
float away raises a smirk. 

There’s actually some 
depth to the tethering system 
too, though you could argue 
Avalanche has slightly over-
egged the grappling pudding. 
Just Cause 4 gives you three 
different grappling hook 
loadouts, and as you build up 
your Chaos level – we’ll talk 
more about that shortly – and 
amass perks, you can stack 
different tether modifiers on 
top of each other. 

Mixing and matching 
boosters and Air Lifter powers 
gives plenty of scope for 
bespokely tailored slaughter, 
and there are a wealth of 
parameters to mess with. 
Example? You can give the 
Lifter’s balloons armour, tweak 
how they float, and even attach 
a skill called Peak Effect that 
lets Rico hover on top of a 
tethered object indefinitely. The 
menus are confusing, though, 
and you’ll likely have just as 
much fun with the default 
tether settings if all you’re after 
is unfussy balloon buffoonery. 

If you really need a story to 
justify all that tethering, you’d 
better set your expectations 
low. ‘Leisure Suit Larry’ low. 
Just Cause 4’s story is so 
thin, it could comfortably 

be summarised on a Post-it 
note… a Post-it note designed 
for ants. The plot is utter 
nonsense. Every previous entry 
in the series had throwaway 
narratives, and that’s exactly 
the case here. Rico wants to 
liberate Solís from the clutches 
of the Black Hand, there’s a bad 
lady called Gabriella Morales, 
and every now and then 
someone mentions Rodriguez’ 
dearly departed pop. Fin. 
Lawrence Of Arabia this ain’t. 

Of course, going into a Just 
Cause game expecting narrative 
finesse and multi-layered 
characters is the equivalent of 
stumbling into a kebab joint at 
3am and demanding Michelin-
star foie gras. Chopping Rico 
down to size because he can’t 
tell a Last-Of-Us-rivalling 
tale feels uncharitable in the 
extreme. This is a game where 
you create your own stories  
in the minute-to-minute 
chaos of constant explosions, 
helicopter raids, and 
parachuting out of a fighter jet 
milliseconds before it crashes 
into the side of a mountain. 

IT’S SOL OVER
As an open-world map, Solís 
is pretty hard to pigeonhole. 
Pieced together from humid 
forests, stretches of dusty 
desert, and chilly mountain 
ranges, it’s less cohesive than 
Just Cause 3’s Medici. The 
flipside is this more scattershot 
approach to world building 
leaves you with a sandbox 
that’s more varied than any 
of its predecessors. Yet while 
Solís’ hodgepodge topography 
makes it a diverting enough 
space to lose yourself in, it 
feels generic and lifeless next 
to the sprawling world of 
The Witcher 3, or Red Dead 
Redemption 2’s effortlessly 
alive New Heartlands. 

The tech that brings this 
chunk of South American 
real estate to the screen isn’t 
exactly stellar, either. While 
Just Cause 4 is a smudgy, 
distinctly plain-looking game at 
the best of times, its cutscenes 
and character models really 
take the vomit-worthy cake. 
Most cinematics seem to be 
pre-rendered, running at sub-
par resolutions with a tonne of 
unpleasant artifacting. As for 
the cast? Talk about falling out 
of the Ugly Tree and hitting 
27 branches on your way back 
to terra firma. Rico himself 
looks just about passable, but 

“THE SHOWY STORY 
QUESTS HAVE 
LUDICROUS SET-PIECE 
SPECTACLE TO BURN.”

Below Rico 
Rodriguez is as 
happy in the air 
as he is on good 
old terra firma.
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key allies and enemies all appear to have been 
modelled out of plasticine and prayers. Hair looks 
laughably waxy, while certain characters seem to 
be held together by skin grafts. Just Cause 4 may 
wear its Double-A status proudly on its lapels, 
but such in-your-face fugliness is hard to forgive. 

In the game’s defence, at least it runs much 
more smoothly than its predecessor did when 
it launched back in 2015. Playing on a PS4 Pro, 
I can’t remember a single incident of prolonged 
framerate dips. Even when a dozen explosive 
canisters are catapulting into the sky as Rico 
mows down an army of on-screen soldiers in a 
whirlybird, the action sticks closely to its 30fps 
target the vast majority of the time. Considering 
how often Just Cause 3 used to dip into low 
20fps territory (and worse), its sequel’s much 
improved performance shouldn’t be sniffed at. 

With most of the last game’s jittery hitches 
ironed out, Just Cause 4’s core mechanics can 
sing like never before. Zipping around Solís’ 
many islands with Rico’s wingsuit, grappling 
hook, and parachute is as empowering as ever. 

Combining this trio of killer 
tools to effortlessly glide 
above mountains or pirouette 
through the clouds still offers 
an unbridled, infectious sense 
of fun. Although, that said, in 
a post-Marvel’s-Spider-Man 
PS4 landscape, Rodriguez’ 
acrobatic antics aren’t quite 
as impressive if you’ve spent 
dozens of hours swinging 
around the web-slinger’s NYC. 

CHAOS THEORY
When it comes to knockabout, 
brainless open-world thrills, 
Just Cause 4 is easily a match 
for the likes of Watch Dogs 2. 
Still, for a game that so 
naturally provides lovably low-
brow action, it’s a bit odd to 
see this sequel overcomplicate 
its campaign. Take the new 
progression system. To unlock 
key story missions, you must 
first liberate sections of the 
map by blowing up Black Hand 
property, capturing enemy 
bases, and completing various 
tutorial and stunt objectives. 

Doing these activities fuels 
your Chaos level, which in 
turn affects the rank of Rico’s 
army. The higher the rank of 
your troops, the more you can 
push your frontlines forward in 
order to conquer new regions. 
Confused? Me too.

After a couple of hours it 
begins to make sense. Break 
all the poorly explained 
components down, and you’re 
more or less dealing with a 
glorified numbers game that 
ties character rank to map 
progression. The flimsy tutorial 
does a bad job of explaining 
these basics, though, and it’s 
only when I’m a third into the 
game that I begin to feel fully 
comfortable with the system. 
When the core chaos is so easy 
to fall for, it’s baffling Avalanche 
would over-complicate 
progression at every turn. 

The overall campaign is 
also too samey. After a while, 
ticking off region strikes 
becomes exhausting. There are 
over 30 of these glorified bases, 

“POST-SPIDER-MAN, RICO’S 
ACROBATIC ANTICS AREN’T 
QUITE AS IMPRESSIVE.” 

Right The 
Thunderbarge 
quest ends on 
an electrifying 
high note. 
Literally. Watch 
out, Rico!

Left Some of 
the character 
modelling leaves 
a lot to be 
desired, though 
star Rico’s 
mostly fine.
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yet there’s an alarming lack of 
variety involved with how you 
actually capture them. Almost 
every one involves flipping 
switches with Rico’s tether, 
and from there the only real 
variation usually comes from 
either A) freeing prisoners,  
B) covering a hacker as he 
fiddles about with computer 
terminals, or C) driving cars 
rigged with bombs into the 
ocean. Granted, that last one is 
a lot of fun. Just wait until you 
use a nitrous boost to catapult 
a monster truck off the back of 
a liner. Exploding vehicle antics 
aside, taking these strongholds 
can be relentlessly repetitive. 

DEAD TO SIGHTS
At least shooting has improved.
Finally Avalanche has given 
Rico iron sights. This long-
awaited addition makes Just 
Cause 4’s firefights a lot more 
accurate than its predecessors, 
and while this is hardly a game 
of precision, being able to 
headshot enemies with greater 

V E R D I C T

Above Almost 
any problem in 
Just Cause 4 
can be solved 
by pelting it 
with whirlybird 
rockets.

Right Tornados 
can keep 
you in the air 
indefinitely.

Above Cause more chaos and you can advance your frontline.

THE OPM BREAKDOWN

ease is certainly welcome. All 
we need now is for Just Cause 
5 to introduce cover shooting, 
and the series will have finally 
caught up with the now-12-
years-old original Uncharted.

Rico’s latest is a giant slurp 
of sugary soda; a heaping 
handful of buttery popcorn. Its 
action beats fizz and give you a 
rush, but it’s not quite enough 
to keep you satisfied. High on 
thrills and low on smarts, Just 
Cause 4 is a throwback to a 
time when there was a place 
for titles likes Mercenaries and 
Saints Row. Throwaway but still 
worth your time, whatever the 
game’s faults, don’t blame them 
on its hunky weatherman.

A shallow yet occasionally 
thrilling sandbox that doubles 
down on explosively stupid 
antics. The campaign is too 
grindy for its own good, and 
Rico’s looks are fading, but 
this B-tier open world can still 
charm. Dave Meikleham

16% Grimacing 
at the sinfully 
fugly character 
models. Ugh.

11% Taking a 
rocket launcher 
to everything in 
sight. Because 
why not?

27% Tethering
dudes up with the
grappling hook’s
Air Lifter. Whee!

3% Blowing
’copters to bits
in an armoured
train during a
sandstorm.

W H A T  Y O U  D O  I N …  J U S T  C A U S E  4

33%
Ticking off samey 

region strikes. 
Urge to nap… 

rising.

10% Riding a 
tornado with 
Rico’s wingsuit for
ultimate airtime.

S T A T  P A C K

Number of pilots 
you can unlock. 

Use them to 
airdrop Rico 
ammo and 
vehicles.

Different guns 
you can have 

specially 
delivered to Rico. 
Try the wind gun 

– it’s rad.

Region strikes 
spread out 

across Solís. 
Better hope you 

like flipping 
switches!

120 196 31
Maximum power, 
in voltage, that  

a real-life 
lightning bolt  

can hold. That’s 
gotta sting. 

A gangster-turned-rebel 
who helps train the 

troops of Rico’s army.

The ruthless leader of 
the Black Hand. Loving 

the hair, mind.

A brash, tacky director 
who Rico completes 
stunt missions for.
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H O W  T O …  C O M P L E T E  A  R E G I O N S T R I K E

1 Some of the region strikes are seriously tricky. As a general rule of 
thumb, always keep moving, because these bases are swarming with
pesky troops. 2 Rico’s new scanner is your best friend when you’re
tackling region strikes. Activate it with  to highlight nearby objects, 
like switches that need to be tethered. 3 If you’re having trouble 
spotting switches, take to a chopper for a better view of your 
surroundings (and a fun way to blow chunks of them up, too).

1 2 3

I S  I T  B E T T E R  T H A N ?

With far better
production values and
a more involving story,
Spidey webs up Rico

with ease.

NONO

The Road Warrior’s
Wasteland is more

evocative, but Rico’s
high-octane action is

a lot more varied.

YES

When it comes to 
supremely polished 
open-world chaos, 

Rockstar’s Los Santos 
gem is still king.
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FORMAT PS4
ETA OUT NOW
PUB PQUBE
DEV ONION SOUP
INTERACTIVE

NIPPON MARATHON
Or, to translate the title into English, ‘Japan Snickers’

M
arathons are weird at the best of 
times. People running even though 
there’s no ice cream van round the 
corner, crazy costumes in the name 

of charity, somebody (possibly) following 
Paula Radcliffe round with a dog poo bag 
and a scoop… weird. This game values – and 
massively inflates – the weirdness above all 
else, which successfully produces some laughs. 
The actual ‘game’ bit, unfortunately, hasn’t 
been given quite so much attention…

The eponymous Nippon Marathon is an eight-
stage race across Japan with plenty of marketable 
surreality. Playable contestants include a man 
dressed as a lobster, a woman in a narwhal 
onesie, an old man in a schoolgirl’s uniform, and 
a giant dog in a puffer jacket. You’re going to go 
straight for the dog, aren’t you?

Four people race at once, and there are items 
you can pick up and use. Tap o or u according 
to which hand you’re holding the item in to 
use it – to drop a banana skin the size of a 
car behind you, for example, or to launch an 
exploding melon at the person currently in first 
place – or hold the button down to eat it, giving

yourself a speed boost for a 
brief but vital second.

You’ll be racing down roads 
where packs of shiba inu chase 
you, knocking down salarymen 
in a busy train station, running 
through a city while at a giant 
size… and that’s not even the 
craziest stuff. With the race 
occasionally interrupted by 
minigames, and photos popping 
up unexpectedly, it does a great 
job of providing the desired 
surreal atmosphere.

NIPPON THE BUD
Unfortunately, the races aren’t 
that fun. The dodgy physics 
is meant to be amusing; but 
it’s simply annoying, resulting 
in regular instances of trips 
and falls that don’t feel like 
your fault. On top of that, 
map design occasionally makes 
the right direction to head 
in unclear, and the camera
punishes the person in first
place by making them blind to
oncoming hazards.

The four fairly brief lines
in story mode do at least
provide some laughs. The party
modes, meanwhile, are much

better, pass-the-controller 
affairs. LOBSTER justifies the 
Takeshi’s Castle comparisons, 
tasking you with getting as 
far as you can through a game 
show assault course. Go-Go 
Trolley is (despite some screen 
tearing) the best part of the 
game. It’s a gigantic bowling 
alley where you knock down 
huge pins by rolling a shopping 
trolley (and/or yourself) down  
a slope. Yes, it’s as much fun as 
it sounds, although strikes are 
occasionally awarded with one 
pin still standing.

It’s a game that would 
benefit from online modes, 
though the existing couch co-
op would still be the best way 
to play. Head straight for the 
party modes and there’s a lot 
of fun to be had although, to be 
honest, the novelty is likely to 
wear off pretty quickly.

@Jim_CrikeyTHE HUMAN RACE

V ER D I C T

The Japanese setting 
is celebrated through 
Japanese text, audio, 
and references.

The biggest part of the game  
is the most awkward, but its 
party modes save the day. Just 
don’t expect this contender to 
make the competition eat its 
dust. Luke Kemp

“VALUES – AND MASSIVELY 
INFLATES – THE WEIRDNESS 
ABOVE ALL ELSE.”
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FORMAT PS4
ETA OUT NOW
PUB D3 GO!
DEV SANDLOT

EARTH DEFENSE FORCE 5
Earth’s only hope? God help you

T
here’s something to be said for the 
Japanese budget titles of the early 
noughties. Specifically, the no-frills 
approach of the Simple series, whose 

games cut straight to whatever nonsense was 
promised by their covers. Who among us 
doesn’t have fond memories of mindlessly 
slashing through zombies in OneeChanbara? 
Of course, yours truly was only in it for the 
hack-and-slash gameplay.

Monster Attack, as the first Earth Defense Force 
game was known over here, released in 2004 and 
plonked you straight into the middle of a playable 
B-movie to blast away giant ants invading a 
city. It was cheap and cheerful cheesy goodness. 
With gaming looking very different today, there’s 
certainly something to be said for such a title 
released in 2018. Given the series’ purposefully 
dated premise, it makes sense that not much has 
received an upgrade in the intervening years. 

Series fans will be pleased to hear this entry 
runs the most smoothly to date… but we still 
can’t help wincing as the framerate chugs during 
especially busy missions and the seconds tick by 
before textures pop in.

Thankfully, every aspect 
of Earth Defense Force 5 is 
in on the joke. From giant 
jumping spiders to alien ships 
and towering frogmen, there’s 
decent variety to the ridiculous 
kaiju threats you go up against. 
Your AI comrades bemoan 
the fact they can’t take that 
long-planned trip abroad due 
to, y’know, the global pest 
problem, and an eye-rolling 
fake-out with a blast door clues 
you in to what tier of schlock 
to expect. Unfortunately your 
fellow soldiers aren’t the 
brightest bunch and often all 
wind up dead by the end of 
any mission. The over-the-
top heights of later missions, 
where you’re exploding 
spaceships and trying to avoid 
being chewed up by oversized 
insectoids, is best shared.

SINGE YOUR WINGS
Team OPM mixes and matches
classes but the Wing Diver
is our favourite. The jetpack
gives this class the edge over
all others, allowing you to
fully appreciate the scale of
the stages. The Wing Diver’s

selection of firepower, from 
homing missiles to charged 
multi-shot weapons, coupled 
with its range of movement 
makes it the go-to class. The 
other, more ground-based, ones 
simply can’t compete. However, 
after a story timeskip, we 
couldn’t help but question why 
members of this all-female unit 
ditch their practical jumpsuits 
for avant garde armour and itty 
bitty denim shorts. 

Hotpants aside, the game 
struggles noticeably during 
busy split-screen play, but 
co-op as two Wing Divers 
co-ordinating to take back the 
Earth presents it at its… uh, 
best? Which is to say, despite 
introducing some questionable 
uniforms, it isn’t going to 
recruit any new EDF members 
to the cause but it’ll certainly 
satisfy hardened veterans.

@KoeniginKatzeDON’T FORCE IT

V ER D I C T

If you’re on the ground 
you’ll need to get a hoof 
on. The Wing Diver can 
make a speedy escape.

Familiar thrills from this no-frills 
series. Saving the Earth is 
worth a flutter, especially when 
you’re playing as a Wing Diver, 
but not at its definitely-not-
budget price. Jess Kinghorn

“THERE’S DECENT VARIETY  
TO THE RIDICULOUS KAIJU 
THREATS YOU GO UP AGAINST.”
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I N F O FORMAT PS4 ETA OUT NOW  
PUB BLOWFISH STUDIOS DEV BLOWFISH STUDIOS

STORM BOY:  
THE GAME
No lightning; just cloud strife

When a game features a pelican 
called Mr Percival, you might (not 
unreasonably) expect it to be GOTY 

material. When you discover that it consists 
of nothing more than walking left to right 
and playing a handful of minigames, however,
your expectations are likely to change.

An adaptation of the 1964 children’s book 
by Colin Thiele, Storm Boy is in principle a 
wonderful idea. You, controlling the titular 
bad-weather boy, cause paragraphs from 
the book to appear on-screen when he hits 
certain trigger points in the environment. 
There are optional minigames1 along the way
to keep young minds engaged. It’s a great 
concept, but the execution is terrible.

Each book extract disappears from the 
screen when your character moves too far 
out of an invisible box, meaning you must 
literally stop and read. This, however, is the 
least of the game’s problems. The biggest, 
which causes lots of other little issues, is 
that the book is enormously, and bafflingly, 
abridged here. Storm Boy is a very short 
book, yet huge chunks are missing from 
this interactive adaptation. As a result, it’s 
possible – likely, even – that most people 
will thunder through the entire thing in 20 
minutes or less.2 This is not an exaggeration.

Even worse, the text has been edited in 
such a way that the final result is sanitised, 
purged of anything with even a remote 
chance of upsetting little kiddywinkles, with 
one unavoidable exception. Some things are 
poorly explained, and the ending is changed 
significantly by omission and 
visual misrepresentation. It’s 
a shame but, even at a penny 
shy of five quid, this is hard to 
recommend. Luke Kemp

FOOTNOTES 1 A few of the minigames are pleasantly relaxing, but 
they’re not going to keep anybody coming back for more. 2 Add 
another ten minutes or so for, incredibly, a platinum trophy.

I N F O FORMAT PS4 ETA OUT NOW  
PUB MILESTONE S.R.L. DEV MILESTONE S.R.L.

RIDE 3
No gimmicks, just bikes. Again. Again

Ride 3’s enthusiasm for its motorcycles 
is infectious, and the detail of some 
of the loading screen reading is 

deliciously nerdy. It’s an enthusiast’s game, 
no question. But that same enthusiast 
will compare this riding experience to the 
excellent TT Isle Of Man, and wonder why 
that game feels so much more immediate. 
Ride 3 does little wrong, but just doesn’t 
provide the same rush as many of its peers.

The gameplay is nonetheless 
commendably balanced. A pop-up message 
gently nudges you into harder difficulties 
when you’re winning too easily, and the usual
ultra-hardcore simulation handling is there 
if you want it. The default riding settings are 
supremely playable, making for a pleasantly 
accessible racing sim.1 You’re still guiding a 
two-wheeled vehicle, though, which is much 
less stable than a car and requires care and 
discipline if you’re going to get anywhere.

The lack of commentary or music during 
races affects the sense of the importance 
of what you’re doing, but well-earned wins 
or gold lap times still raise a big smile. Just 
so long as the oddly premature ‘Race Over’ 
message doesn’t trick you into stopping 100 
metres before the finish, that is.

Ride 3 is disappointingly scrappy on the 
standard PS4,2 but is still fundamentally a 
solid and detailed racing sim. The absolutely 
humungous career mode is packed full of 
variety and customisation options. From 
overtake events to drag races, the wealth 
of unlockable events should keep you playing 
for weeks, even before you take it online. But
in terms of the most exciting 
bike racers on PS4, this isn’t 
even in the top three – and how 
many bike games do you really 
need? Justin Towell

FOOTNOTES 1 Falling off because you accelerated isn’t the most 
welcoming introduction to a videogame. 2 But has a very welcome 
option for a much more convincing 60fps on the Pro.

I N F O FORMAT PS4 ETA OUT NOW  
PUB RIPSTONE DEV AUROCH DIGITAL

ACHTUNG! CTHULHU 
TACTICS
The Old Ones are still the best ones

There’s a certain type of person for 
whom the words ‘it’s like XCOM but…’ 
are gaming catnip. In the case of 

Achtung! Cthulhu Tactics, the rest of that 
phrase goes ‘…but set in a World War Two 
where the Nazis unlocked the powers of 
the Old Gods’. It’s an effective setting, albeit 
one well-trodden by the likes of Wolfenstein, 
Hellboy, and Overlord. You control a ragtag 
squad from the Allied Forces’ own occult 
division, as they push into enemy territory 
in the wake of D-Day, discovering an 
increasingly historically-inaccurate bestiary 
of fascist monsters along the way.1

This is presented through turn-based 
tactical battles which handle very similarly 
to… you guessed it! XCOM. The biggest 
difference comes in Achtung!'s use of the 
rather old-school Action Points.2 Each unit 
gets 12 AP to spend per turn, which can 
be used for movement or combat abilities. 
This allows each weapon to have a more 
distinctive character – a 4-AP pistol might 
be able to rattle off two shots, even if 
you need to reposition, but an 8-AP heavy 
weapon will limit your options considerably. 
Opening up your options further still is the 
Momentum system, a pool of bonus points 
that can be spent on especially cool abilities, 
like firing a bullet that can penetrate multiple 
targets or using psychic powers to siphon 
an enemy’s life force.

The result is a competent if slightly 
unremarkable tactics game, which offers 
plenty of options in a firefight but lacks 
the cinematic flair of XCOM or 
anything to make really it stand 
out in a world where ‘like XCOM 
but…’ is an increasingly common 
promise. Alex Spencer

FOOTNOTES 1 The greatest monstrosity of all is the accent work, 
particularly where the Germans are involved. 2 There’s also Luck, a 
meter which protects each soldier but drains as they get shot at.
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MUTANT YEAR ZERO:
ROAD TO EDEN
All animals are equal…ly able towield shotguns

A
nyone familiar with the Mutant: Year
Zero tabletop RPG may not have
been filled with confidence by the
promotional materials for this game.

The series is known for its share of mutated
bears, but… a duck and a warthog? Thankfully,
instead of hakuna matata and “duck voice
acting”, you get the oppressive atmosphere of
fighting for your life at the end of times.

The look is familiar: rusting cars, dilapidated
ruins taken over by trees. Games certainly
haven’t lost their fascination with the end of
civilisation. Ostensibly a turn-based strategy
game in the vein of XCOM, Mutant: Year Zero
makes clever use of this setting in order to add
storytelling and exploration to the mix.
As mutants, Dux and Bormin are immune

to the radioactivity that turned most humans
into ghouls. They scour ruins for anything the
remaining ones can use. When the mechanic at
their settlement disappears in search of mythical
safe haven Eden, they set out to find him.

MYZ has desperation written
into its DNA. It’s vital to comb
each of the beautiful maps for
money and equipment, and
even then there’s never enough
to go around. Your party is
small and, thanks to surprising
spikes in difficulty, constantly
overpowered by ghouls, so
sneaking and silent takedowns
are vital. This blend of stealth
and strategy makes the game
exhilarating: every success is
hard-won. Downing enemies
with a critical hit before they
can call for backup will have
you and your team whooping.

OUTFOXED
Sometimes you need to sneak
past foes entirely. Chances are
you will have to come back, as
the experience points and gear
they drop will be vital down
the line. Each map needs you to
make use of cover in a different
way, so backtracking never feels
like grinding. You can spend
XP on ability upgrades as well
as special mutations, including

wings, stone skin, or magic that
bends nature to your will. Each
of these is crafted to help you
turn the tide at the last second
– a common occurrence.
MYZ stumbles on its

storytelling as much as from
being a PC port with a clunky
control scheme and tiny text.
Instead of a gripping narrative,
you get jokes misconstruing
the meaning of artefacts of our
bygone civilisation, like the
“Tale of (P)Izza and Fala(fel)’s
Magical Palace”. The setup feels
like a tabletop RPG one-shot,
yanking you into and out of its
world with nary a conclusion. It
knows well where its strengths
lie, however – as the old saying
goes: come for the duck in a
top hat, stay for the combat.

@yourkyotowifeDUCK AND RUN

V ER D I C T

All encounters have two 
things in common: cover is 
sparse and large groups 
overwhelm you easily.

Slightly overambitious in trying 
to add unique elements to 
round-based strategy, MYZ is 
a romp when it sticks to its 
silenced guns. A must for genre 
lovers. Malindy Hetfeld

“THANKS TO SURPRISING 
SPIKES IN DIFFICULTY, SILENT 
TAKEDOWNS ARE VITAL.”



088

I N F O
FORMAT PS4
ETA OUT NOW
PUB UNKNOWN
WORLDS
ENTERTAINMENT
DEV UNKNOWN
WORLDS
ENTERTAINMENT

SUBNAUTICA
You’ll never look at the sea the same way again

T
his is one of those games where the 
less you know about it, the better. 
Even the name of a single item could 
spoil a huge chunk of the experience, 

and that wouldn’t be fair. Well, not on our 
watch. This review doesn’t give away any of 
the best surprises. But if you have even the 
slightest interest in games about adventure 
and discovery, get this now.

Subnautica starts with your spaceship crashing 
on an alien world. You manage to board an 
escape pod, which keeps you alive… at least until 
you reach the planet’s surface. You wake up to 
discover your pod is on fire. But you pick up a 
fire extinguisher and put out the blaze, leaving 
the pod damaged but mostly functional. Your pod 
has a health pack dispenser that takes time to 
recharge, a fabricator to make new items (think 
the replicator in Star Trek), and a broken radio.

As you emerge from the smoking wreck, all 
you can see is your crashed spaceship burning in 
the distance. That, and water. Miles and miles of 
water and nothing else besides glimpses of coral 
and some bug-eyed fish that are jumping out of 
the wet stuff near you. Hunger and dehydration 
are kicking in. You’ve got a simple choice: stay 
here and die, or dive in and try not to. 

Where other games give you quests in an 
immersion-shattering menu marked ‘quests’, 

Subnautica’s tasks are cleverly 
suggested through recipes in 
the fabricator’s menus. As you 
explore the watery alien world, 
you discover new blueprints 
for tools and machinery, which 
enable you to explore and build 
even more.

As you begin to make more 
and more complex items, you 
suddenly realise there’s far 
more to the game than meets 
the eye. Your goals broaden 
exponentially as you find your 
feet, opening up into a story 
with excellent pacing. Planet 
4546B is very much like Earth 
in the way the climate works 
but, being alien, everything 
on it has the potential for the 
extraordinary. And so as you 
venture further from your 
starting point you frequently

If your bum was 
behaving like 
that, you’d have 
that look on 
your face too.

find things to surprise, excite, 
and even scare you.

FROZEN WATER
However, it has to be said that 
some of the illusion is broken 
by the technological limitations 
of the Unity game engine. It 
feels wrong to talk about the 
metaphorical ‘man behind the 
curtain’, but when the curtain 
keeps falling down, it’s difficult 
to ignore him. The draw 
distance is roughly 1km, so you 
can see your crashed ship and 
other objects of note clipping 
in and out of existence as you 
move around. Similarly, the 
game often freezes momentarily 
as you move between the 
surface and the submerged area. 
Massive environmental features 
like fronds and mushroom-like

@catgonecrazyNO ARMBANDS

“YOU FREQUENTLY FIND 
THINGS TO SURPRISE, EXCITE 
AND EVEN SCARE YOU.”
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H O W  T O …  G E T  T H E  F I B R E  M E S H

There’s one item that 
seems to be needed for 
everything early on, but 
isn’t anywhere to be 
found, and that’s fibre 
mesh. You need to make 
the knife and then use it 
on the Creepvine to get 
Creepvine samples. 
Then use the fabricator 
to make the mesh. Easy.

T H E  F I R S T F I V E H O U R S …

1 We wake up to find the room’s on fire. Quick, put it out with a fire 
extinguisher! 2 Hmm, people’s possessions are scattered all around the 
debris of our spaceship. That’s pretty sad. 3 We’d better learn how to 
catch, cook and eat fish before we starve. 4 These pipelines will help us 
get oxygen underwater, and increase what we can build and ultimately 
do. 5 We’ve placed our first foundation for a lab. Now it begins…

1 32 4 5

I S  I T  B E T T E R  T H A N ?

YES

The set environment 
makes for a more 

focused experience, 
which proves a huge 

difference.

NO

Fallout’s also got 
construction and a
curated world, but
better production
values and combat.

YES

Abzû’s stylised 
graphics make for a 
striking game, but 

Subnautica adds peril 
and deep construction.

S T A T  P A C K

Number of 
minutes you have
to wait for a new 
health pack to be 

generated in 
your pod.

Number of 
players. You  

dive alone. This  
is the very 

definition of a 
solo adventure.

The century the 
game is set in 

– we’d better get 
cracking with  
our spaceship 
building, eh?

62 130 22
The number  
of seconds it 

takes to load the 
game world 

when you first 
begin playing. 

structures can suddenly load
in all around you, and diving
down can see the bottom
appear in big square chunks.
Texture variety and quality is
lacking in places, though the
game certainly has moments
of extreme beauty. Crucially,
you’ll always want to believe in
its world, to see what it has in
store for you next.
The scanning mechanism is

a brilliant way to allow you to
learn about this alien world,
while also putting your fate
literally in your own hands as
you find broken items, learn
their blueprints, and replicate
them in your fabricator. The
sense of achievement and
table-turning on what at first
appeared to be insurmountable
odds is wonderful.

DROWN AND OUT
The game isn’t easy, and there’s
a period of a few hours where
your oxygen tank won’t be big
enough for what you’ll want
to do, which means you often

have just five to ten seconds
to explore the sea floor before
swimming up again to the
surface. There are ways around
that, but the frequent threat of
drowning may give you some
anxiety. Still, there is a danger-
free creation mode (and a
one-life survival mode if you’re
ultra-brave), and the main game
is generally well balanced, if a
touch on the difficult side.
Subnautica tackles several

genres all at once and somehow
delivers on all of them. Few
games take one premise and
execute it so impressively. So
take the plunge, avoid Google,
lock yourself away for the
month, and discover a world
you’ll never forget.

V E R D I C T

THE OPM BREAKDOWN
Right Some 
sights, like this 
cave, are truly 
breathtaking, 
while others 
might scare you.

Below This 
watery game’s 
construction 
system is simply 
magnificent.

Above left Your PDA talks to you, and the script is full of subtle humour.

Subnautica’s lack of graphical 
polish is excusable given the 
ambition, scope, and versatility 
of what you’re able to do. Few 
games are this consistently 
surprising, let alone this well 
designed. Justin Towell

5% Laughing at 
the names of the 
marine life. 
‘Bladder Fish’ 
shouldn’t be 
funny, but…

25% Trying not 
to drown. Or 
starve. Or die of 
dehydration.

20% Worrying
that the destroyed
pods you find are
similar to yours.

3% Resisting
the temptation to
Google how to do
something. Don’t.
Give. In.

W H A T  Y O U  D O  I N …  S U B N A U T I C A

30%
Exploring the sea 
floor, hunting for 

resources to 
build and fix 

things.

17% Scanning 
everything, 
including yourself 
– hey, it’s fun.
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I N F O
FORMAT PS4
ETA OUT NOW
PUB FOCUS HOME
INTERACTIVE
DEV BIG BAD WOLF

THE COUNCIL –  
COMPLETE SEASON
This narrative adventure threatens to make devil’s advocates of us all

N
ine months after the first episode 
released, and Louis de Richet arrived on 
an island to learn what had happened 
to his mother, I’ve still got my ear 

pressed up to that door. The conclusion of this 
season has long since been played but I’m still 
here, straining for just one more whisper.

The game uses artistic licence in its approach 
to history, and has a tabletop sensibility, with 
conversational choices being gated by skill 
checks. Even if you go for a Jack-of-All-Trades-
build when creating your Louis, you still have 
to contend with your conversational partner’s 
vulnerabilities and immunities, plus the fact you 
have a finite number of points to expend on skill 
checks. These barriers to picking the right thing 
to say make confrontations tense. 

Your social successes can unlock unique traits 
that give you perks, mechanical milestones that 
reflect how your version of Louis develops. It’s all 
in aid of a familiar illusion, that of freedom, but 
these wrinkles make the casting of it feel fresh

and will have genre fans eager 
to return to the island manor.

CROWN JEWELS
A similarly thoughtful approach 
is reflected in the puzzles, 
some of which are impressively 
involved. However, the quality 
of these is not sustained, with 
the high point coming several 
episodes before the season’s 
finale. But the road to that 
ending is worth taking.

While the supernatural is 
alluded to from the beginning, 
the story takes a hard left 
turn into it with a quick 
succession of revelations – 
which also adds another power 
to your persuasive repertoire. 
Without spoiling anything, I 
will say it gives you an edge 
when gathering information,
and you’ll wish you’d gained
it earlier and had more
opportunity to use it.

As the season wraps it’s
hard not to feel like there’s a
lack of closure of several loose
threads that were enjoyable

to pull at over time. For one, 
a number of characters’ true 
natures were revealed, but the 
ending to their stories betrayed 
little of any soul-searching that 
may have followed. The final 
confrontation also felt like an 
anticlimax, especially compared 
to the one preceding it.

Speaking of climaxes, before 
that showdown you’re treated 
to dream-like environments 
and the visual direction at 
its best. Sadly, the character 
models’ stiff animations never 
fully convince, proving to be 
the main sticking point for 
the presentation. But even 
though the guests visiting Lord 
Mortimer’s estate are a little 
awkward, it should take more 
than that to keep you away.

RUNS IN THE FAMILY

V ER D I C T

Tensions rise and 
things even get 
surreal. The conclusion 
to this season has to 
be seen to be believed.

A fresh take on the narrative 
adventure, there’s plenty to 
encourage a return to Lord 
Mortimer’s manor. Though the 
chat is scintillating, however, it 
feels cut short. Jess Kinghorn

“YOUR SOCIAL SUCCESSES 
CAN UNLOCK UNIQUE TRAITS, 
THAT GIVE YOU PERKS.”

@KoeniginKatze
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I N F O
FORMAT PS4
ETA OUT NOW
PUB CD PROJEKT RED
DEV CD PROJEKT RED

THRONEBREAKER:  
THE WITCHER TALES
Taking a Geralternative approach to the collectible card game

Y
ou know how in fantasy epics like 
Game Of Thrones everyone’s family 
history is tangled and contested? 
Thronebreaker comes with a lineage to 

rival any of Westeros’ noble families. It goes 
back to the ’90s, when Andrzej Sapkowski’s 
The Witcher novels first introduced the 
fictional card game of Gwent. This was 
adapted into a minigame for The Witcher 3,  
proving so popular it got its own standalone 
title. A spin-off that, in turn, begat its own 
spin-off – and thus Thronebreaker was born.

The game is inextricably tied the free-to-play 
Gwent. There’s a link to download Gwent from 
the Store in the main menu, and finding treasure 
chests here unlocks cards for use in multiplayer 
matches there. But what Thronebreaker is trying 
to achieve is closer to The Witcher 3 – a story-
led single-player campaign, with memorable 
characters, sharp dialogue, and a Rivian ton of 
side-quests to complete.

That might sound like an odd fit for a game 
which is ultimately about laying cards on a virtual 
table. But Thronebreaker expands beyond the 
card games, with an RPG-style world to explore. 
You move from village to village, chatting with 
NPCs, collecting resources, and generally getting 
into trouble. This part of the game presents you 
with a host of decisions, both moral (who will 

you side with in this conflict?) 
and tactical (what resources are 
you willing to spend to help 
them?). Whatever you choose, 
the results are – in classic The 
Witcher 3 fashion – often not 
what you expected. Which is 
where the cards come in.

CARD TIMES
The way this works isn’t too 
dissimilar to a musical, where 
moments of high drama cause 
characters to spontaneously 
break into song, except in 
Thronebreaker they break into 
a collectible card game instead.

It’s a simpler version 
of Gwent than you might 
remember from previous 
games, streamlined by years 
of tweaking. Each player plays 
their cards, representing troops 
and war machinery, into two 
rows (rather than the original’s 
three). Each card has a strength 
value and a special ability. This 
can be an attack, but it’s just  
as likely to boost strength, 
shuffle units from one row to 

another, or summon another 
card from the deck. You win by 
having the most strength on 
the board at the end of a round, 
rather than eliminating your 
enemy. A full game is played 
over three rounds, meaning you 
can let an early loss slip past 
to boost your chances later. 
This makes for a more nuanced 
game than Hearthstone or 
Magic, but it does mean 
victories can feel less decisive.

As the backbone of a larger 
game, though, it’s solid, and 
an interesting alternative to 
the combat system of most 
RPGs. Paired with a story 
bearing all the hallmarks of 
its The Witcher heritage, 
Thronebreaker earns a place 
within its tangled family tree.

@alexjayspencerA REAL CARD

V ER D I C T

Power cards have 
animated illustrations 
that help to sell the 
power you’re wielding.

Collectible card game plus story-
heavy RPG might not sound like 
an appealing cocktail, but this 
proves that they’re two great 
flavours that can taste great 
together. Alex Spencer
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FORMAT PS4
(REVIEWED),
PS VITA, PS VR
ETA OUT NOW
PUB ATLUS
DEV P-STUDIO

PERSONA DANCING: 
ENDLESS NIGHT 
COLLECTION 
Dance your heart out, steal others

A
ny Persona fan will tell you one thing 
– the JRPG series has great music. 
And not just your standard orchestral 
fantasy fare. The games are set in a 

(relatively) real world, and revolve around teens 
dealing with problems (who also can summon 
demons to fight battles), so their music ranges 
from hip hop and rap to jazz and funky beats.

It’s a natural fit for a rhythm game, then – and 
Persona Dancing: Endless Night Collection is 
packed full of fab tunes. It includes two brand-
new games – Persona 3: Dancing In Moonlight 
and Persona 5, Dancing In Starlight – and brings 
PS Vita’s Persona 4: Dancing All Night to PS4. 
Each is filled with music from the relevant game 
alongside fresh remixes and tons of fan-pleasing 
extras. (Though the music and rhythm gameplay 
is more than solid enough on its own.)

NIGHT FEVER
For the most part you play through song after 
song and have a blast listening to the music. 
Button prompts come from the centre of the 

screen, then move outwards, 
where you have to tap to 
the beat once they reach 
the outside circle. The main 
prompts are 8, 4, and 2 on 
the D-pad, and w, e, and 
q. Their positions on the 
controller mimic that circular 
radius, so following them on 
beat feels very intuitive.

To shake things up there are 
special notes: Unison Notes 
require you to tap one button 
on the left and one on the 
right side at once; for Hold 
Notes you need (obviously) to 
hold that button; and Double

Set the note speed you’re 
comfortable with, and tap 
away as prompts come 
in thick and fast or with 
plenty of warning.

Notes, new to P3 and P5, are 
two regular notes in quick 
succession. Between the notes 
are Scratches – big circles that 
award points if you hit them, 
but don’t affect your combo 
if you miss, adding a risk/
reward to whether you think 
you know the song well enough 
to fit them in. Some of these 
are marked as Fever, and will 
build to give you an extra score 
boost at certain points in the 
song, where if you’re doing 
well enough a back-up dancer 
will join your main character 
on stage. By default these are

MASQUERADE BALL

“THERE’S PLENTY OF ROOM  
TO TWEAK SETTINGS AND 
PLAY THE GAMES YOUR WAY.”

@MrOscarTK
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hit by using the analog sticks,
but you can also assign them to
o/u to be more precise.

SCHOOL DANCE
As far as re-assigning goes,
Persona Dancing is ripe with
customisation options to help
you play how you want to play.
You can adjust or resync note
speed, and add special Support
or Challenge rules to change
up gameplay. There’s plenty of
room to tweak settings and play
it your way – something we
appreciate in a rhythm game,
which should be about pushing
yourself to meet your own
challenges and having fun.
There are customisation

options for your characters,
all hailing from the games
on which they’re based. The
combinations of quirky outfits
and goofy accessories never
gets old. In the new games, you
can interact with the characters
via social links that you form
with them from hitting certain
milestones, wrapped up in an

incredibly loose story. It’s great
to have the opportunity to chat
with your returning favourites,
especially those from Persona
3 just because it’s been a while
since that particular entry.
Persona 4 Dancing features a

much bigger story, but in some
ways the visual novel style
gets in the way of the dancing
game itself, and it’s almost
preferable to have the smaller
‘chunks’ style of social links in
the newer games. P4 Dancing is
as enjoyable to play as ever and
looks great in high definition,
though you do miss some of
the tweaks in the newer titles
that highlights how much the
rhythm gameplay in P3 and P5
Dancing has been polished.

V E R D I C T

THE OPM BREAKDOWN
Right Dancing 
in Shibuya 
Crossing? No 
problem for 
the Phantom 
Thieves.

Below All three 
games match 
the original 
JRPGs’ styles 
pretty well.

Above Silly outfits are plentiful, but try not to distract yourself too much.

A superb bundle with enough 
nods to the series for fans to 
love, and jamming tunes for 
newcomers to enjoy. It’s just 
some great music with some 
great (virtual) friends – what’s 
not to love? Oscar Taylor-Kent

2% Playing  
on All Night 
difficulty and 
feeling like you 
did well. It’s just 
so hard!

4% Switching 
on Choreography 
mode, then 
trying (and 
failing) to learn 
the moves.

10% Chatting to
your favourite
characters in the
social links.

6% Exploring
your friends’
rooms in search
of hidden
accessories.

W H A T  Y O U  D O  I N …  P E R S O N A  D A N C I N G

70%
Hitting notes and
jamming out with

your Persona
buddies to some

rockin’ tunes.

8% Dressing up
your besties in
goofy, stylish, and
cute outfits.

I still haven’t recovered from the ending of 
Persona 3, so seeing all my fellow SEES 
members in a current-gen release warms the 

cockles of the cold, black Shadow I call a heart. And the 
in-depth, customisable difficulty options are truly 
Oracle-sent for someone with such a low accuracy 
base stat such as I. Jess Kinghorn

S E C O N D  O P I N I O N  S O C I A L  C O N F I D A N T

SCHOOL REUNION
Getting to hang out with all your 

favourite characters from Personas 
3 to 5 is truly a special and nostalgic 
experience that’ll mean a lot to fans.

THE P3 TEASE
But seeing all the P3 characters, 

locations, and conversations in HD 
makes us desperately yearn for a 

remaster. Don’t make us beg, Atlus!

L O V I N G / H A T I N G

A L S O O N P L AY S T A T I O N V I T A

I S  I T  B E T T E R  T H A N ?

YES

This sabre-wielding PS 
VR rhythm game is a 
fab experience, but 

Persona has more to 
keep you coming back.

A blood-pumping thrill
ride Thumper may be,

but there’s less to
tweak than this more

focused package.

YES

Vocaloid die-hards may 
disagree, but we 

prefer Persona’s note 
clarity and the range 
of remixes on offer.

YES

Rhythm games are perfect for 
playing on the go… as long as 
you have headphones! Playing 
through a song only takes a few 
minutes, and the stop-start action is 
perfect for when you might not have ages 
to spend on a game. That said, it’s easy to 
become so engrossed in the action that you end up 
missing your stop, which has happened to us!
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I N F O
FORMAT PS4
ETA OUT NOW
PUB MODUS GAMES
DEV THE BALANCE
INC.

OVERRIDE: MECH  
CITY BRAWL
Time to get in the robot wars

V
ideogames have turned many a 
childhood interest into a serious 
affair. Space is cold and filled with 
fiends, no-one in the recent cowboys 

and robbers sim says ‘boom’ or ‘pow’, and you 
spend as much time solving Spider-Man’s 
relationship problems as you do swinging 
around New York. By contrast, Override, with 
its toy box full of mechs, evokes a sense of fun, 
even when mankind’s future is on the line.

Like most fighting games, Override comes with a 
local versus mode, online matches, and an arcade 
campaign. In the latter, you select one of 12 
mechs and set off to, er, research the alien threat 
by giving it a good stomping. Every mission takes 
place in another famous city around the world, 
which then gets utterly pulverised in the ensuing 
battles. In most cases all you need to do is defeat 
all enemies within a certain time limit.

While repetitive, Arcade mode bursts with 
different customisation options and weapons 
to earn. With bare-bones world building and 
cringey dialogue, the solo campaign stays true to 
most other arcade modes, but it comes with a 
considerable amount of content and is the best 
option for seeing the full variety of monsters and 
ways to beat them seven ways to Sunday. 

Unfortunately, it’s the very act of punching 
and kicking that could have done with more 

refinement. You perform 
attacks using the shoulder 
buttons, which nicely conveys 
the heft of each strike. The 
controls take a while to get 
used to, but no-one said 
piloting mechs would be easy. 

However, many attack 
animations are overly slow and 
imprecise, which turns standard 
combos into a tedious affair. 
There is also hardly any impact 
to your actions. Buildings 
crumple like cardboard and 
sometimes it’s hard to tell if 
and how a punch connects 
at all. If you don’t lock onto 
your enemies at all times you 
also have to contend with the 
unruly camera while trying to 
attack, dodge, or just find  
your opponent.

MECH NEW FRIENDS
You have plenty of special 
attacks and weapons, but 
there is absolutely no need 
to get creative in the overly 
easy arcade mode. That’s why 
Override is best appreciated 

against other players. The 
option to have multiple friends 
steer one robot, in particular, 
can either lead to a show of 
flawless co-ordination or result 
in enjoyable chaos.

There are some great aspects 
to Override, like the distinct 
differences between mechs that 
gives each one a completely 
unique visual style and feel, 
right down to their movement 
and special attacks, but a hunk 
of metal that actually controls 
like a hunk of metal leaches 
most of the fun right out of a 
brawler. Still, fighting games  
are all about learning curves. 
If you can get to grips with 
the clunky controls, this has a 
lovingly crafted assortment of 
mechs to master.

@yourkyotowifePUNCH OUT

V ER D I C T

Mechs with great names 
like Metageckon take 
on dire threats - or 
alternatively each other.

A joyous celebration of colourful, 
unrestrained mechanised 
mayhem that values aesthetics 
over controls and so ends up 
being slightly wobbly on its  
feet. Malindy Hetfeld
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I N F O
FORMAT PS4
ETA OUT NOW
PUB ROOSTER TEETH
GAMES, JOEY DREW
STUDIOS INC.
DEV JOEY DREW
STUDIOS INC.

BENDY AND THE  
INK MACHINE
Driving you round the bendy for all the wrong reasons

B
uried beneath Bendy And The Ink 
Machine’s pomposity are touches 
of malevolence so effective, they’re 
breathtaking. When it’s not trying 

to dazzle you with contrived jump scares 
or its offensively unsubtle environmental 
storytelling, you can almost see what Bendy 
could’ve been. And that’s the scariest thing 
here, really; not the game itself, but what was 
lost somewhere in the development process.

I take no pleasure in writing that, by the way; 
to all intents and purposes, Bendy encompasses 
much of what we’re looking for in contemporary 
horror, and that’s possibly why its missteps are 
so irksome. As stunning as its score and visuals 
are (although that jaundice-toned veneer will 
grate on you, too, no doubt), Bendy And The Ink 
Machine is a veritable masterclass in how not to 
design a horror game. Clumsy combat, mindless 
fetch quests, derivative environments, and a flat, 
emotionally-tetherless cast cannot be obscured 
by story alone, no matter how intriguing that 
premise is. It’s staggering how such a brilliant 
concept can be so sullied by a lack of variety, a 
lack of substance, and a lack of ambition.

You play as Henry, a mild-mannered animator 
called back to his old studio 30 years after 
leaving, although the whys and hows are left 
unsaid. He notes that the place has knocked 

down walls in the years since 
he’s left, but his desk – 
inexplicably secreted in the 
corner of a corridor – remains 
untouched. And so begins your 
adventure, scurrying through 
the rooms and walkways of Joey 
Drew’s Studios. 

IT’S AN INKER
Well, I say scurry, but Henry 
doesn’t really do that, even 
when there are ink-based 
denizens trawling in his 
wake. To be honest, a mute 
protagonist would be preferable 
to Henry’s dull critique, and his 
gobsmacking lack of empathy 
means it’s difficult to build any 
meaningful relationship with 
other characters given he can’t 
even muster a sympathetic 
shoulder-pat. And while there 
have been attempts to lace 
lore through your exploration, 
everything else seems hellbent 
on bleeding enjoyment from 
the experience. The stupid, 
forgettable enemies. The 
truncated runtime. The 

unimaginative puzzles and 
backtracking. On their own 
these things are forgivable, 
but piled together, you start 
to realise how much is wrong 
with Bendy… and not just the 
inky demons trying to kill you.

It’s not the lack of combat 
that’s the issue; there’s a lot to 
be said for horror games that 
quietly layer on that soft, subtle 
fear, building tension and 
atmosphere through masterful 
manipulation and corner-of-
your-eye tricks. Bendy doesn’t 
pull this off either, though. The 
game is tripping over itself 
to show you how clever and 
spooky it is, often inadvertently 
broadcasting many of its major 
story beats, puzzle solutions, 
and jump scares in advance.

@_vixxINKREDIBLE SCENES

V ER D I C T

There are worse ways 
to waste £20... but 
there are hundreds of 
better ways, too.

Bendy And The Ink Machine 
could’ve been a devilish 
perversion of Epic Mickey 2. 
Instead, all it does it provide 
proof that style is no substitute 
for substance. Vikki Blake
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I N F O
FORMAT PS VR
ETA OUT NOW
PUB 2K GAMES
DEV GEARBOX
SOFTWARE

BORDERLANDS 2 VR
Has Gearbox hit the Handsome Jackpot?

T
aking a game that’s over six years old 
(and ultimately intended as a four-
player co-op experience) and turning 
it into a single-player PS VR adventure 

might sound like an odd decision, like serving 
up a stale BLT without the B. In virtual reality. 
Anyway, the idea of being immersed in an FPS 
in this way is an appealing one; and clearly 
harder to implement than you might think…

Although there have been some necessary 
tweaks and additions, this is mostly the same 
Borderlands 2 we awarded 9/10 when it released 
on PS3 back in 2012. A quick look at the score 
on this page will confirm that things aren’t 
quite that straightforward, though, and not only 
because this is now a solo experience.

This is a story-heavy FPS with dozens of 
hours of gameplay, something that already gifts 
it flashing neon trousers in the VR arena. It has 
a strong sense of humour, and the jokes work 
as well today as they did back then. The core 
gameplay hook is a borderline-obsessive loot 
mechanic. Defeated enemies drop items, but 
most of your pickups will come from ransacking 
countless crates and containers like the heroic

kleptomaniac you are. Most 
interesting of all, the game 
contains a crazy amount of 
procedurally generated weapon 
types, often incorporating 
elemental damage. There’s a 
“squee!” moment whenever you 
stumble upon a particularly 
powerful gun.

GUN FISHING
With the game transferred to 
PS VR, we need to consider the 
fundamentals. To Gearbox’s 
credit, there’s lots to tinker 
with in the menu regarding 
comfort settings, although 
finding a good balance between 
smooth controls, decent field of 
view, and VR comfort is tricky. 
This is a non-VR peg that 
doesn’t quite fit the VR hole.

You can play with a 
DualShock, which is the best 
option for ease of movement. 
The game makes you aim with
your head however, which
A) contributes significantly to
the risk of motion sickness
given all the movement
necessary during combat, and
B) makes opening containers
– most of which are at or

below waist level – awkward. 
Dual PS Move controllers work 
better. Mastering movement 
with this control scheme takes 
longer, but the payoff is more 
enjoyable shootouts and a 
smoother experience overall. 
Teleportation is always an 
option, but not a great one, 
especially in the middle of 
combat. The PS Aim controller 
would offer the best of both 
control schemes… but isn’t 
supported. D’oh!

The addition of a “BAMF 
Time” ability, which temporarily 
slows down the action, feels 
like an apology for the slight 
awkwardness that even the best 
control setup offers. Certainly, 
you’ll probably use it more to 
get your bearings than for any 
tactical reasons. Persevere, and 
this is great fun, but not as 
much fun as the original.

LOAD OF CLAPTRAP

V ER D I C T

Not as pretty in VR as 
you might expect, but 
the graphics do the job.

What we have here is a  
beloved, fun game battling an  
ill-advised move into virtual 
reality. The fun game wins the 
fight at the end of the day – just 
about. Luke Kemp

“THIS IS A NON-VR PEG THAT 
DOESN’T QUITE FIT THE 
VIRTUAL REALITY HOLE.”

@Jim_Crikey

P S  V R  R E V I E W



097

REVIEW

LAST MONTH
ON PS PLUS

Lucky number 13! As a result of our 
meddling with time and space, we 
squeeze an extra issue into every 
year just for you. All the same, the 
fact you’re holding this issue in your 
hands now means we went to print 
too early to know what was in store 
for January’s PS Plus lineup. So feast 
your eyes on the very best of what we 
enjoyed over the 12 months of 2018.

It was a year in 
which PS4 PS Plus 
subscribers saw 
Sony deliver a slew of 

hot Triple-A releases, for free. January 
saw Deus Ex: Mankind Divided. In 
March we had Bloodborne, renewing 
our resolve to finally finish off all of 
those Chalice Dungeons, while April had 
us dusting off Mad Max. This was just a 
teaser, as Sony and Activision conspired 
to offer Call Of Duty: Black Ops III 
as a bonus game during E3, and then 
in September the shock of Destiny 2 
coming to the service – it only released 
ten months earlier – sparked interest 
in the new expansion. Was it a cynical 
marketing ploy? Perhaps, but we got 
Destiny 2, for free.

If indies were more your speed then 
Laser League and Rime were musts. 
Both were games that we’d loved on 
release, so as part of PS Plus this pair 
was unmissable. 

Bookending the year in delicious dread, 
transhumanist horror Soma surfaced 
in December. The recent addition of a 
mode that renders enemies non-lethal 
means that those prone to squealing at 
jump scares and chase sequences (me)
can enjoy this one at their own pace.

Those wanting 
something a bit 
more involved were 
far from forgotten, 

however. June offered strategy game 
XCOM 2, and July had PS Vita’s Zero 
Escape: Zero Time Dilemma.

It’s been a great year on PS Plus, and 
the service will only get better. Here’s to 
a similarly packed 2019.

@KoeniginKatze

P S  V R  R E V I E W

GUNGRAVE VR
Whata loadof shoot

A
mazing; innovative; 
beautiful; compelling.
These words and 
many more are 

entirely inappropriate when 
describing this thing. Perhaps 
you have fond memories of 
the original PlayStation 2 
games, and/or the anime that 
followed. If so… stick with 
those. Trust me. This is just  
a shoddy shooting gallery 
crowbarred into PS VR in an 
unsuccessful attempt to hide 
how terrible it is.

Alarm bells start ringing before 
the tutorial is even over, when 
a bug appears to prevent i 
working on V1 DualShocks 
(helpfully, this is the all-
important ‘shoot’ button). 
Fortunately – or, on reflection, 
perhaps not – I have a V2 to 
hand to plough on.

The idea of a PS VR shooter 
that offers both third- and 
first-person perspectives 
is fine and dandy. It can be 
helpful to change the way you 
view a scene according to the 
situation, after all. You don’t 
get to choose in Gungrave 
VR, though; sometimes you 
see your character, sometimes 
you don’t. Playing in third 
person, you can move (with 
all the speed and enthusiasm 
of somebody who’s soiled 
themselves), dodge, and reflect 
projectiles. Playing in first 
person, you’re inexplicably 
rooted to the spot as though 
struck with the sudden 

I N F O FORMAT PS VR ETA OUT NOW 
PUB XSEED GAMES DEV IGGYMOB

@Jim_Crikey

V E R D I C T

DEAD AND BURIED

realisation that you spent real 
money on this garbage.

GRAVE MISTAKE
There are only five levels to the 
game, and they’re all rubbish. 
Dumb, low-resolution enemies 
appear in waves – occasionally 
in numbers too large to 
effectively defend against – 
and shoot at you until they’re 
dead, and are replaced by more 
of the same. Rinse and repeat 
until a dumb, low-resolution 
boss or mini-boss appears.

The bosses are in fact the 
one positive(ish) thing about 
the experience. The designs  
are great, and they really ought 
to grace a much better game 
than this. The actual fights, 
sadly, are awful. The first-
person ones are by far the 
worst; firing your guns pretty 
much blinds you, making 
it impossible to aim with 
precision at many targets.

It’ll take you more than 45 
minutes to whip through the 
five tiny stages only because 
they’re made to artificially 
drag, especially the last two. 
Gungrave VR even manages 
to make piloting an armed 
flying bike tedious, which is a 
staggering achievement in all 
the wrong ways. 

What you get for your money is 
terrible, rendering the mid-level 
price insulting. There’s no reality 
in which this is worth buying, 
virtual or otherwise. Luke Kemp
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MULTIPLAYER MODES PUT 
THROUGH THEIR PACES  
BY OUR TEAM OF EXPERTSonline tests

what we’re 
playing now

SNK HEROINES: 
TAG TEAM 
FRENZY
Jess Kinghorn is all 
about the action… AND 
NOTHING ELSE, OKAY?
This boasts all three of my 
requirements: cute 
outfits, feisty dames, and 
plenty of punchups. 

Unfortunately, some of the outfits are 
questionable, and the dames are feisty 
as they’re there against their will, but 
at least the fisticuffs are intense. 
Mechanically levelling the playing field, 
fights can only be ended with a super 
move. You’d think that’d mean hope for 
someone whose lack of co-ordination 
is so well-documented but online play 
brings me right back to reality.

WARFRAME
Oscar Taylor-Kent  
gets in the robot
The Fortuna update gave 
me ample reason to jump 
back into Warframe. 
Before I even get to 
Venus, I’m distracted by 
how good it feels to play 
– especially considering 
it’s free. There’s a lovely 

fluidity to the movement as I dash 
through the environments, sliding on 
the floor, and freezing time as I aim my 
weapon. It’s like a slippy, slidey Destiny. 
My sights are set on the challenges 
that lay in wait across the solar 
system, and I’m itching to get them. 
Venus, your time will come.

PES 2019
Ian Dean finds value  
in rage quitters
There’s 84 minutes on the 
clock and I just drive in my 
third goal of the match. A 
cheeky low pass puts two 
of my rival’s defenders 
out of the game and my 
striker side-foots the ball 
into an open net. My 

opponent, who has stuck with it for  
so long, quits. In the past I would have 
complained but these days I take great 
pleasure in rage quitters. There’s no 
other testament to how a PES 2019 
performance has gone than seeing  
an opponent quit the pitch in a huff.  
It probably makes me a bad person,  
to judge my success by another’s 
emotional outburst, but in PES this  
is the only way to judge a victory. 

100

review

I N F O

FORMAT PS4 
PUB PUBG CORPORATION  
DEV BLUEHOLE
REVIEW N/A

Y
ou know the drill, right? 100 
players dropped onto a huge 
map, all weapons and items 
must be scavenged, only one 
player or squad (depending on 

your game mode) can be left standing. 
Fortnite may be the game making a 
billion pounds a day (or something), but 
this is the one that first succeeded and 
inspired all the copycats. 

It must be said that rather than a 
dashing young trendsetter, PUBG 
nowadays comes across as a retired 
soldier who, while still fit, has been left 
rapidly aged and haggard by their 
experiences. The PC Early Access roots 
are painfully obvious. The graphics are 
rather basic, textures can take several 
seconds to load at the start of a match, 
and framerate hitches are common (the

worst of which, to be 
fair, are pre-match). 

The control scheme, 
too, is indicative of a 
developer unfamiliar with 
the expectations of PS4 
players. You must hold 
rather than tap r to 
reload, for example, while 
u switches between 
third- and first-person 
perspectives rather than 
throwing grenades

(which must be equipped 
in place of another 
weapon). Most jarring of 
all, in either perspective, 
holding p focuses the 
aiming reticule while 
tapping it brings up the 
first-person ADS view.  
It takes a bit of getting 
used to. 

Still, once you’ve 
adjusted to it all, it’s very 
easy to see why so many 

PlayerUnknown’s 
Battlegrounds
Winner winner chicken dinner, or simply fowl?

IT BECOMES A  
TENSE GAME OF CAT-AND-
MOUSE WITH DOZENS OF 
OTHER PLAYERS.
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The graphics look
basic compared to
some other battle
royale games. Battlefield V’s multiplayer got 

off to a slow start, but DICE’s 
war on the lesser-known 

fronts of World War 2 is finally 
hotting up. The game launched with 
a fair selection of modes, though 
the new additions don’t significantly 
enhance the game, and none of the 
starting selection of maps stand 
out as Battlefield’s best. However, 
now Tides Of War is active things 
are changing. Fresh maps and rule 
variants are being added every 
few weeks, and there’s a livelier 
feel to multiplayer games. You have 
more rewards to earn, and more 
ways to grab XP – which is mainly 
attained through playing Battlefield 
as it’s designed to be played. While 
this isn’t the finished article yet 
(and DICE will tweak, constantly), 
the multiplayer is already a lot 
better than it was at launch.

The online game is already better 
than it was at launch, and you get 
the feeling Battlefield V is only 
just getting started. It’s a good 
time to jump in. Andy Hartup

I N F O

V E R D I C T

FORMAT PS4
PUB EA

DEV DICE
REVIEW #157, 8/10

Now that the dust has settled 
from the explosion of a 
controversial release, what 

do we have? Well, it seems those 
who do like the game really like 
it, with the result that high-level 
players are now commonplace. 
The servers are just as busy as 
before, too. That’s bittersweet 
news though, because they always 
tended to run below capacity; and 
more people are going it alone, 
uninterested in other players. 

The latest patch applied at 
time of writing tinkers in various 
places, the most important change 
arguably being the stash box 
capacity increasing to 600 (with 
a further increase promised for 
the future). Sadly, nothing has 
been done to increase server 
populations or to encourage a 
more social experience.

A gloomy appeal remains 
for those willing to give it a 
chance, but all hopes of a post-
apocalyptic social adventure have 
been nuked. Luke Kemp

I N F O

V E R D I C T

FORMAT PS4
PUB BETHESDA
DEV BETHESDA

REVIEW #157, 7/10

War, very much  
in its infancy

Have players started to 
Fallout of love here?

Battlefield V

Fallout 76

TO DIE FOR
Before you splash out money 

on cosmetics, bear in mind that 
you want to be difficult to see. 

Is that gold tracksuit worth 
making yourself easier to hit? 

Well, actually, now you ask…

Good enough to keep you coming back 
again and again, but with graphics and 
controls less smooth than other battle 
royale games, not quite worthy of that 
chicken dinner. Luke Kemp

V ER D I C T

people have found themselves addicted. 
There’s no denying that, due to the 
random placement of items, success or 
failure in the first few minutes can rely 
on luck more than you’d like. Once you 
have some half-decent gear, though, it 
becomes a tense game of cat-and-
mouse with dozens of other players.

Cowering in one building at a time, 
moving only when the play area shrinks, 
is a valid tactic. So too is constantly 
moving toward the centre of the map, 
gambling that you can move from cover 
to cover effectively enough to avoid 
being sniped. Or perhaps you prefer to 
identify prime loot drops, then lie in wait 
for your next unsuspecting victim to try 
and nab them. It’s up to you. 

The formula’s as compelling as ever, 
and the execution is (mostly) brilliant. 
The bottom line though, is that this is 
2019, and PUBG is rapidly falling behind 
the competition it spawned.



EMPTY YOUR WALLETS 
NOW WITH THE LATEST 
DOWNLOADABLE DIVERSIONSon the store

TEKKEN 7 – 
SEASON PASS 2
The entire line-up for 
the new season of 
Tekken fighters has 
finally been revealed. 
Joining Anna Williams 
and Lei Wulong are 
Armor King, Craig 
Marduk, and Julia 
Chang. Rounding it out  
is a cameo from The 
Walking Dead’s Negan.

DEAD BY 
DAYLIGHT – 
DARKNESS 
AMONG US
The tenth chapter in this 
4v1 online horror 
survival game adds the 
most terrifying enemy 
–”normal” people. The 
Legion is a group of 
serial killer teens who 
kill for the thrill, and can 
even appear to be 
survivors themselves.

FINAL FANTASY NT  
– THE YUNA 
STARTER PACK
Everyone’s favourite, 
Yuna, is now available 
to download for Final 
Fantasy NT. She’s 
the fifth character to 
become available in the 
Season Pass. Using 
magical abilities she 
offers a distinct style, 
and can summon her 
aeon, Valefor, who can 
access its own attacks.

dlc

£24.99

£6.49

£4.99

102

also on psn

R
emember the days of movie
tie-in games? You couldn’t 
release a superhero movie 
without a tie-in back in the 
early noughties, and while 

there were the odd rays of light, more 
often they were complete rubbish. 
Some of the best tie-in games have 
been Lego ones, so the superheroes 
are welcome – being adapted as Lego 
DLC is a fine thing.

The latest to get the brick treatment 
is DC’s Aquaman, which has arrived in 
two parts as DLC for Lego DC Super-
Villains. Why is it part of this villainous 
package when Aquaman is, quite clearly,
a hero? It’s an argument that 
threatened to tear Team OPM apart, but
probably because it’s simply the latest 
main platform of delicious DC Lego 

content. The movie’s
villain, Orm, does make 
an appearance as you 
control Aquaman and 
Mera in an attempt to 
save Atlantis. Orm seeks 
to take control of, and 
unite, the underwater 
kingdoms against the 
surface world.

The plot of both parts 
follows the events of the 
Aquaman movie, which

was an entertaining 
adventure when it 
released at the end of 
last year. The Lego-
fication of it into this DLC 
is a charming take that 
gets the appeal of the 
movie, and it’s a lot of 
fun to see it come to life. 
Ultimately it’s what you’d 
expect from a Lego 
game, but an enjoyable 
addition nevertheless.

THE HANDLER’S 
WINTER SPIRIT COAT
Being a Fashion Hunter 
in Monster Hunter: 
World goes beyond your 
character – your handler 
looks snazzy too, in this 
seasonal winter coat.

PROVING GROUNDS
Awaken Tiempochtl 
in this new series of 
Guacamelee 2 challenge 
levels located in the 
Badlands. This temple will 
test your skills to the limit 
to unlock new characters.

JUNGLE ADVENTURE 
Not all Sims are 
homebodies; some want 
to get out and explore the 
world. And in this new The 
Sims 4 Game Pack they 
can. Jungles, temples, 
and treasure await!

POISONED SOULS 
Warp-tainted drugs are 
an issue for the Imperium 
in this Warhammer 
40,000: Inquisitor – 
Martyr DLC that includes 
a series of missions. 
Remember: just say no.

LONG ISLAND RAILWAY
When Oscar went to NYC 
they wouldn’t let him drive 
a single train. Now with 
this Train Sim World DLC 
he finally gets his revenge 
with the US’ busiest 
commuter railroad.

£4.99

£2.49 £2.89 £15.99 £2.49 £24.99

SOME OF THE BEST MOVIE 
TIE-IN GAMES ARE LEGO 
ONES, SO THE SUPERHEROES 
ARE WELCOME.

Blocky Jason Momoa can still get your pieces wet

Lego DC Super-Villains – 
Aquaman Level Pack

expansion
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T
he iceberg cometh,
smashing into the 
Fortnite island and 
changing things up 
massively for 

Season 7 of the battle 
royale. The island has 
updated, and now has more 
spots to chill than ever – 
and we mean that literally.

Polar Peak, Frosty Flights, 
and Happy Hamlet are 
among the highlights of the 
new icy biome in the 
south-west of the map, 
where things can get a bit 

slippy and slidy. It’s not the
first major addition to the 
island, which has become  
a real mix of environments 
providing a varied game, 
that nonetheless remains 
focused on a single core 
playing experience.

Magnetic ziplines have 
been introduced, creating 
some extra ways to

navigate up and down steep
terrain. The X-4 Stormwing 
Plane adds an aerial vehicle 
for the first time, allowing 
for dogfights and for your 
squad to hang on the wings.

The update wouldn’t be 
complete without a new 
battle pass, which now has 
wraps to customise gun 
skins, and new costumes.

live games THE MONTH IN… 
EVENTS

’Twas the season to be 
jolly, and there were luckily 
plenty of games to get 
jolly in while chowing down 
on mince pies and cheesy 
snacks. Luckily Team OPM 
stockpiled enough to see us 
through a few sessions.

You’ve got to 
kick off the 
season by 

wrapping up warm, and 
that applies in-game too. It 
was great to see the Winter 
Solstice customisations 
return to Warframe, 
ensuring some elegant 
looks. The Overwatch Winter 
Wonderland once again 
added some great seasonal 
Legendary skins, which we 
mostly failed to track down, 
but were killed by. Stealing 
the show was the Krampus 
Junkrat, which made us feel
all sorts of new emotions.

Our questing 
was just as 
tinged with 

the red and whites. The 
wonderfully bizarre Q’s 
Winter Wonderland in Star 
Trek Online was a highlight. 
And as always we had to 
participate in the Starlight 
Festival in Final Fantasy XIV, 
where the Not-So-Silent 
Night quest kicked off some 
choral delights and sent us 
choir singing, decked out 
in appropriate duds. Eva 
Levante made a return in 
the Destiny 2 The Dawning 
winter event, where we 
became her elf and teamed 
up to deliver presents to all 
our bestie NPCs.

@MrOscarTK

RISEOFTHE VALKYRIE
A brand-new class finally comes 
to TERA on PS4: the Valkyrie. It’s 
a highly action-focused class in a 
very action-centric MMO. Combos 
are critical in this fast-paced free-
to-play MMORPG, and with their 
runeglaive the Valkyrie can juggle 
enemies dragoon-style. Reading 
this before 25 Jan? Log in before 
that date to get a free character 
slot to ensure you have room to 
start fighting as the Valkyrie.

ONESTEP BEYOND
Elite Dangerous’ Beyond season 
has wrapped up with the release 
of Beyond – Chapter Four. Free 
to all Elite Dangerous players, it 
brings in new multiplayer features, 
two more ships, and introduces 
“advanced mining techniques”. 
The addition of squadrons makes 
it easier than ever to take part in 
community-led goals, and the new 
exploration tools should help keep 
you better informed.

FUTUREGHOST
Tom Clancy’s Ghost Recon 
Wildlands has a special crossover 
event for Special Operation 3 – the 
third major update for Wildlands 
Year 2. The two-part special 
mission featured Mitchell and Kozak 
from Ghost Recon: Future Soldier. 
New Vanguard and Sharpshooter 
classes inspired by the characters 
also joined Ghost War mode. 
Despite the ghoulish name, 
Wildlands is far from dead.

Fortnite’s cold shoulder 
Season 7 brings big changes to the battle royale

THE ISLAND HAS BECOME A 
REAL MIX OF ENVIRONMENTS 
PROVIDING A VARIED GAME.

CHARACTER UPDATE EVENT

SEASON

GET CREATIVE
A third game mode has been 
added to Fortnite – Creative 

mode. The pressure’s off, as you 
are free to experiment, build, 

and have fun on your own island 
with friends. How nice!
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 Shane Black starred in the 
original Predator as the first 
member of Arnie’s team to die.

A
s well as being cursed with a 
face that looks like someone 
kerb-stomped a lobster, the 
poor Predator’s big-screen 
fortunes seem to have been 

hexed, with a succession of sub-par 
sequels following the insta-classic 
original. Now we have The Predator, but 
despite the presence of the definitive 
article in that title, the hunt is still on for 
a definitive Predator sequel.

Written and directed by screenwriter 
Shane Black with a nostalgic reverence 
for the larger-than-life ’87 original, it’s 
part-continuation, part-love letter to 
the series. Logan’s Boyd Holbrook stars 
as Quinn McKenna, the leader of oddball 
veterans The Loonies. When a Predator 
crash-lands on Earth, pursued by a 
hulking ‘Upgrade Predator’, Quinn and 
his ragtag crew become embroiled in 
their interplanetary civil war.

As you’d expect from the brain 
behind Lethal Weapon and Kiss Kiss 
Bang Bang, The Predator is packed with 
zippy badinage, juvenile humour, and 

amusing callbacks (most 
satisfying – a running 
joke about the inaccuracy 
of the name ‘Predator’). 
It’s also pleasingly gory, 
with the Predator(s) 
ripping, tearing, and 
exploding squishy human 
bodies into clouds of 
crimson mist with 
satisfying frequency.

But it’s a film that’s 
clearly suffered some 
behind-the-scenes woes. 
The third act, in 
particular, is rendered 
borderline incoherent by 
sloppy staging, gloomy 
cinematography, and 
choppy editing. Neither is 
it helped by a handful of 
ill-judged jokes which 
leave a bad taste come 
the credits. The hunt for 
the perfect Predator 
continues. Jordan Farley

The Predator
Nostalgic sequel fails to hit its target

blu-rays

coming soon

BAD TIMES AT
THE EL ROYALE
Tarantino-esque thriller set
in a hotel, where a bag of 
buried money is the catalyst 
for a night of murder, 
mayhem, and Motown.

THE GOOD 
PLACE 
SEASON 2 
Don’t have Netflix? Now’s 
the time to catch up on 
the second season of the 
ferociously smart comedy.

BLIND-
SPOTTING 
After seeing a police officer
kill an unarmed black man, 
Collin and Miles’ friendship 
is tested in this comedy with 
something to say.

A SIMPLE
FAVOUR 
Missing person mystery –
Anna Kendrick plays a mom 
blogger who investigates 
the disappearance of her 
friend Blake Lively.

KING OF
THIEVES 
Michael Caine, Ray Winstone,
and a cast of diamond 
geezers star in this thriller 
about the thieves who pulled 
off the Hatton Garden heist.

MILE 22
Mark Wahlberg and
his elite paramilitary team
shoot their way through 22 
miles of Indonesia to extract 
an asset in this politically 
dubious action thriller.

CLIMAX
Controversy 
magnet Gaspar Noé (Enter
The Void) directs this horror 
about a dance troupe’s 
descent into hell after their 
sangria is spiked with LSD.

POSSUM 
Matthew Holness
is behind this horror about
a puppeteer who returns to 
his childhood home with a 
marionette, Possum, ripped 
from your nightmares.

THE HOUSE 
WITH A CLOCK
IN ITS WALLS
Jack Black and Cate 
Blanchett star in this family-
friendly fantasy based on a 
best-selling children’s book.

CRAZY RICH 
ASIANS 
Romcom/cultural
phenomenon about a New 
Yorker who discovers her 
Singapore-born boyfriend 
really is crazy rich.

21 JAN

21 JAN

21 JAN

21 JAN

21 JAN

28 JAN

28 JAN

4 FEB

4 FEB

11 FEB



105

Streaming now

N
etflix horror Bird Box has an 
irresistible high concept – you 
see it, you die. Hot on the 
heels of A Quiet Place, which 
played a similar trick with 

sound, it’s only a matter of time before 
“you smelt it, you’re dealt it” is 
unleashed on unsuspecting audiences.

A framing device sets the scene – 
Malorie (Sandra Bullock) is making a 
treacherous journey by river with two 
young children (called Boy and Girl), but 
they’re all blindfolded. The reason why 
is revealed in flashback. An unseen 
force suddenly appears on Earth and 
its effects are devastating – one 
glimpse drives you to suicide. Narrowly 
escaping the carnage, Malorie finds 
sanctuary in a suburban home with a 
group of survivors. But death lurks 
behind window, wall, and door.

Based on a novel, it’s such a good 
concept you often wish it was attached 
to a better film. While there are several 

effective sequences, and 
elements which expand 
the world in intriguing 
ways (such as roaming 
mad men who exist in a 
state of murderous 
euphoria) the unwieldy 
collection of characters 
are a largely insufferable 
bunch. Focusing on a 
smaller family unit, like  
A Quiet Place, may have 
yielded superior results.

Sandy gives it her all 
as a mother who 
practically abandons her 
humanity to survive, but 
go in expecting answers 
and you’ll ultimately be 
disappointed. Not bad, 
but in a superb year for 
horror this is some way 
off the gold standard. 
Jordan Farley

Bird Box
High-concept horror has one rule: see no evil

THE UMBRELLA ACADEMY  
SEASON 1
FORMAT NETFLIX PRICE £7.99 A MONTH

Based on the comic by My Chemical Romance  
frontman Gerard Way, this superhero series stars 
Ellen Page as one of seven gifted children adopted  
by a billionaire and trained to save the world.

VELVET BUZZSAW
FORMAT NETFLIX PRICE £7.99 A MONTH

The last time Dan Gilroy worked with Jake Gyllenhaal 
and Rene Russo the results were modern classic 
Nightcrawler, so get very excited about their reunion 
for movie Velvet Buzzsaw, a thriller set in the 
contemporary LA art world.

THE 
MANDALORIAN 
SERIES 1
FORMAT DISNEY+  
PRICE TBC

When Disney’s own 
streaming service 
launches later this year 
it will feature the TV 
equivalent of a killer app 
in The Mandalorian – a 
live-action Star Wars 
TV series starring 
Pedro Pascal as a lone 
Mandalorian gunfighter.

THE WITCHER 
SEASON 1
FORMAT NETFLIX  
PRICE £7.99 A MONTH

The fallout from wig-gate 
wasn’t pretty, but there are 
still plenty of reasons to 
be excited about Netflix’s 
adaptation of The Witcher. 
For starters, Henry ‘Geralt’ 
Cavill is already a fan of the 
games, and the show will be 
based primarily on the books, 
meaning new spins on familiar 
tales if you’re intimately 
familiar with Wild Hunt. 

2019 preview special

FORMAT NETFLIX PRICE £7.99 A MONTH

We’d be safe. We 
spend most of our time 
staring at the games 
we’re playing.
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R E T R O S T A T I O N

With new sandbox 
spaceship sections and 
the series’ most heartfelt 
story, this time-bending 
actioner remains a treat.

INFO
PUB SONY
DEV INSOMNIAC 
GAMES PRODUCTIONS
RELEASED 2013, PS3
GET IT NOW PS NOW,
£12.99 PER MONTH

NEED TO KNOW
It was initially 
called Clock 
Blockers. 

A fan of the series 
designed the Spiral 
Of Death gun. 

A Crack In Time 
starred as a PS 
Home space.

1
2
3
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ACIT gives Clank his biggest role in the series. The Lombaxes’ alliance is complex and compelling. Fighting Qwark’s ‘pet’ War Grok is a highlight.

ven the happiest of 
couples need the odd 
break from each other. 
After being in each other’s 
intergalactic pockets for 
years, Insomniac’s Lombax 
engineer and his diminutive 

droid pal were well overdue for some 
much needed me-time when this time-
fiddling adventure rolled around. And 
while the iconic PlayStation pairing will 
always work best as an alien-blasting 
duo, turns out they’re both effective as 
lone wolf space explorers. 

Almost ten years on from its initial 
launch, Ratchet & Clank: A Crack In 
Time remains arguably the boldest 
entry in the platform-shooter’s history. 
Shaking up the template laid out in the 
PS2 trilogy and the beautiful (if a tad 
safe) Tools Of Destruction, this was the 
franchise’s boldest outing. Even though 
we love the eye-arousing cartoon 
delights of the PS4 remake of the 
original, ACIT shows more innovation 
and heart than any other Ratchet. 

Part of what makes this particular 
entry such a series standout is 
its surprisingly layered, genuinely 

emotional story. Ratchet games often 
bring the laughs, but their slapstick 
space plots rarely have much depth 
or emotion. That’s not the case with 
ACIT. Not only does it let Clank shine as 
an independent hero who’s forced to 
fight against his cold, metallic logic, the 
game also serves up one of the most 
effective father/son relationships in 
PlayStation history.

DADDY ISSUES
Not that the charismatic Alister 
Azimuth is actually Ratchet’s dad. Still, 
as the only other surviving Lombax in 
the galaxy, this grizzled yet regretful 
soldier immediately builds a touching 
bond with Insomniac’s furry-eared icon. 
The ensuing story takes surprising, 
occasionally mournful turns, and 
Azimuth’s desire to reverse the events

that caused the near-extinction of his 
species by rolling back time delivers the 
most satisfying narrative Insomniac has 
ever delivered. And yes, we’re including 
the studio’s recent, excellent Spider-
Man adventure in that sweeping but 
deserved statement. 

While A Crack In Time makes Ratchet 
a more emotionally complex character, 
it also transforms his pal Clank into 
a bona fide bot action star. With the 
duo separated for the majority of the 
game’s runtime, the teeny robot has to 
master new powers as he maintains 
the galaxy’s Great Clock; a complex, 
vertically stacked construct that 
controls all time in the universe. 

Acting as caretaker for this tick-
tocking structure, Clank engages in 
the series’ most in-depth puzzles. 
Through a combination of time pads and 
holographic copies of himself, the little 
bot can stop the in-game clock to solve 
all manner of engaging conundrums. 
Throw in the metal man’s enemy-
smacking Chronoscepter, and ACIT 
tests both Clank’s brains and brawn 
like no entry in the franchise before or 
since has managed to do. 

Though subsequent series spin-
off entries stumbled, Insomniac was 
operating at the peak of its powers  
in this superb PS3 adventure. With 
open-ended flying sections that allow 
Ratchet to explore the mini moons 
and asteroids of the Breegus System, 
sharp-as-ever shooting, and rollicking 
new hoverboots enlivening the on-foot 
platforming, this ambitious gem is an 
oft-overlooked delight. It turns out 
taking time apart really can make a 
’bax-on-bot bromance stronger.

Every month we celebrate the most important, 
innovative or just plain great games from 
PlayStation’s past. This issue, we break the  
space-time continuum with one of the Lombax- 
and-robot double act’s best adventures

C l o c k ’ n ’ r o l l

Ratchet & Clank: 
A Crack In Time
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IT REMAINS THE 
BOLDEST ENTRY IN  
THE PLATFORM-
SHOOTER’S HISTORY.



You didn’t have to wait for the xenomorph
to burst out of OPM #93 – it was right
there on the cover. Um, nice?

MARRIES 
PLATINUM’S COMBAT 
TO AN OVERBLOWN 
PLOT THAT COULD 
FUEL A STANDALONE 
ANIME.

1 

Guess the four games,
and their scores, from 
these review quotes

Name 
that game

OPM TIME MACHINE 

5 YEARS AGO

Above “Scream” we said, and scream we did. Great 
big squealy ones, which is exactly what you want from
a survival horror game like Alien: Isolation. If this ever
gets a PS VR remake, we’re asking our bosses for 
danger money. Or at least a dry cleaning allowance.

Far left A popular 
game, a legendary 
movie series – 
what could go 
wrong? How about 
a wallet-emptying 
price? Ouch.

Left Real-life tales 
of shoplifters 
and secondhand 
consoles covered 
in gunk. Whatever 
shop staff earn, 
it’s not enough…

PAID DLC OR NO, 
THE LEVELLING 
SYSTEM IS AN 
UNNECESSARILY 
CONVOLUTED BARRIER 
TO SQUEEZING THE 
MOST FUN OUT OF 
THIS AMBITIOUS, 
UNEVEN SEQUEL.  

3

WHAT 
MINECRAFT: STORY 
MODE SHOULD HAVE 
BEEN LIKE: A GRAND 
ADVENTURE WITH 
PLENTY OF ROOM FOR 
CREATIVITY.

2

RIDE A RAT 
THROUGH THE 
SERPENT’S INNARDS 
BEFORE CUTTING 
YOUR WAY THROUGH 
ITS THROAT WITH A 
PAIR OF MAGIC 
SCISSORS.

4

Below left We compiled 50 snippets of profundity 
from PlayStation’s finest. Big mood from Nate there.

Below right We took an early look at Shadow Of 
Mordor, and found nothing to feel Gollum about.

ANSWERS
1.   Nier: Automata, issue #135, 8/10.
2.    Dragon Quest Builders, issue #129, 

8/10.
3.    Star Wars Battlefront 2, issue #144, 

7/10.
4.    Puppeteer, issue #89, 8/10.
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P
laying this year’s excellent
God Of War finally piqued 
my interest in the original 
game in the series – also, 
confusingly, titled God Of War 

– after more than a decade of ignoring 
it. The adventures of a tattooed bald 
man getting increasingly violent and 
shouty? No thanks. I’ve spent enough 
Saturday nights in Wetherspoons to  
get my fill of that. 

Playing it now, though, with the 
modern semi-sequel semi-reboot in 
the back of my head, is a fascinating 
experience. I can see the same 
cinematic ambitions, albeit a little 
less convincing thanks to the blocky 
polygon characters of the PS2 era, but 
the sense of scale is still undeniably 
impressive. The opening level has me 
fighting a three-headed Hydra – and, 
after killing it, climbing down its throat 
like Pinocchio inside that whale.

Which brings me to the other key
element of God Of War’s spectacle: the 
sheer level of violence. Kratos has a 
range of bloody combos and finishers 
at his disposal. They’re a little tame 
by today’s standards of high-fidelity 
gore, but tearing an enemy in half still 
manages to elicit a shocked giggle from 
me. The first time, at least.

Repetition is where the game shows 
its age. There is a limited number of kill 
animations, which means they quickly 
stop feeling special and become tedious. 
The same goes for who I’m fighting. The 
use of Greek mythology means there’s 
a whole pantheon of gods and monsters 
to murder, but it’s hard to feel awed by 
Medusas and Minotaurs the 30th time I 
encounter them.

So while the adventures of Kratos 
and Atreus left me wanting to dig into 
God Of War’s history, it turns out the 
original is more historical curiosity than 
stone-cold classic – and occasionally 
feels outright ancient.

WHO?
Alex Spencer is 
neither godly nor 
particularly warlike. 
But he is a Greek 
mythology nerd, 
which means he’s 
puzzling over why 
Poseidon, king of the 
sea, gives Kratos 
electric powers.

Don’t like it. Never tried it. Every month we force
one of our team to play their most feared game

INFO
PUB SONY
DEV SANTA MONICA
STUDIO
RELEASED 2005, PS2
GET IT NOW PS NOW
£12.99 PER MONTH

Kratos’ Rage meter fills up as he fights, until he can unleash all his frustration in impressive feats 
of violence. Unlike in real life, where a  stubbed toe kicking a filing cabinet does the trick.

GOD OF WAR

TEARING AN 
ENEMY IN HALF STILL 
ELICITS A SHOCKED 
GIGGLE FROM ME.

WHAT?
Hack and slash your 
way through the myths 
of Ancient Greece 
as Kratos, a Spartan 
warrior given magical 
murdering powers – 
and tricked into killing 
his own family – by the 
gods of Olympus.

 DON’T MAKE ME PLAY! 
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TOWERFALL ASCENSION
You haven’t lived until you’ve enjoyed a four-player 
free-for-all in this instant couchplay classic. The solo 
campaign is fine by itself, but almost nothing beats 
the arrow-grabbing, death-defying last-second kills 
of local multiplayer’s mayhem.

RESIDENT EVIL VII: BIOHAZARD
Capcom’s greatest series returns to terrifying
form thanks to a trip to Louisiana to meet the Baker
family, who stalk you around their mansion. While the
second half of the game doesn’t match the intensity
of the first, this is still essential for any horror fan.

5

4

15

THE WITCHER 3: WILD HUNT
GAME OF THE YEAR EDITION
The White Wolf’s epic journey is an RPG experience
like no other on PS4. It’s been made even more
spectacular with this gigantic pack stuffed with DLC,
making it a must-have part of any gaming library.

GOD OF WAR
A departure in some ways but a resounding return in
others, Kratos is back with a son and a ruddy big axe.
Taking the legend from Greek to Norse mythology,
this entry brings a lot to the table while improving
on what was core to the earlier series’ identity.

There are a lot of open world games, but none that
make you feel like you’re a part of a world in quite the
same way as Arthur Morgan’s wild west adventure.
Tremendously physical, an epic story, and some of
the most satisfying headshots you’ll ever find.

11

12

3

OVERWATCH
PS4’s best multiplayer shooter bursts with colour,
character, and charm. At its core, Overwatch is
a pleasing mix of empowerment and teamwork,
enhanced by a raucous roster. Expect to become
obsessed with landing Play Of The Game. Boop.

BLOODBORNE
With the finest third-person melee combat in gaming, 
drool-worthy art design and the most twisted 
monsters imaginable, this is a gorgeously gothic 
must-have. The Old Hunters expansion adds enough 
nightmare fuel to make a return to Yharnam essential.

METAL GEAR SOLID V:  
THE PHANTOM PAIN
While retaining that distinct storytelling and sense 
of wonder that defines an MGS title, MGS V offers a 
level of freedom unheard of in any sandbox. Grand, 
majestic, and bittersweet, it’s an instant classic. 

HITMAN 2
Agent 47 sneaks his way into the ultimate PS4 
stealth-‘em-up. With a fantastic set of new maps, it 
also plays host to legacy content for all the missions 
in the first game, making it the new de facto Hitman 
hub. No stealth game is more satisfying.

MARVEL’S SPIDER-MAN
Borrowing heavily from Rocksteady’s Batman
series, this delivers the heart and soul of Marvel’s
superhero. It ticks every box you could ask for:
perfect web-swinging, a powerful story, a roster
of classic villains, and all of New York to defend.
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UNCHARTED 4: A THIEF’S END
Nathan Drake’s swan song is a daring evolution. It combines series-
defining set-pieces, quietly devastating storytelling beats, and sprawling 
levels that make you feel like a real-life explorer. This franchise finale 
retains its signature charm, with the wisecracks flowing as fast  
as the bullets, while the new characters each justify their inclusion.  
With an astonishing attention to detail, it’s Naughty Dog’s best yet. 

14

136

7

8

MONSTER HUNTER: WORLD
Presenting a vibrant open world, light on story but 
heavy on action, this is the most accessible entry 
in the series yet. Perfecting the feel-good grind 
through its complex systems and pitch-perfect 
multiplayer, it’s a PS4 must-play. 

GRAND THEFT AUTO V
Laughing in the face of other cross-gen ports, GTA 
V on PS4 is more than a mere HD remaster. Upped 
to a glorious 1080p, it weaves everything that 
made the PS3 original great, with new music, more 
dynamic weather, and a game-changing FPS mode.

HORIZON ZERO DAWN
A staggeringly large world that condenses cracking 
combat, accessible systems, and uncut eye-candy 
into an action RPG that will please anyone. In Aloy, 
PlayStation might just have a new icon. Come for the 
robo-fights, stay for the exquisitely dense mythology.

ASSASSIN’S CREED ODYSSEY
A beautiful open world where every Greek island tells 
a unique story. AC Odyssey is a epic in the truest 
sense, with lively writing, mythical beasts to battle, 
and a poignant Assassin’s Creed story that lays the 
bed for all the lore to come. A brilliant spectacle.



FIFA 19
Another year, another FIFA, but what an edition. 
Subtle changes on the pitch make tackles more 
physical and see shots finessed into the net, while 
Ultimate Team gets a makeover, and the Champions 
League arrives. The best FIFA yet? Absolutely. 

DRIVECLUB
This phenomenal racer leaves its rivals for dust due 
to gorgeous graphics, strong social features and 
great handling. Major add-on Driveclub Bikes is also 
the greatest bike racing game on PS4, thanks to 
making driving on two wheels fun again.

BATMAN: ARKHAM KNIGHT
Rocksteady sends the Bat out with a bang. A
compelling, cathartic story adds new layers to the
Dark Knight, while PS4 allows Gotham to blossom
with a truly amazing engine. The stealth still sings,
the fisticuffs are fab, and the Batmobile is brilliant.

16

STREET FIGHTER V: ARCADE ED.
This fighter has finally come into its own. Arcade 
combines all previously released DLC, a slicker UI, 
and new modes, including fine-tuned online play. The 
titular mode, which explores over 30 years of series 
history, makes a welcome return to the ring too.

17

18

DRAGON BALL FIGHTERZ
The most beautiful game on PS4? Possibly. This 
fighter from genre masters Arc System Works is a 
polished gem packed with content. Whether you’re a 
hardcore fight fan or solo arcade basher, or just love 
the anime, Dragon Ball FighterZ sets a new standard.

PERSONA 5
Atlus’ anime wonder dazzles thanks to its mix of 
friendship building, stylish dungeons, and speedy 
turn-based combat. Add a story oozing with 
darkness and taboo-busting confidence and you  
have the gold standard for JRPGs on PS4.

THE LAST OF US REMASTERED
This modern masterpiece just gets stronger with 
age, like a full-bodied stilton. A brutal, emotionally 
honest take on the end of the world, Naughty Dog’s 
stealth shooter is simply one of the best games 
ever, even if this PS4 port doesn’t add much to it.
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DISHONORED 2  
The follow-up to a PS3 great, mixing a creative skillset 
with impressive level design to create a Kaldwin-
ning immersive sim. From the shifting rooms of The 
Clockwork Mansion to learning to link your powers, 
there’s so much scope for experimenting.

SHADOW OF THE COLOSSUS
Bluepoint completely overhauls the visuals of Team 
Ico’s masterpiece but still manages to match the 
original step-for-step in its remake. New controls and 
a beautiful photo mode add to the package. Wander’s 
tragic quest has never looked or played better.

19

20

21

22

23

24

25

ALIEN ISOLATION  
Explore Ridley Scott’s original vision of a horror-
tinged future in startling fidelity with an attention 
to detail that borders on the obsessive. It’s time to 
remember what made the xenomorph so scary in the 
first place… and then get killed by it. FIFA 17

Oscar Taylor-Kent’s long Journey starts
a few years in the past
With the latest FIFA release (that’s 19, in case
you’re not keeping count) closing out the
fictional footballer Alex Hunter’s story, now’s
the perfect time to revisit FIFA 17, where it all
began, introducing a story mode to FIFA for the
first time. Don’t like football? The Journey might
surprise you, with plenty of twists and choices
to make on Alex’s behalf.

EVERYBODY’S GOLF
Ian Dean polishes his best irons and heads
to the online driving range
This is the same gaudy, easy-to-get-into-hard-
to-master game of golf you may remember
from PS2 and PS3, but now you can take your
handicap online. When not Eagling or Bogeying
you can socialise with a world of happy golfers,
and even challenge folk to golf cart races. It’s a
little odd, and very colourful, but still one of the
best time sinks around.

We mine the library for gold. This
month: going for sporting glory
P I C K # 1

P I C K # 2

P I C K # 3

DON’T LIKE FOOTBALL?
FIFA 17’S JOURNEY MODE MIGHT
SURPRISE YOU.

Golf isn’t just for middle-aged men escaping the office, it’s for 
Everybody. And Everybody’s Golf is the game for us.

BUBBLING UNDER  

Alternative picks

LASER LEAGUE
Jess Kinghorn is ready for the cut and 
thrust of this future sport
It’s still worth dipping a toe into this neon puddle, 
especially if you picked it up as part of PS Plus 
back in October. Fast-paced and unpredictable, 
I’m always going back for seconds. This criminally 
overlooked take on tag is Team OPM’s standard 
method for settling any and all disputes – often 
cake-related. Taking up the blade once more, I 
can be certain that final slice will always be mine.
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THUMPER
Make no mistake: the brave chrome beetle gives
Rez a run for its money. Hurtling down a violently
kaleidoscopic track, pounding notes and scraping
round corners is exquisitely tough – and the manic
magic is enhanced and perfected in PS VR.

4

6

10

11

12

9

BATMAN: ARKHAM VR
Not only is the training mission an unparalleled 
exercise in wish fulfilment (Wayne Manor! The 
Batcave! Batarangs!) but the defiantly sharp, if 
short, campaign is the epilogue to Arkham Knight we 
needed and deserved. Bats off to you, Rocksteady.

15

14

13 STAR TREK: BRIDGE CREW
Mixes the fanboy fantasy of nestling in the Captain’s 
chair (or taking control of the helm, weapons, or 
engineering section) on a USS starship with the 
strongest co-op experience on PS VR. This is Star 
Trek’s finest hour on PlayStation.

SPRINT VECTOR
A crazy mix of SSX racing and obstacle course high 
jinks, Sprint Vector makes use of the best control 
setup on PS VR to deliver a near perfect experience. 
A single-player Challenge mode and online races 
impress; only the poor single-player AI holds it back.

1

THE VIRTUAL REALITY HITS YOU HAVE TO PLAY 

PS VR HALL OF FAME

KEEP TALKING AND  
NOBODY EXPLODES
Who knew bombs could bring people together? With 
one headsetted Defuser, and as many Experts as you 
can fit around a 23-page manual, no other VR game 
comes close for inclusive, endless multiplayer fun.

STATIK
Saw meets Portal in this fantastic puzzler. It makes 
ingenious use of the DualShock 4 by giving every 
button a specific function. You’ll need to use them 
all to free your hands from the strange box in which 
they’re trapped. An intriguing concept done well.

DOOM VFR
A new take on a classic game, this proves first-
person shooters can shine in VR. A mix of control 
choices, including the PS Aim controller, ensures 
Doom is as fast and fluid in VR as it’s ever been. 
Every PS VR owner needs this in their collection.

FIREWALL: ZERO HOUR
There’s only one game mode, a cat-and-mouse 
assault to find and either destroy or protect a 
laptop, but when the shooting is this laser-focused, 
who could want more? A PS Aim controller is a must 
to get the most from PS VR’s standout shooter.

ASTRO BOT RESCUE MISSION
This pint-sized adventure packs charm in spades 
even if it isn’t chock-full of challenge. Bringing the 
classic puzzle platformer formula bang up to date in 
PS VR, it won’t take many levels before you’re calling 
out, “Beam me up, Botty!”

TO THE TOP
This creative platform-puzzler enables you to 
scamper, jump, and skate across its 35 sandbox 
worlds, with the aid of your PS Move controllers. It’s 
as physically demanding as it is perplexing, and all 
the better for it. To The Top is a PS VR one-off.

RIGS: MECHANIZED  
COMBAT LEAGUE
Mech-suited shooter b-ball where you dunk yourself 
through the hoop? It might sound goofy, but it’s  
PS VR’s most elegant team sport. Potential nausea 
aside, this is the future of competitive gaming.

THE PERSISTENCE
This first-person horror roguelike offers perfectly 
sized chunks of survival bursts. It’s everything you’d 
expect from a full PS4 release, but in PS VR it’s 
filled with clever ideas, unique weapons, genuine 
jump scares, and fab looks – plus great couchplay.

REZ INFINITE
Tetsuya Mizuguchi’s vision becomes reality in PS VR. 
This psychedelic rhythm rail shooter has achieved 
its final form. Its crowning achievement? New level 
Area X; it’s powerful enough to bring players to 
tears. Worthy of its name, this is a timeless title.

RESIDENT EVIL VII: BIOHAZARD
Can you can go eye-to-eye with the Bakers? Playing 
in VR raises the tension to almost unbearable levels 
and has gameplay benefits such as face-aiming, 
which makes shooting a lot easier. A brilliant example 
of how VR can improve already great games. 
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TETRIS EFFECT
Tetris, yeah? It might be a great game, but it’s easy to understand 
why you’d brush this off as just more Tetris at a glance. Yet Tetsuya 
Mizuguchi’s trippy, transcendent take on the block-based puzzler is 
nothing short of a masterpiece. Sure, you can play it without PS VR, 
but in the virtual space it really becomes next level, transforming  
one of the tightest puzzle games ever made into an emotional ride.



MOSEY WITH YOUR PS VITA
The under-rated PS4 Remote Play feature 
unlocks worlds of possibility

I don’t enjoy being away from the things I like, which is why my 
PS Vita is on me at all times and why I find it so hard to leave my 
living room when I’m deep into a PS4 game. Remote play helps 
me out, letting me stream my PS4 to my Vita whenever I want. 
Sure, it’s not always the same as the big screen – but grinding 
out enemies in Final Fantasy XIV and Dragon Quest XI in bed is a 
blast, and who doesn’t want to mosey around the world of Red 
Dead Redemption 2 as Arthur Morgan from their hotel room?

PSYCHONAUTS IN
THE RHOMBUS OF RUIN
Your cynical inner voice says this is a marketing tool
to remind you how amazing Psychonauts is ahead of 
Psychonauts 2. Your gamer voice will tell it to shut up 
and enjoy one of PS VR’s best virtual adventures.

16

PERSONA 4: GOLDEN
Where Persona 5 went bigger on PS4, this
ultimate version of Persona 4 nails the warmth
of a small-town high school setting. Filled with
timeless characters, the Investigation Team dig
into a murder mystery and befriend demons.

TXK
Bright lights and flashing colours. That’s the
emergency services coming to move you on, as
you remain still and engrossed in this pulse-
pounding shooter that’s always ready to turn
your PS Vita into a trippy, zen-like getaway.

17

18

SUPERHOT VR
Time moves only when you move in this exceptional
PS VR first-person shooter that manages to make
you feel like you’re playing through a slow-mo action
movie. The free Superhot Forever update adds even
more challenges. Make time for VR bullet time.

ACCOUNTING +
One of PlayStation’s funniest games is a dark,
twisted journey into the world of accounting. It’s
an Inception-like dive into increasingly bizarre and
frequently hilarious scenarios that will scratch the
itch of any Rick And Morty fan.

MOSS
Guide adorable mouse heroine Quill through a 
fantasy storybook world full of virtual puzzles, fights 
with insects, and perfectly pitched Disney influences.
There’s no need to say cheese, because you’ll be
smiling as you play, all day long.

BEAT SABER
PS VR firmly on and PS Move controllers in hand, 
Beat Saber feels like the game both pieces of 
hardware were made for. In it you have to master 
songs and challenges by swiping your neon swords 
through the air, and dodging with your head.

THE ELDER SCROLLS V: SKYRIM VR
Though compromises have been made to texture 
detail and controls, you get all of The Elder Scrolls V: 
Skyrim, including the expansions, inside PS VR. The 
scale and organic nature of the world at your feet 
overcomes any shortcomings.
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TEARAWAY
One of the best platformers on the
system, it makes terrific use of the entire
PS Vita to create a unique experience:
camera, touchscreen, touchpad: it’s 

all here. The PS4 version has more content, but it 
remains more intimate and special on PS Vita.

TRANSFERENCE
Come home to these ghosts in the machine. Traipsing
through each family member’s surreal vision of the
apartment they share in first-person horror is a
wonderfully dreadful experience. Trespassers will be
thoroughly spooked.

th

FARPOINT
This sci-fi shooter is a brilliant showcase for the
PS Aim controller, a versatile bit of kit that makes the
satisfying range of weapons feel weighty and real.
The game matches it, delivering a strong story and
challenging co-op for great VR action.

19

20 2

21

DANGANRONPA: TRIGGER 
HAPPY HAVOC
If being trapped in a school for the exceptionally 
gifted weren’t scary enough, a murderous bear 
is goading everyone to kill their classmates. 
Investigations and trial scenes; thinking caps on.

422

UNCHARTED: GOLDEN ABYSS
Nathan Drake proves it’s not the size of the 
package that counts, but what you do with it in 
this prequel expedition. Packed with Uncharted 
charm, this pulp action adventure is the biggest 
spectacle on the little handheld.
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KNOCKOUT LEAGUE
Punching things is possibly the least creative use of 
the VR medium, but when it’s used to create a classic 
arcade boxing sim that plays like a brutal puzzle 
puncher, it’s irresistible. It’s also good for you: it 
tracks your calorie count as you work up a sweat.

APEX CONSTRUCT  
This story-driven FPS demonstrates five-to-eight 
hour adventures can work in PS VR. Building its 
narrative organically through physically exploring the 
game’s world while fending off mechanical creatures 
with a trusted bow and arrow is a delight. Ambitious. 

ON-THE-GO GOODNESS  
PS VITA HALL OF FAME

1

R I D E  A L O N G

NEW!



PARTING SH T

Seeing red
Ann Takamaki strikes a blow for victims everywhere

Celebrating PlayStation’s finest moments

H
ave you ever felt 
completely powerless? 
Unable to do what you 
know is right for fear of 

the repercussions? In Persona 5 
you’re a teenager in a world of 
corrupt adults, and the game pulls 
no punches when exploring this 
theme in its opening arc. 

You uncover a number of abuses 
of power by a corrupt PE teacher 
at your new school. As well as 
being a bully, the ex-Olympic 
volleyball player Kamoshida keeps 
far too close an eye on the female 
students under his care, with your 
classmates Ann and her childhood 

friend Shiho both victims of his 
totally inappropriate advances.

With tremendous guilt in her 
heart at Shiho’s suicide attempt, 
Ann stumbles into the Metaverse 
and gets captured by Kamoshida’s 
Shadow self. Things go from bad 
to worse as she is trussed up and 
forced to listen to his repugnant 
innermost thoughts. Forced to 
her breaking point, it’s then Ann 
realises she’s not at fault for his 
abuse and vows to make him pay. 
Awakening to her true self – her 
Persona – she breaks free. It’s 
an incredibly powerful moment as 
Ann’s agency is restored to her 

and she saves not only herself but 
you in the process.

But catharthis isn’t immediately 
forthcoming as Shadow Kamoshida 
flees the scene. Fittingly, his right-
hand henchman then transforms 
into a leering demon sat upon a 
porcelain throne. Ann, a fire magic 
specialist, joins your party and is 
instrumental in dispatching the 
toilet-twerp. From there, you’re 
chasing the pleasure of punching 
Shadow Kamoshida in his stupid 
face. If Persona 5 hasn’t managed 
to steal your heart before this 
point, Ann’s awakening is bound  
to seal the deal. 
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The Last 
Of Us

A happy ending 
for a couple 

of people, but 
will it doom 

everyone  
who’s left  

alive?

Next
Month

SPOILER
ALERT

LOOK AWAY!

Metro: Last 
Light
Clinging to 
the scraps of 
civilisation in an 
underground 
theatre 
proves 
moving.

Last 
Month
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