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

THIS IS IT. E3 2018 is finally 

upon us and it is shaping up to 

be one of the most exciting in 

recent memory. As I write this 

introduction, just two weeks out 

from the main event, I’m already 

getting a sense of what the next year of gaming on 

PlayStation is going to look like and it looks pretty 

damned impressive! 

To celebrate this wonderful time of the year I 

wanted to put one of the most awesome looking 

first-person shooters on the cover of Play 295 and 

Metro Exodus was the clear choice. 4A Games is 

taking a huge risk with this one and its hard work 

certainly looks to be paying off. In taking the action 

out of the disgusting metro tunnels, by pushing the 

majority of it overground for the very first time in 

the series’ history, we are guaranteed a different 

kind of Metro experience. Wide open spaces, 

limited resources and a new breed of mutants to 

avoid at all costs, this is going to be one shooter 

that all of you will want to keep on your radar. The 

Metro games have always been a little slower and 

more considerate than their contemporaries in the 

genre and so I can’t wait to see how 4A is able to 

retain the spirit of Metro 2033 while ramping up the 

tension and action beyond that of its sequel, Metro 

Last Night. While Exodus isn’t coming until early 

2019, the studio was only too happy to let Play get 

hands-on with an early version of the game and 

you’ll be able to read our impressions of it inside.  

This is a really excellent time for the 

PlayStation 4. Its line-up of games continues to 

look better and better – the breadth of experiences 

on offer is truly breathtaking. Inside this issue of 

Play we also dive deeply into the huge multiplayer 

action of Battlefield V and go behind the scenes 

with developer Night School on its upcoming indie 

project Afterparty; we’ve got reviews of Detroit: 

Become Human and Conan Exiles, not to mention 

a whole lot more as well! 

I hope that you enjoy this issue of Play and 

that you will join us next month for our colossal 

breakdown of all the announcements that will 

inevitably come our way from E3 2018. It’s going to 

be a good one, folks.
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“BLACKOUT IS ABOUT US WANTING
 TO MAKE A BATTLE ROYALE GAME
 MODE IN A WAY THAT RETAINS THE
 ESSENTIAL ELEMENTS OF BLACK OPS"
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PREVIEW        CALL OF DUTY: BLACK OPS 4        PS4



There are two major things 

that you need to know about 

Call of Duty: Black Ops 4. 

First, the single player 

campaign is out. In fact, 

there’s nothing at all that could be described 

as typical narrative content. You’re out of luck if 

that was your reason for playing Call Of Duty. 

Second, a battle royale mode in the vein 

of that offered by the likes of Fortnite and 

PlayerUnknown’s Battlegrounds is in. Developer 

Treyarch’s take on the game mode that has taken 

the world by storm promises to deliver big by 

including land, air and sea vehicles and a huge 

map (over 1,500 times the size of Black Ops’ 

Nuketown map) but there remain more questions 

than answers at this point. More on that later.

So, Black Ops 4 is a multiplayer focused 

experience down to its core. Three game modes are 

due to ship on initial release: Blackout, Zombies and 

the traditional suite of multiplayer modes such as 

Team Deathmatch, Domination, Hardpoint, etc.

Franchises that have reached the popularity 

and status of Call Of Duty tend not to make many 

bold moves for fear of upsetting their enormous 

fan bases, and so this swing of direction is both 

surprising and daring. Clearly, in the face of shifting 

tastes among shooter fans – demonstrated not 

least by the global phenomenon that is Fortnite 

– something had to change. As such, no matter 

the outcome, Treyarch and publisher Activision 

deserve some credit for making a move. 

Whether or not the move will be positive 

from a game design and wider game balance 

perspective still remains to be seen, however, 

the removal of a campaign is unlikely to weaken 

the franchise’s appeal given that the majority 

of its players have been flocking primarily to its 

multiplayer offerings for years. 

“Games are getting more social and are 

going to continue going that way,” says Black Ops 

4 game designer Matt Scronce when  

asked for the reasoning behind his game’s change 

of course.

“Even with Black Ops 3’s campaign we didn’t 

do things in a normal way,” Matt explains. “You 

could play it completely out of order and approach 

it in different ways and play through in co-op. We 

didn’t care too much if you were focusing on the 

narrative or not, we wanted you to be able to jump 

in and out of it whenever you wanted, whether 

with friends or solo.”

Recent Call Of Duty campaigns have offered 

little originality and so the decision to get rid of 

it altogether has the potential to alter the entire 

franchise for the better. By no longer having part 

of the team focused on producing something 

that must abide by a set of design rules that 

have become ingrained over the series’ history 

there should exist greater freedom to think more 

creatively about how to move the triple-A, first-

person shooter to the next level. 

The introduction of a battle royale mode 

might seem like the most obvious and creatively 

stunted addition, but, nevertheless, there exists 

huge flexibility in the core concept and the full 

gamut of potential has by no means been reached. 

Treyarch promises that Blackout will play and feel 

like a unique experience. 

“We wouldn’t even be trying to do [battle 

royale] if we couldn’t add something fresh and 

unique to the genre,” Yale Miller, senior producer, 

tells us. “Battle royale is a great game mode and 

one that we’ve been looking at for a long time and, 

clearly, is one that a lot of people want to play.

“What we love about battle royale is that no 

two matches are the same. Add to that the great 

gunplay, gritty realism and high-fidelity graphics 

from Black Ops games and you’ve got something 

that’s really fun and something you can’t get 

anywhere else from battle royale.”

Treyarch is keeping the player count under 

wraps, as well as the exact mechanics that we’ll 

be able to employ. Vehicles are confirmed, as 

is the fact that a number of gadgets from the 

whole Black Ops series (like the exploding radio-

controlled car) will be appearing. 

Characters from across Black Ops’ 

campaigns and Zombies will be available 

as skins, although how they’re unlocked is a 

mystery. Neither Miller or Scronce would agree to 

answer any questions at all relating to Blackout’s 

progression system. 

What they have promised is a map that 

P
S
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Call of Duty: 
Black Ops 4

ETA 12 OCT 2018              PUB ACTIVISION              DEV TREYARCH 

We sit down with Treyarch to understand 
its latest take on high-octane, online 
multiplayer FPS action



includes familiar locations from previous  

Black Ops games. It’s unlikely that these areas 

will be brought in wholesale and simply stitched 

together to create a larger map, but  

long-term fans are sure to recognise some of  

the environment and be able to point to the    

original inspiration. 

Going back and imagining fresh ways to explore 

previous designs is one of the reasons Treyarch is so 

keen to include a battle royale mode in Black Ops 4. 

“Part of Blackout is about bringing back things that 

we want to see again,” explains Scronce. “Sometimes 

I think, ‘I want to play as Riggs again and I want to see 

this game mechanic in a new way’. 

“A lot of the ideas have come from those, 

‘Wouldn’t it be awesome if...?’ conversations. 

Thinking about it like that has given us a lot of 

freedom to be able to try a lot of different things. 

This game mode gives you so much freedom 

because you’re not bound by the usual rules 

of multiplayer or the rules required to be taken 

seriously on the esports side.”

That’s not to say the rules elsewhere haven’t 

changed. The divisive thrust jumping  

and wall-running abilities introduced in Black Ops 3 

are out, thankfully, replaced by a concentration on 

fighting on the ground alongside your teammates. 

In each multiplayer match – whether that’s 

Domination, Team Deathmatch or otherwise – 

you must select one of ten ‘Specialists’ to use in 

battle, their abilities combining with your weapon 

and gear selections to add another layer of loadout 

customisation. 

Ajax is a frontline force, able to stun enemies 

with powerful flash grenades and provide cover 

for allies with a large, moveable shield. Different 

altogether is Recon, an intel gatherer who is 

comparatively unsuited to direct engagements. His 

Sensor Dart reveals enemies on the map, while 

Vision Pulse means you can see their movement 

through walls.

Elsewhere, Ruin has the Grapple Gun that can 

be used to move quickly horizontally and vertically 

and a Grav Slam attack that sends shockwaves 

across an small area. Torque is defensively minded 

and can deploy Razor Wire to block off doorways or 

corridors and a Barricade skill that locks down tight 

spaces even more readily. 

“Specialists give more importance to tactical 

decisions and that’s a great benefit for players 

like me, who aren’t the best in moving around 

the map at top speed,” laughs Scronce. “Instead, 

  Seraph can deploy a beacon onto which teammates can respawn, allowing for a greater variety of tactical options.

  Specialist 

Ajax is the tank 

of the group, 

sporting a 

mobile, bullet-

absorbing shield 

and a powerful 

flash grenade.

“WE’RE REALLY TRYING TO DO ALL WE
CAN TO MAKE SURE ALL DIFFERENT
KINDS OF PLAYERS CAN BE SUCCESSFUL"
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PREVIEW        CALL OF DUTY: BLACK OPS 4        PS4



I’m winning by thinking about situations clearly, 

deciding whether to stick with my team or not and 

creatively combining the abilities of my Specialist 

with everyone else.”

Specialist abilities are on a cooldown timer, 

preventing matches dissolving into each team 

spamming the new moves constantly. Their 

relative rarity means that mastering the core 

Call Of Duty skills – movement, accuracy and 

timing – remain the best way to win. Such abilities, 

however, mean that there are more ways to 

approach how you play.

“It’s not all about directly killing your enemy 

anymore,” Miller adds. “If Ruin bursts into the room 

and gets some kills, then anyone who has boosted 

Ruin before that is going to get a higher score, 

too – whether that’s through healing, or revealing 

enemies or whatever. 

“We’re trying to take away some of the 

emphasis on kill/death ratio and focus on your 

wider impact on a match. Now we take better 

account of how you’re using your equipment. Even 

if you never fire your gun you can be adding to your 

score and helping your team.”

Working as a team is the best way to go and 

not only because of the many ways Specialists can 

synchronise their skills. The mini-map now only 

shows enemies' movement in your immediate 

vicinity, meaning you have to rely on Specialist 

skills to help monitor your opposition. Further, 

healing is no longer automatic and instead you 

must heal yourself using a new medikit system or 

stick with a healing specialist.

The changes to the heath system are 

particularly interesting in that you now have more 

options and therefore more decisions to make. Do 

you continue pushing forward when injured and try 

to take advantage of a good opportunity, or do you 

pull back to heal and accept that the enemy might 

either rush you or heal themselves?

In comparison to the previous system of 

waiting around for the auto-heal to engage, what’s 

presented here puts the onus on you to make 

quick judgments under pressure. We’ve played 

multiplayer for only an hour, but we came away 

feeling pretty impressed with how a seemingly 

small change can alter the tone quite considerably. 

It’s been a mainstay of the series for so long 

that it makes a massive difference to this new 

installment.

These more detailed changes combine with 

larger ones, such as the removal of the campaign 

and the introduction of Blackout to make Black 

Ops 4 the most interesting Call Of Duty in years. 

Whether or not that interest now is repaid in quality 

upon release remains to be seen, but it’s nice to 

be able to look forward to some originality from a 

series that has played it safe for too long. 

TREYARCH FIRST INTRODUCED 

ZOMBIES IN CALL OF DUTY: WORLD 

AT WAR, BUT BY THE STUDIO’S OWN 

ESTIMATION THE MODE IS IN NEED OF 

NEW IDEAS. It’s up to you what those 

ideas look like.

One hundred ‘modifiers’ are to be 

included on day one, each allowing you 

to customise your game as you wish. 

Overall difficultly can be set from easy 

to hard, as can the health and damage 

ratings of you and the zombies and what 

kind of loot each maps holds to help you 

kill and survive.

Further, a new Zombie Rush option is 

coming and, designed for newcomers, it 

loosens a lot of the rules to provide a more 

welcoming setting to engage with what 

can be an unforgiving experience.

create-a-ZomBie
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CALL OF duTY: bLACK OPS 4 is coming out of 

Treyarch Games after three years of waiting. Find 

out more here: callofduty.com



Welcome to the 
thunderdome

Rage 2
How do you make a populace 

interested in a seven-year-old IP 

that faded unceremoniously from 

view as quickly as it had once 

arrived? There’s only one thing that 

you can do: you pivot, and you pivot hard. Bethesda is 

bringing back Rage, and it’s doing so with some serious 

style. Rage 2 is a madcap FPS that’s clear in its ambition 

and intentions, built around the mantra of propagating 

pure chaos in a sprawling open-world wasteland. 

Given how muted the 2011 release was in almost 

every respect, this all might come as a bit of a culture 

shock – the colour, the speed, the noise. Though 

when you discover which two studios are working 

in collaboration that surprise should give way to 

curiosity. Avalanche Studios Stockholm – responsible 

for Just Cause 1 and 2 – is taking on lead development 

duties alongside the architects of gaming’s greatest 

shotguns, id Software. It means expectations are high 

here as Avalanche attempts to course-correct after its 

somewhat dour take on the Mad Max universe in 2015. 

Rage 2 is colourful and vibrant, bloody and boisterous, 

and captures the spirit of its biggest inspiration while still 

pushing into bold new spaces. 

RAGE 2 is the latest project from the talented folks at 

Avalanche Studios and id Software. Find out more here: 

bethesda.net

ETA Q1 2019              PUB Bethesda softWorks 

DEV avalaNChe stUdIos

P
S
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PREVIEW        RAGE 2        PS4

the storY
After an asteroid annihilates 

80 per cent of the Earth’s 

population, society crumbles 

as law and order dissolve into 

disorder and dysfunction. 

Bloodthirsty gangs roam the 

open roads of the wasteland 

and it’s up to you, Walker, the 

last Ranger of the wasteland, to 

push back against the tyranny 

of The Authority. It isn’t yet clear 

whether this is a full reboot or 

whether some story elements 

will tie back into the 2011 original.  
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the World
Avalanche is the master of 

open-world chaos, and it’s 

bringing its A-game to the 

development of Rage 2. The 

studio is building a thriving 

and varied wasteland, from 

lush jungles to treacherous 

swamps and sprawling deserts. 

Thankfully, you won’t be 

exploring it exclusively on foot; 

if you can see it, you can drive 

it, from your fully customisable 

ride to gyrocopters and 

monster trucks.

the WeaPoNs
id Software knows its way 

around a virtual shotgun. The 

studio is lending its expertise 

to Avalanche to help ill this 

ridiculous open world with 

a variety of awesome new 

weapons. Each of them will 

be fully upgradable, allowing 

you to push the guns beyond 

their mechanical limitations, a 

necessary pursuit for Rage 2 to 

fulil its promise of being able to 

“go anywhere, shoot anything 

and explode everything.” 
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  Days Gone might look like it 

shares a world with The Last Of Us, 

but that couldn’t be further from 

the case. The games couldn’t be any 

more different in execution, with Bend 

Studios’ effort eagerly trying to take 

post-apocalyptic survival into the 

throngs of a deadly open world. 

WHAT MAKES THIS GAME GREAT?
This is going to be the irst triple-A game 

from SIE Bend Studio this generation 

Days Gone presents a wide open world for 

you to journey through and explore

Sony has decided to push Days Gone into 2019 

to give it some room to breathe

While you can traverse the world on 

foot, it’s better to do so on your bike

PREVIEW        DAYS GONE        PS4



Could Sony’s run of quality exclusives be hitting a bump in the road?

Days Gone
We’ve been pretty spoiled 

by Sony this generation. 

Barring the occasional 

stumble here (Knack) and 

there (The Order: 1886), 

the quality of games arriving on the 

PlayStation 4 as platform exclusives has 

been pretty excellent across the board. 

It’s been so impressive that, truth be told, 

it’s set a standard of expected quality and 

ingenuity that is effectively impossible for all 

but Sony’s most trusted and battle-hardened 

first-party studios to match. That perception of 

pristine presentation can, of course, bring with 

it its own share of pitfalls – one of which SIE 

Bend Studio is stumbling over itself to avoid.

Days Gone turned heads when it was 

revealed in 2016; its somewhat contrived 

premise was quickly overlooked as an 

impressive technical demonstration 

dominated the conversation, with swathes 

of players becoming entranced by the title’s 

The Last Of Us-like presentation and the 

gargantuan hordes of zombies that seemed 

to seamlessly flow through its sprawling open 

world. Fast-forward two years and Days Gone 

is struggling to separate itself from the crowd, 

arriving after the lacklustre State Of Decay 

2 and delayed into 2019 to better give the 

development team the opportunity to tackle 

bugs, iron out performance problems and 

better streamline its daunting vision of a post-

apocalyptic Pacific Northwest.

In many respects, it looks as if Bend 

Studio has bitten off a little more than it can 

chew when you take a broad, objective look 

at what’s on offer. Days Gone is effectively 

two experiences crammed into one, and 

fresh footage would indicate that the pair do 

not play well together. The first is the core 

vision for what the game could be, of you 

on your bike exploring the vast wilderness, 

absorbing the world’s natural beauty while 

struggling to survive, hunting for precious 

resources, managing dwindling fuel supplies 

and generally doing your best to steer clear 

of any zombi– sorry, Freaker hordes that 

might be amassing around your person at any 

one time. The second is what the game will 

be during its moment-to-moment action, a 

more traditional third-person shooter working 

under the guise of an open-world survival 

game, ropey gunplay and predictable enemy 

behaviours from its human combatants 

crammed around a predictably bland 

protagonist and noisy game world. 

The assessment of the latter experience 

isn’t a problem that is exclusive to Days 

Gone, it’s one that genre games have found 

themselves in contention with for most of 

this generation. It should come as no surprise 

to learn that Days Gone entered active 

production in 2015, shortly after The Witcher 

III: Wild Hunt and the next-gen GTA V offering. 

Unlike many of the other blockbuster games 

arriving from Sony, Days Gone doesn’t appear 

to be advancing, expanding or defining its 

chosen genre. It’s a cold reminder that all 

games – even ones coming exclusively to  

PS4 – aren’t created equally. There’s every 

chance Days Gone will impress when it lands 

in Q1 of 2019, but there’s some pretty clear 

issues emerging now that we’re seeing more 

of the game. 

DAYS GONE is the latest project from the 

talented folks at SIE Bend Studio. Find out more 

here: playstation.com
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Back to basics

Spyro 
Reignited

It seems like a lifetime ago that 

Spyro The Dragon span off into 

a whole new series and became 

one of the biggest players in the 

toys-to-life sphere, but that’s what 

happened, and as a result a classic, but declining 

hero was given a new lease of life. But times have 

moved on, and the original PlayStation generation is 

growing older and more nostalgic, as the success of the 

Crash Bandicoot N. Sane Trilogy proved, so it feels like a 

logical next step for Activision to revive its other PSone 

mascot in a similar fashion. That it has Toys For Bob at 

the helm is a promising move, given its familiarity with 

the character up to this point.

The team made the original Skylanders and 

worked on the series from 2011 to 2016, but despite 

being so ingrained in this modern incarnation of Spyro, 

it has looked to reinvent the character again by leaning 

on his first appearances and trying to recapture the 

mannerisms and attitude of those titles. It’s even gone 

so far as to hire the original voice actor, Tom Kenny, who 

voiced Spyro in Ripto’s Rage and Year Of The Dragon. 

He’s also the voice of Spongebob Squarepants. Anyway, 

this trilogy covers the first three games, completely 

remaking them top to bottom, and it looks absolutely 

stunning.

Spyro reignited trilogy is the latest project from 

Skylanders developer Toys For Bob. Find out more here: 

spyrothedragon.com

etA 21 SEP 2018              pub ActiviSion 

deV toyS For BoB

P
S
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PREVIEW        SPYRO REIGNITED TRILOGY        PS4

DrAgon with 

AttitUDE
Looking back on the original PSone 

games, there’s very little detail in 

the polygons that make up Spyro. 

So much of his personality came 

through his voice acting and 

movement, but now Toys For Bob 

has been able to make a much more 

expressive and detailed model. We’d 

say he looks even better in this than 

he did in the Skylanders titles. We 

think it may all be in the expressive 

brow and smirks he now gives.

SingED EnDS
There are some nice touches of 

interactivity in the game world now. 

These are things that are fairly 

common with modern engines and 

technology, but would have been 

impossible on PSone for such an 

expansive and open game. For instance, 

Spyro’s lame attacks will actually 

singe and burn the ground, leaving 

smouldering remains of grass in his 

wake. The grass is rendered blade 

by blade and moves as Spyro runs 

through it too, which is a nice upgrade 

from the lat surfaces of the original.
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PErSonALity PrEvAiLS
The additional details in character 

design don’t stop at Spyro, as 

you’ll see when Toasty, one of the 

bosses from the irst game, makes 

an appearance. The towering and 

terrifying scarecrow is actually a 

disgruntled sheep on stilts under a 

cloak, and while that wasn’t revealed 

until midway through your ight in 

the original, you’ll now see the sheep 

poking its head out through the coat 

as you battle. There are likely to be 

a bunch of fun additions like this 

throughout the game.

Big oLD worLD
The world design that Toys For 

Bob is inheriting from Insomniac 

(the original developer) is very 

good. It created pretty large 

and open spaces for Spyro to 

explore, allowing his glide ability 

to really get a good workout. By 

contemporary standards, it was 

a massive game, which managed 

to be highly atmospheric, even 

if it lacked detail. The Reignited 

Trilogy brings that detail back, 

and the richness it adds makes 

for something really impressive. 
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New details on 

Konami’s latest

PES 2019
PES 2019 is all about embracing the 

‘power of football’. Konami failed to 

explain what this means exactly, but 

we have to assume it means that PES 

is further leaning into its simulation 

of the beautiful game. A game of football in PES 2019 

is all about leveraging individual player skills, traits and 

positioning to create what Konami calls ‘Magic Moments’ 

across the pitch.  

Konami knows what players love about PES. The 

shooting mechanics are being tweaked to better account 

for ball physics, player and ball position, individual player 

skills and shot styles. Konami is also bringing ‘Visible 

Fatigue’ to the game, a new mechanic that works behind-

the-scenes to impact player performance and behaviour 

the harder you push them.

PES has always threatened to take the fight to its 

closest rival and Konami is overhauling large portions of 

myClub and Master League; myClub is receiving a new 

player card design system, completely changing the way 

players build out their squads, while Master League will 

receive a new transfer and negotiation system as well as 

an improved UX design.

Konami is overhauling its interface and menu design, 

which should make navigating the game more intuitive, 

while PES 2019 will also introduce 4K HDR support 

across all platforms to help show off its integration of 

real-time global illumination, improving everything from 

lighting to crisper crowd detail, realistic grass textures and 

weather effects.

PES 2019 is the latest football game from  Konami. Find 

out more here: konami.com

ETA 30 AUGUST 2018              PUB KONAMI            DEV IN-HOUSE
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It’s not just the death of single-player games 

that has been greatly exaggerated – it’s 

the death of the mid-tier developer, too. 

Fortunately we have the likes of Ukrainian/

Maltese dev team 4A Games flying the flag for 

titles that aren’t costing the world to create, but 

are providing players with incredible worlds to 

explore… just ones that aren’t quite as big, free 

and open as the ones that Sony spend tens 

of millions of dollars on to get made. Metro 

Exodus, the third title in the post-apocalyptic 

depression simulator series, finally makes its 

move to the surface in a sustained fashion – so 

is it open world? Not quite.

4A and Deep Silver, the publisher behind 

Exodus, are both very aware of the limitations 

they're working with – but that’s not a bad 

thing. Instead, it means we don’t have to traipse 

through a large, empty wasteland created 

just to pad out space, nor do we approach 

situations without a 

clear idea of what it is 

we’re trying to achieve. 

Basically, Metro Exodus 

is a linear game, with 

missions handed out and 

objectives to complete 

and a progression from 

level to level to level until 

you complete the game. 

At the same time, 4A is 

letting players out from 

the underground they 

spent the majority of 

their time in through both Metro 2033 and Last 

Light, so it just wouldn’t work to strap them 

in totally linear levels. Instead, Metro Exodus 

offers players the chance to explore limited – 

though still large – play areas for each mission, 

tackling challenges, exploring a little, hunting 

down new salvage to craft into medkits, gas 

mask filters, and ammunition, and giving 

you a few more options to approach beyond 

a claustrophobic corridor with something 

definitely horrible at the end of it.

Huw Beynon, head of global brand 

management for Deep Silver, has been around 

the Metro series a long time, and explains 

the general thought process behind this new 

direction for the series. “It’s the continuation 

of the story,” he says, “With a little bit of 

interweaving with Dmitry [Glukhovsky]’s Metro 

novels. This time, rather than just confining 

ourselves to the underground Moscow Metro, 

we wanted to take players on an epic journey 

across post-apocalyptic Russia.”

So it is that Exodus earns its name, 

taking players – controlling returning series 

protagonist Artyom – on a journey from 

Moscow to the far eastern edge of the former 

Russian Federation. It’s not a short journey, 

by any means, and it means you get to see a 

lot more variety than ever before – the whole 

game takes in all four 

seasons across a 

calendar year, and the 

wastes that were once 

Russia are as varied, 

and deadly, as they've 

been alluded to before. 

It’s going to be a step up 

from tunnels and the 

odd deadly foray to the 

surface, that’s for sure.

“The studio literally 

has been working in 

the tunnels for seven 

years making, across the first two games, 

what almost felt like two halves of the same 

game,” Beynon says, before admitting it’s 

a “kind of creative fatigue” that has pushed 

the team at 4A to change things so radically, 

slapping players into a huge steam locomotive 

called the Aurora and sending them on this 

epic… well, exodus. “I think we did a great job of 

keeping the locations varied in the previous 

4A GAMES STOPS RELYING ON THE 
UNDERGROUND AND TAKES ITS 
PUBLIC TRANSPORT TO AN (ALMOST) 
OPEN WORLD IN METRO EXODUS

“4A wAnts to

introduce

plAyers to fAr 

more of post-

ApocAlyptic

russiA thAn

they’ve ever

seen”
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two games,” Beynon says, “The underground 

tunnels, the frozen, snowy river of Moscow, the 

decimated city streets. It was really the artists 

who wanted to flex their creative wings a little 

bit, to try some new environments to play 

around with, and that kind of is where the initial 

concept for the story – how it would allow us to 

do that – came from.”

The story in Exodus continues its 

divergence from the source material of Dmitry 

Glukhovsky’s Metro novel series, though 

this time around it feels more like there’s no 

coming back – in more ways than one – to the 

groundwork laid out by the author. Pushing 

players beyond Moscow takes Exodus into 

uncharted territories for Glukhovsky’s stories 

much more than Last Light ever did, and it 

means 4A – with the 

author’s blessing, of 

course – is free to 

loosen the reins a bit in 

terms of the lore and 

invent its own people, 

places, and things for 

players to encounter 

and likely be killed by.

Our demo of 

Exodus introduced 

an electricity-fearing 

religious sect, labelling all of the sparky 

power as the work of Satan and blaming it 

for the downfall of society. As you do. While 

the god-fearing masses are unarmed, after 

luring you into their sanctuary they call in 

their heavy hitters, and an escape from this 

not-so-ludicrous, given the circumstances, 

cult is on the cards. It’s here where Exodus is 

so obviously a linear title with crafted, small-

scale events to tackle – but it’s also here 

where improvements to elements like stealth 

shine through, offering players even greater 

ability than before to ghost their way through a 

section and progress the story. Escape is the 

objective; how you go about doing it is really 

up to you. Our instinct was to go for stealth, 

and the natural outcome was to be discovered 

after a mistake and pursued into the mutant-

infested waters surrounding the church, before 

being devoured and having to start all over. 

Classic Metro, really.

The scope for Exodus has grown hugely 

since the first two games, and while it’s true 

the budget behind things isn’t on a par with 

most triple-A releases 4A has still grown as 

a team over the past few years. After having 

to struggle through the Crimean annexation 

and Ukrainian revolution of 2014, the studio 

moved its main operations to Sliema, in the 

north east of Malta – while still maintaining a 

presence in Kiev. “The studio has been growing 

since conception,” Beynon explains. “Really 

the reason why the 

first two game were 

so focused was the 

team would spend 

– literally – years 

trying to create this 

incredibly ambitious 

game… maybe a little 

bit too focused and 

inappropriate for the 

team size that they had 

at the time!

“But this year the team has grown and 

evolved,” he continues, “We’ve got around 140 

to 160 people spread across the two locations 

now. It’s made a project like this a little more 

possible, but at the same time it’s been a 

longer development period than previous 

games.” It’s the traditional trade-off – Last Light 

began development almost as soon as 2033 

shipped and took around three years for 4A 

to complete – since then it’s been around four 

years in full production for Exodus: “So,” Beynon 

laughs, “Bigger team, plus longer duration, 

equals more game.”

Even with the new hires and new blood 

coursing through 4A, this is still a team with 

Men  
of War
2009

The sequel to the equally-good Soldiers: 

Heroes of World War II, Men of War is a 

confident, tough real-time tactics title 

that errs slightly too far towards the 

micromanagement end of things. Still, 

it’s one of the best emergent storytelling 

games out there.

CossaCks:  
european Wars
2001

If you can stave off famine and keep your 

troops provided for, Cossacks allows 

players to build an army of pretty much 

unlimited size. That’s something everyone 

wanted from their RTS titles at the turn of 

the century. Fortunately Cossacks is also 

really well made, and good fun, too.

Magrunner:  
Dark pulse
2013

It’s not all wargames from Ukraine, as 

Magrunner proves. This title from Frogwares 

is a first-person puzzle title that combines 

sci-fi with Lovecraftian horror. It was creative 

and imaginative for its time, as well as 

frustrating at points, but ultimately it's an 

experience worth looking at.

Ukrainian development continUes to 
grow – here’s some of the best

“if you do hAve

the cApAbility

to survive it

will be becAuse 

you’re using

the informAtion 

AvAilAble”

There’s more than one 

reason to err on the side of 

stealth in Metro Exodus as 

too much noise can attract 

unwanted attention.
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its roots in the hardcore survival action of 

the original Metro – as well as the original 

S.T.A.L.K.E.R., Shadow Of Chernobyl. With that 

being the case, it’s safe to say the first couple 

of games went somewhat ignored by the 

masses – definitely known to the core gamers 

out there, but falling by the wayside in the 

broader spectrum. 2014’s Metro Redux – a 

remaster of the first two games re-released 

on PC and brought to PS4 and Xbox One in a 

period when neither console was inundated 

with big, chunky, atmospheric experiences 

changed the fortunes somewhat for Metro and 

4A. “Redux was a fantastic opportunity for us to 

bring a whole new audience into the franchise,” 

Beynon says. “It proved to be phenomenally 

successful and I think it really built a firm base 

[of new fans]. Yes, Exodus is the next big entry 

into a long-running series, but the studio 

formed in 2005 so they’ve really been living in 

this world for a long time.”

Over time, though, 4A has had to adapt 

its approach to the Metro series – Last Light 

made things a mite less demanding. The 

Redux re-releases added the option to play in 

traditional or revamped difficulties – survival or 

Spartan – acknowledging the fact that to keep 

hold over a broader, more mainstream group 

of players, Metro had to at least make a nod 

towards making things less punishing. Exodus 

carries on down this path, offering players 

the chance to customise their experience 

according to just how difficult they want things 

to be – HUD elements can be turned on or 

off, ammo can be incredibly scarce or widely 

available, scrap can be impossible to find or 

plentiful and so on. Exodus can be set up to 

play as a hardcore survival game, as you might 

expect from 4A’s pedigree, but there have 

been more than enough concessions made to 

the mainstream players. It can only be a good 

thing to make the experience more accessible 

– unless these tweaks are mandatory, which 

we’ve been assured they haven’t.

“The way we have it set up at the moment, 

it’s quite well balanced right now,” Beynon 

explains. “We absolutely want to offer that 

challenging, hardcore survival experience – 

like our core fanbase, that’s what we want. 

That’s what they want and expect and you will 

definitely be able to play the game in a mode 

where every bullet counts, you really need 

to take a stealthy approach to conserve your 

ammunition.” At the same time, it’s recognised 

that this isn’t the approach everyone wants: 

“There are people who want to enjoy the story 

much more,” he continues. “Yes, the game 

needs a degree of challenge, but there are 

people who won’t want to be punished by it… 

At the moment I don’t know exactly how we’re 

going to approach it, but we would like to cater 

for some different styles when people fire up 

the game for the first time. It might come up 

with that warning like, ‘This is the hardcore 

version, you need to know what you’re doing,’ 

or, ‘This is for if you enjoy the story a bit more.’ I 

don’t know exactly how those are going to pan 

out but I think we need to do a lot more tuning 

and balancing overall. When we’re close to final 

content and we’ll figure that problem out.”

Another factor to consider when thinking 

about how Metro Exodus has grown beyond 

its smaller roots is a straightforward one: the 

simulation of the world players can explore. 

When things were limited to underground 

tunnels, it was much easier for developers 

to make things run well, for AI to know its 

way around, and for unwanted events to 

occur – easier, though not easy, that is. With 

Exodus taking place, for the most part, above 

ground, and in maps much larger than any of 

those seen in previous Metro titles, there’s the 

question of just how well the team is managing 

to keep everything running along without 

the game tripping up over its own systems. 

“Metro’s players have always been… I think this 

is typical of Eastern European and Ukrainian 

players, they love simulations,” Beynon 

DraCula:  
origin
2008

A point-and-click adventure game, Dracula: 

Origin plays with elements of Bram Stoker’s 

Dracula legend, seeing players hunting down 

the titular vampire as arch nemesis Van 

Helsing, completing illogical-yet-satisfying 

puzzles along the way. An atmospheric 

masterclass, no doubt.

s.T.a.l.k.e.r.:  
Call of pripyaT
2009

It’s a toss-up which is best in the series, 

but Call Of Pripyat is undoubtedly the game 

where S.T.A.L.K.E.R. series came of age. 

How? Well, by being released relatively bug-

free and stable. Call Of Pripyat took you back 

to the irradiated wastes of the Zone, charging 

you to survive the hostile environment.

sherloCk 
holMes: CriMes & 
punishMenTs
2014

Frogwares’ longest-running series of games 

centres on London’s finest detective, and it was 

2014’s edition that showed the sleuth in his best 

light. Multiple cases, a modernised – yet still 

faithful to the original – Holmes, and puzzles of 

actual logic, it has yet to be bettered.

Boiling poinT: 
roaD To hell
2005

Well, Play did give it a high score back 

in the day, so it has to feature in this list 

really. Still, there’s a definite case for this 

notoriously buggy, broken masterpiece 

to go down in the halls of gaming 

greats. Boiling Point: Road to Hell was 

overambitious in the extreme, what a game.

Some additional freedom of 

movement out in the wastes 

goes both ways. Enemies 

could come from anywhere.

Graphically, it should go 

without saying that Metro 

Exodus is hugely impressive. 

Metro Exodus offers a fairly 

linear structure with strict 

missions and objectives, just 

in much more open levels.
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explains. “They like complex models for lots of 

quite deep emergent systems.

“That really suited us in the first games 

where we tried to make those combat 

environments a little bit more freeform, but 

I think it really comes into its own now that 

we have these larger environments.” With a 

huge amount of simulation going on behind 

the scenes – time of day, weather, biomes of 

human and mutants and how they interact, 

there’s a lot more going on that can go wrong. 

But 4A has a handle on it – and has been 

making sure to encourage that controlled 

chaos wherever it can. After all, what’s a semi-

open world without a bit of a food chain going 

on? “You might be fighting a gang of bandits,” 

Beynon says. “And then, as guns were fired, 

you attract a nearby pack of mutants if they’re 

passing through at that time. Suddenly they 

come in and get involved in the mix…” It might 

sound like a soundbite – a bullet point for 

the back of the box based on little more than 

hypothetical marketing blurb – but the fact is 

we genuinely experienced this when playing 

the game. It’s nothing new for gaming as a 

whole, but it helps Metro Exodus to feel like this 

really is taking place in the living, breathing 

world above ground. On rescuing a member 

of the aforementioned anti-electric church and 

finding out information from him on where a 

stash was located, a pack of marauding – well, 

they looked like they used to be dogs – turned 

up and laid waste to the few remaining bandits 

in the area, and the zealot we had just freed. 

Sorry friend, but that’s just how life is in Metro: 

sad, tragic and short.

If you do have the capability to survive, 

however, it will be because you’re using 

the information available to you. Yes, you 

might have turned off all the HUD prompts 

and whatever else gets in the way, but your 

tools are always there. Listen to the sounds 

of people and mutants around and figure 

out where they are so you can engage or 

avoid effectively. Plan your journey using a 

delightfully (and Far Cry 2-evoking) low-tech 

4a hasn’t jUst made metro games. it has 
mostly made metro games

MeTro 2033

2010

Taking place mostly underground, 

Metro 2033 began the tale of the survivors of nuclear 

war making their way through the new ‘normal’ of 

life in Moscow’s network of underground railway 

tunnels. It’s bleak, terrifying, depressing, and 

something of a diamond in the rough. Those tunnels 

are a mite too samey after a while, mind.

MeTro: lasT lighT

2013

A step forward in all the right ways 

for the series, Last Light saw the Metro series moving 

towards a more open, explorative style of play, while 

still very much maintaining a linear approach. The 

sequel also saw 4A games move slightly away from 

the hardcore survival game approach of the original, 

though, of course, it was still prevalent.

MeTro 2033/lasT 

lighT reDux

2014

There are few HD remasters that feel absolutely 

necessary, and this was one of them. With the original 

two games not seeing the broadest audience but 

amassing themselves something of a cult following, 

it made perfect sense to up-res both games, slap 

them on the popular consoles (and PC again), and give 

players another – definitive – chance to experience the 

horrors of the Russian underground.

arkTika.1

2017

An Oculus-only project, showing 

there was space for bright and showy shooters in the 

world of VR. Arktika.1 was well received in the Oculus 

community, but its position as a virtual reality-only title 

means it can only reach a limited amount of players, 

and the experience on show would never be as deep as 

that of a Metro title.

s.T.a.l.k.e.r.: shaDoW 

of ChernoByl

2007

Finally, it’s impossible to talk about the direction of 4A 

Games without mentioning the game that started it all 

– even if it did come out after 4A was formed and both 

Oles Shishkovstov and Alexander Maximchuk had left 

developer CSC Game World. The debt the Metro series 

owes to S.T.A.L.K.E.R. is huge, though – and completely 

undenied by the devs themselves.
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survival game full of all the epic, orchestral 

bluster we’ve come to expect from the 

big guns. So it’s actually to the game’s 

benefit, then, that it’s being made 

with a relatively modest budget, 

with a relatively small dev team, 

meaning we have to – by design – 

end up with a game that is more 

handmade, that is less padded, 

and that is more mid-tier. That, 

dear readers, is not a bad 

thing – it’s a pretty good thing, 

in fact. And Metro Exodus 

could well play a big part in the 

revitalisation of a tier of gaming 

we’ve been missing out on for years 

now. And even if it doesn’t, at least 

you’ll be able to ride your super-

train across what was once Russia 

shooting bad guys and mutants in 

the face before exposing yourself 

to radiation and dying horribly. 

Like we said, it’s classic Metro.

map, which you have to press a button to 

get out and can’t be scrolled or otherwise 

navigated – your compass will see a lot of use. 

Hunt everywhere –though watch out for those 

jump scares when you do – to gather as many 

materials as possible for your crafting. And 

don’t ever forget to craft, making the essentials 

along with tweaking your weapons and 

modding them to unrecognisable levels in a 

system that has been fundamentally tweaked 

since Last Light.

This new gun-tweaking system results 

in weapons that can be made into much more 

personal killing machines, as well as firearms 

for all occasions. Again it’s not something 

we haven’t seen elsewhere – larger clips, 

suppressors, different stocks and so on – but 

it is something that’s a very nice fit for the 

world of Metro. It makes sense. All of the 

essential crafting does, even if it is nothing 

particularly new: rather something you see 

being a necessary part of Metro Exodus, and 

something that adds that extra layer of tension 

as you approach an area riddled with hostile 

creatures or people. Can you afford to fire any 

bullets? Is there a way around this without 

wasting anything? Might it be worth it to 

go in all guns blazing and hope the 

salvage recovered in the aftermath 

is enough to cover your losses? 

It’s all a fun tactical thought 

process to go through, if you 

so choose, and has the added 

benefit of backing up Metro’s 

fiction nicely.

With Metro Exodus, 4A Games 

wants to show off its development 

chops like never before. It wants 

to introduce players to far more of 

post-apocalyptic Russia than they’ve 

ever seen, and it wants to throw 

all the weird and wonderful it 

can through the journey. With 

many millions more behind 

it, Metro Exodus could have 

been an epic open world 

“pushing plAyers 

beyond moscow

tAkes exodus

into unchArted

territories for

glukhovsky’s

originAl stories”
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DICE’s DEsIgn DIrECtor DanIEl 
BErlIn sIts Down wIth Play DIgItal 

to ExPlaIn how a nEw-founD 
EmPhasIs on squaDs, tEamwork 
anD CommunICatIon wIll EnsurE 

BattlEfIElD V Is thE BEst Entry In thE 
long-runnIng sErIEs yEt 

IN MANY RESPECTS, Battlefield V is 16 years in the making. The 

iconic series may have evolved and broadened in scope significantly in that 

time, but the focus has never once wavered from celebrating the chaos 

and drama that can emerge out of all-out tactical warfare. Battlefield 

has always been praised for its massive multiplayer battles, tantalisingly 

tactical combat and its ability to strike a clear and transparent balance 

between its aircrafts, armoured vehicles and small arms firefights. That 

could be said of Battlefield 1942, the series’ 2002 debut, and it can be said of 

DICE’s emphatic return to World War II as a historical framing device for its 

action. So what is it that makes V any different, and any more deserving 

of your time and attention than any other Battlefield game that has come 

along before it? 

To put it simply enough, DICE is finally at a stage in which it has the 

apparatus to deliver a Battlefield that is truly hinged around cooperation 

and coordination. While we aren’t trying to suggest that team play hasn’t 

been an ever-present part of Battlefield over the years, we would like to 

posit that it has only ever been a suggested play style rather than a core 

attraction of the experience – a support mechanism for those too afraid to 

wander the sprawling sandboxes as a maverick lone wolf. 

In Battlefield V, DICE is finally leveraging the potential of squads to 

improve, broaden and solidify the core Battlefield fantasy. The studio 

is expanding upon its long-held belief that together, a small group of 

dedicated players can accomplish anything; that by maintaining tight 

threads of communication and by utilising dynamic squad interactions, 

players can complete any task and overcome just about any threat that 

they may encounter across one of Battlefield’s tightly contested and ever-

shifting frontlines. 

Of course, you don’t need to take our word for it if you don’t want to. 

It’s perhaps DICE’s long-serving design director Daniel Berlin that puts 

it best as we catch him ruminating on how he would like players to best 

approach Battlefield V when it launches this October: “PTFO: Play The 

Fucking Objective.”
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Particular attention has been paid to 

weapon systems and gunplay. DICE 

wants it so that you can learn the 

weapons, getting a proper sense 

of recoil and spread. It has worked 

to make the first few shots with a 

weapon predictable, giving players 

more control over shot placement.
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‘PTFO’ has long been the unofficial mantra 

of the disgruntled Battlefield player. DICE is 

taking steps to eradicate it from the lexicon 

of Battlefield, but that is, of course, far easier 

said than done. There is, after all, simply no 

accounting for how an individual player may 

decide to approach any given situation, let alone 

whether they will want to work in tandem with 

another group of players, even in a game  

so inherently focused around teamwork  

as Battlefield. 

While every round should indeed be a 

tense war of attrition, with 64 players bouncing 

off of one another in an attempt to gain forward 

momentum and shift the dynamic of play, 

that isn’t always the case. And don’t you sit 

there pretending that you haven’t seen the 

Battlefield fantasy collapse in front of your 

eyes time and time again. Too often, games 

devolve into chaotic scenes of thinly veiled Team 

Deathmatch as the objective zones remain 

largely uncontested, causing rounds to slowly 

draw to a wholly unsatisfying conclusion. 

Squads have been used for little more than 

speedy respawn re-entry points rather than 

an extension of your tactical capabilities or 

vocabulary. And so it’s here where DICE is 

making some key changes that, the studio 

believes, could in fact make this the best 

Battlefield experience ever – the most faithful to 

that core Battlefield fantasy DICE has spent 16 

years working towards fully realising. 

“We want you to play together with a 

squad. We’re always incentivising that. That’s 

the mentality going through the entire game. 

This is a squad-based game; you should 

play together with your squad,” says Berlin, 

highlighting a key area of focus throughout 

Battlefield V’s lengthy production. “We’re 

adding additional ways for squads to actually 

play together. We’re increasing the amount 

of dependency between players… you are 

required to depend on your squad mates more 

so than in previous Battlefield titles.”

With Battlefield V’s multiplayer action once 

again cast out across huge sandbox areas, the 

potential for uninhibited and emergent play is 

indeed massive. DICE hands players incredible 

tools, systems and mechanics to work with one 

another in service of finding victory, but it has 

never quite found a way to drive players to work 

together naturally. 

Properly incentivising squad play is 

right at the top of DICE’s mission statement 

for Battlefield V. That means some pretty big 

changes are on the way, and it all stems from 

the composition of squads, underpinned 

by the thought that if the studio can get this 

dynamic right, then players will naturally fall 

into cooperative play and playing the objective 

as the standard. “The general mentality here 

is that we want to make sure that squads are 

ever-present, meaning that when you’re in a 

squad, you stay together and you play together, 

no matter where you go and how you do it,” 

notes Berlin, who explains that every time you 

join a match in Battlefield V you will immediately 

find yourself surrounding by other players and 

put into a position of relative responsibility. “You 

will never be put in a position that you are not 

in a squad. If you want to lone wolf it you can 

do that; that’s possible, but it has to be an active 

choice for you as a player.” 

Berlin says that DICE has approached 

Battlefield V in a very particular way, designed 

to quickly get players into the mindset that they 

are playing as part of a small, autonomous 

team within a larger company, as opposed to a 

solo player merely surrounded by others that 

might steal your kills or get in your way. He 

notes that the team has put considerable time 

into reaffirming that squad play is the signature 

mark of the Battlefield series. This works on a 

variety of levels, from increasing dependency 

between players to ensuring that lines of 

communication are never broken.

It’s as he says: “While you’re in a squad, 

we want you to be able to communicate at all 

times; if you’re on a loading screen, if you’re 

in the lobby, or if you’re in-between matches, 

you will be able to chat and VOIP. We’re never 

going to be cutting the communication between 

squads, they always stay together.”

This all comes back to that concept we 

mentioned before, of making each squad 

autonomous units within the larger whirlpool 

of action happening on a map at any one 

given time. Every multiplayer match will be 

bound by the duelling concepts of scarcity 

and attrition; spawn into a round, and you’ll 

immediately notice that you aren’t dropping 

onto the battlefield with a full complement of 

munitions. It’s up to individual players to assess 

the situation in front of them and to then make 

a tactical decision on how to proceed ahead. 

“This is a big addition for us,” Berlin teases. 

“We’re introducing a concept called scarcity. 

Now, what this means is we’re gonna make you 

somewhat reduced in terms of what you carry 

the second you spawn in; you’re gonna have 

somewhat less ammo and you’re gonna have 

somewhat less explosives.”

The idea isn’t to make you less of an 

immediate threat, but to push players into 

being more aware of their surroundings and 

an active participant in the unfolding theatre of 

war. Call Of Duty or Titanfall this is not – running 

and gunning will only get you so far, and every 

action in Battlefield V should be made with 

some consideration to the reaction it will incur. 

“If you just want to dash into combat you’re still 

going to be capable enough, if you’re a skilled 

player. If you want to get straight into a firefight 

you can do just that, but if you’re successful – 

meaning that you get one, two or maybe three 

kills – you’re going to find yourself in a situation 

where you’re actually out of ammo.” 

“We want to introduce a sense of 

mindfulness. A meta-game where you’re 

mindful of your resources at all times,” he 

continues, noting that this will also lead to 

increased longevity for player life and a more 

dynamic playing experience. That classic 

Battlefield high-octane action is still present and 

accounted for, only now it’ll be more thrilling 

and concussive than ever. At the very least, 

that’s the plan. 

“The gameplay – in terms of when  

you’re in action, when you’re running and 

gunning – all of that is still the same fast-paced 

gameplay that you’ve come to expect. But  

what we want to do, in terms of the tempo, 

is create lulls. We want there to be ups and 

downs. For the game to go up in intensity, you 

know, where you fight, fight, fight, fight, fight, 

and then there’s a moment of pause where you 

actually need to re-supply and you get ready for 

the next encounter. You have time to be tactical 

you arE rEquIrED to DEPEnD on your squaD matEs 
morE so than In PrEVIous BattlEfIElD tItlEs

Battlefield V is taking the 

action back to World War 

II and is set to launch on 

19 October 2018 for PS4. 
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and you have time to plan out attacks. The 

game becomes a more dynamic experience 

as a result.”

Berlin is keen to stress that none of 

this is coming at the detriment of the core 

proficiencies of play. In fact, if anything, it’s 

a counterweight to other areas of the game 

that are being streamlined. Destruction and 

fortifications – which we will get to eventually, 

trust us – create a whole new dynamic to play, 

while traversal and movement has also been 

overhauled in order to help improve immersion 

and tactility. 

It’s the small details here that really 

impress, such as the ability to run full throttle 

at a window and smash right through it without 

skipping a beat. The days of having to slowly 

unlatch a closed window before then being 

allowed to tepidly vault out it after you spot a 

Panzer tank careering towards the building 

you’re stationed in are long gone. The tempo 

is far more energetic than in past Battlefield 

games. Still, we digress (it’s all too easy to 

get caught up on the little details here). It’s 

this shift to the pace of Battlefield V and the 

introduction of scarcity where we see how the 

game is subtly pushing players to naturally and 

instinctively stick with their squads rather than 

wander off as soon as they spawn back into 

the game. 

You will be dependent on your squad  

to survive, let alone thrive. Making each 

and every player dependent on one another 

automatically incentivises teamwork and 

cooperation, pushing players to actually 

engage in that style of play. Take, for example, 

ammunition. You’ll still be able to rely on 

your Support squad member to dish out 

ammo pouches, but you’ll now also find two 

other avenues of replenishment in the form 

of re-supply stations and ammo drops. All 

enemies will now drop limited ammunition that 

can be used to help you get out of a tight spot, 

but picking them up is also a slow and risky 

endeavour. So too is approaching the re-supply 

stations found in key locations across the 

map due to a newfound sense of physicality in 

Battlefield V. 

“The re-supply stations will replenish 

ammo, they will replenish explosives and 

gadgetry, and they will replenish health,” Berlin 

says, noting that other players can in fact 

destroy these stations, though they can be later 

rebuilt by Support players through the new 

fortification system. “Also, together with these 

re-supply stations, every enemy that you shoot 

is actually gonna drop ammunition. It’s gonna 

be up to players to consider the risk-reward, 

to make that choice and think, ‘Hey, I’m out of 

ammo, I just shot these two guys, should I dash 

in there and loot them for ammo, or do I want to 

stay in the safety of cover?”

Why is this a big decision to be made? 

Because of that physicality we were just talking 

about. DICE is removing what Berlin calls 

“abstractions” from the game in an effort to 

help gate the shifting pace of matches and to 

give players a physical sense of dependency 

on those around them. “The [ammo drops] 

is something you physically move up to and 

interact with. This game is moving away from 

abstractions as a whole. You don’t move close 

to a med pack and then get healed by a magical 

aura anymore; you actually have to move up to 

War Stories will make a return from Battlefield 1, with the single-player 

campaign vignettes looking to explore new and exciting stories of 

World War II that will give players a different perspective on the war. 



it, grab the meds and then apply them. Auras 

are gone. Abstractions are gone. It’s a physical 

game now.” 

It’s easiest to understand this shift when 

you consider the role and impact of the Medic. 

This has the potential to be one of the most 

controversial changes to Battlefield’s core 

gameplay, though it’s one that has been a 

long, long time coming. “You can’t just flick a 

syringe in the sky and revive eight people in 

a row,” laughs Berlin as he explains the shift 

in mentality to the revive mechanic. “This is a 

physical interaction 

now. You actually 

move up to the person 

that you’re going to be 

reviving; you pull out 

a syringe, you stab 

them with it, and you 

physically pull them 

up. As the person 

that’s down, you’ll see 

the face of the player that’s rescuing you –  

you’ll see their visual customisation and 

how they have built their character,” he says, 

adding: “It creates a much more personal and 

immersive connection.”

That physical interaction also has 

some cool payoffs for moment-to-moment 

gameplay, such as the ability to actually move 

downed players in your squad out of trouble 

while you look for an opportunity to pick them 

up off the ground. “Say you’re on The End or 

Locker or something,” says Berlin, dealing in 

current-map hypotheticals, “and your buddy is 

downed in an alleyway of death. What you can 

now do – instead of going in there and trying to 

revive him, surrounded by gunfire – is you can 

actually walk up to them, grab them, and then 

pull them into cover and revive them in safety.”

It’s awesome is what that is. How it works 

in practice – well, it’s too early to say, but we 

love the idea. It’s a small example of how DICE 

is looking to make this a more visceral and 

reactive experience, where treating your fellow 

squad mates with the attention they deserve 

can actually create these really dynamic and 

cinematic moments that are usually reserved 

for action movies. 

Still, lets bring the focus back to classes. 

It’s interesting 

because, much 

like Support, the 

Medic is seeing such 

a huge increase 

in responsibility. 

Embodying the 

role of the Medic 

is more important 

than ever before, and 

carries with it new lines of pressure, though 

they are also seeing some duties taken off of 

their shoulders to ease the stress too. In an 

intriguing move, every player in a squad can 

now revive every other player in their particular 

squad, regardless of their chosen class. It’s 

still only Medics that can revive a soldier to full 

health, but a “buddy revive” will give you the 

opportunity to pick a squad member up off 

the floor and give you some additional support 

until proper reinforcements arrive. DICE is 

effectively making it so that a tight squad can 

survive anything if they work together and 

communicate properly. 

“[Buddy revives] take a long time, and it’s 

limited to the people within your squad, but 

DICE has always been stuck in a bit of a hard place. Fans have 

long been asking for the large-scale destruction of the Battlefield 

Bad Company games, and so it followed through, delivering 

just that in Battlefield 1. Of course, fans then complained that 

entire maps could be levelled, creating blank, flat spaces that 

were uninteresting to navigate. So, how is DICE responding? By 

bringing in buildable fortifications. 

“Fortifications is your ability, in Battlefield V, to actually 

rebuild and shape the battlefield,” reveals design director Daniel 

Berlin. “You can build anything that is a military fortification or a 

military asset in this game. Meaning there’s sandbags, barbwire, 

tank stoppers, foxholes, trenches, machine guns… these are just 

some of the things that the players can now actually build.”

It’s really impressive, and just another way in which DICE is 

making this year’s Battlefield something of a unique experience. 

Fortifications are available for every player in the game, each 

of them spawning in with a toolkit – not unlike how every 

player had a gas mask in BF1 – and are able to dip into a shared 

resource pool to then attempt to rebuild levelled buildings, bring 

in gun emplacements and establish cover. Support players 

will be the fastest of the classes at building, and will also have 

access to some special build items, such as more powerful gun 

emplacements and the ability to craft re-supply stations. “I think 

this is one of the biggest additions that really, really changes 

how Battlefield V plays compared to previous Battlefield titles for 

sure,” teases Berlin, and you don’t know the half of it! 

What we’re excited to see in action is how players will  

begin to play with the tools at their disposal and begin to 

re-shape the action and battlefields available to them. Berlin 

revealed one such scenario, and it sounds, well, ridiculous – in 

the best possible way. “Another thing we’re adding is the ability 

for you to tow stationary weapons. You can actually just take 

a vehicle and back it up to a stationary AA gun or a stationary 

field gun, latch it on, and then you can drive away with it. That 

adds on to the fortification gameplay,” adds Berlin. “You couple 

the fortifications you build with the position of your stationary 

weapons as well.”

Oh, and the best bit? Yes, of course the stationary weapons 

can be utilised as they are being towed. “You can do that, yes! 

You can be in a tank and you can grab a portable AA gun, your 

friend can jump into that AA gun and shoot it simultaneously as 

you are driving,” laughs Berlin. It sounds fantastic, and we can’t 

wait to see how players utilise this and rally together to take 

down ludicrous combinations that everyone else comes up with. 

“You can kinda build this little micro train; you can basically be 

in a Tiger with an AA, dominating the sky, and dominating the 

battlefield as well.”

Build things up, don’t 
Break them down

fortIfICatIons Is your 
aBIlIty, In BattlEfIElD V, 

to aCtually rE-BuIlD anD 
shaPE thE BattlEfIElD
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it’s part of the mentality that we want to push. 

We want to keep people playing together with 

their squad, so you should be able to maintain 

yourself within a squad and keep a squad alive. 

That’s a super-important thing because of 

the squad dynamic in this game,” Berlin says, 

although he is keen to stress that this isn’t done 

in an effort to make the Medic less viable. “This 

is not to diminish the value of the medic. The 

medic can still revive anyone, and they can do 

super-quick revives. Plus, once they revive you, 

you’re also back to maximum health.”

Ah yes, the health situation. We foresee 

this one kicking up a storm come October, but 

we are in agreement with DICE; it feels like a 

necessary change to help support the style of 

cooperative game the studio wants players to 

pursue. “Another thing that is interesting here 

is that no longer in Battlefield will you be able 

to fully replenish your health. You cannot fully 

regen to 100 per cent health in Battlefield V on 

your own. That’s something that you need to 

actually look to your teammates to do,” says 

Berlin, giving us just a small hint as to how 

the role of the medic is being enriched. While 

resupply stations can be used to take you back 

to full strength, they will of course be high-risk 

danger zones due to their huge utility benefit. 

Instead, you’ll need to look towards the medic 

to keep on top of the overall health and strength 

of the squad they have been charged with 

protecting – the improved level of responsibility 

will drive them to fulfil the role too, believe us 

on that one. 

“All of this opens up player choice. I’d  

say, in previous games, you spawn and then 

you’re in an encounter and then you’re behind  

a rock, and then you wait for 10 seconds as  

your health goes up to 100. You always have  

a good amount of ammo on you anyway, so 

your tactics don’t change and the situation 

doesn’t change, but in this game that exact 

scenario is going to go differently. If you’re 

sitting behind a rock after you’ve been in an 

engagement you’ll think, ‘Hmm, I’m running 

low on ammo, and my health is not at max, 

and I’m not gonna get anything back by sitting 

here, so I need to change my tactics. I need to 

Honestly, the first time we saw Battlefield V in action (before 

we had any concrete information) we were immediately lulled 

into believing that we might indeed be seeing the return of 

Battlefield Bad Company. It wasn’t only the buoyant tone that 

the trailer struck, but the destruction too. The sweet, beautiful 

destruction. Battlefield V will feature highly destructible 

environments, with weapons and vehicles able to literally tear 

them apart dynamically. It looks incredible.

“We’ve completely revamped the destruction system,” 

Battlefield V design director Daniel Berlin explains. “Meaning 

that it’s actual parts of the building that you see collapse, crack 

and then actually fall apart. It’s much more dynamic, and it’s 

different every time.”

This is because the destruction engine is entirely physics 

based, with DICE sinking considerable effort into getting rid 

of the pre-determined animations of old. Not only does it look 

fantastic, but it also has gameplay implications – debris tracks 

in the direction of destruction, meaning you’ll be able to get a 

sense of which rooms gunfire is coming from outside by seeing 

which walls are being riddled with bullet holes.  

So how does it work in practice? Let's hand it over the 

Berlin: “If, for example, I’m sitting in a tank and I shoot a 

projectile inside a house, an explosion will happen inside the 

house. You’ll see the parts fly out. You’re actually going to see 

it over a longer period of time. You’ll see an explosion happen 

first, the fire coming out, and then the wall cracks, then pieces 

of wall will fly out, and then there will be secondary debris 

coming out, and then the things falling out of the sky. You’ll 

actually have pieces of the house left hanging that will collapse 

over time 'cause of the weights of those pieces. Of course, if 

you’re standing under those you’re gonna eventually get hit, 

and then you might fuckin’ die.”

appetite for destruction
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look to my friends, to have dependency on my 

squad-mates.” 

It’s important for DICE to make being a 

part of a squad feel important and impactful, 

regardless of whether you are playing with 

friends or have just dropped into a game 

via matchmaking. In an effort to foster this 

feeling of camaraderie between perfect 

strangers, Battlefield V will feature a brand 

new respawn flow. 

When you are mortally wounded the 

camera will zoom into the soldier or vehicle 

that killed you before darting back to your own 

bloody, covered body, giving you the opportunity 

to scream out for medical attention while 

surveying the situation with 360 degrees of 

control. Should you bleed out you’ll immediately 

be put over the shoulder of one of your squad 

mates, cycling through them in an effort to 

decide where and when to spawn – letting 

you choose where you can be most helpful, 

be it laying down suppressing fire, dropping 

ammunition, or popping open the syringe pack 

to help bring another back into the fight. 

“You don’t actually go back through the 

Deploy Screen when you die. Again, this is 

designed to incentivise squads; play with your 

squad and stay with your squad,” Berlin insists, 

although he is also keen to stress that you can 

still access the Deploy screen if you want to, 

giving you the opportunity to spawn at friendly 

objective marker, in a vehicle, or back at the 

main base. But, he insists, it’s by dropping 

behind a squad member’s shoulder where 

you’ll be most effective. “You get that type of 

instant awareness like, ‘What is my squad 

doing? What point are they attacking? Are 

they in combat?’ and I can see it all, instantly. If 

they’re in combat I’m like, ‘Ah, that’s why I can’t 

spawn in,’ and it’s not just an icon blinking on 

the Deploy screen. It always comes back to that 

mentality, to stay with your squad and play with 

your squad right to the end.”

That’s a dour and important note for Berlin 

to pause on. Once a squad is wiped out they 

will have to work incredibly hard to regain the 

ground that they have lost. DICE anticipates that 

we will see huge and dramatic swings in the 

position of frontlines in Battlefield V thanks to 

how damaging a full squad wipe can be to the 

wider team effort. “As an enemy, that’s gonna 

be my goal: to take out the full squad. If you are 

that last surviving squad member it’s going 

to be very important that you stay alive at this 

point… when you get a squad wipe, you know 

that you’ve knocked that entire squad out from 

this position. They’re now back at the Deploy 

screen, and they’re gonna be pushed back to 

whatever point they can re-spawn on.”

Of course, those that do take to working 

with their squad mates will also find other 

advantages presented to them. One of the most 

impressive of these are Squad Reinforcements, 

which Berlin promises are: “a reward that we 

give to squads that play together.”

Battlefield V won’t feature any premium loot boxes, and the Premium Pass is out too. This is done in an effort to keep squads together, 

and so all players will have access to the same maps and the same modes. There’s no gating to be done here. 

It’s suPEr ImPortant to work wIth 
your squaD BECausE thE stakEs arE so 
hIgh. whEn you’rE DonE, you arE DonE

DICE has made a bunch of really 

small, but pretty cool, changes to 

the movement systems. You can now 

throw yourself from a sprint into a 

prone position with more control 

and intensity, and you can also roll 

over when prone to be on your back 

instead of your belly. 
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“Executing squad play commands – such 

as reviving, executing orders, giving ammo 

and spawning on each other – or PTFO; if 

you play the objective you’ll also get squad 

reinforcement points,” he continues. These 

points go towards unlocking some of Battlefield 

V’s most potent utility items, vehicles and 

weapons, and they sound positively terrifying. 

“What this does is give you access to items 

like the V1 Rocket… It doesn’t matter how bad 

the situation is around you, if you drop that 

V1, everybody fucking goes away,” he says, 

laughing. “We also have super-powerful 

powerhouse vehicles that are built for your 

entire squad to fit inside and play together. You 

can call these types of vehicles in, and they 

are only for your squad to spawn into. This has 

the same mentality; if this thing comes at you 

and you aren’t geared to deal with it, you aren’t 

playing a class leaning towards taking out 

vehicles, then you should just leave, because it 

will kill everyone. 

“It’s something you get for team play and 

for playing with your squad. This is important. 

You will not be able to get access to these by 

basically doing the lone wolf thing. These are 

rewards for squad players, for players that play 

the objective,” he notes, and it isn’t the only thing 

designed for players willing to PTFO.

Every change that DICE is making to 

Battlefield V leads to its spectacular new 

starring game mode, Grand Operations. All 

of the studio’s feverish attempts to create an 

environment in which players are naturally 

pushed into cooperation and coordinated play 

is in service of this game mode that turns 

up the heat on players with fixed objectives 

and drawn-out campaigns with a strict end 

challenge that will really test your skills. 

Operations were, without question, one 

of the best things to emerge out of Battlefield 

1, and they are back, redesigned in response 

to feedback from the community and the next 

step in fostering large-scale multiplayer action. 

“You probably had the experience in Battlefield 

1 where you’re playing, for example, on the 

map Montee Grappa [as part of the Iron Walls 

Operation] and you are stuck on the first section 

for an hour and that was… not great,” admits 

Berlin, explaining that DICE is “changing the 

format completely” in response. 

Grand Operations are more varied and 

complete historical re-enactments than 

anything that we saw in Battlefield 1. Massive 

64-player engagements that will play out  

over the course of three or four individual 

matches, with each of them representing a 

different day of the battle – the win conditions 

and game modes shifting between each 

scenario, all of it tied together by an over-

arching narrative. “We want you to be 

continuously engaged in the operation from 

start to finish” Berlin tells us, before giving us 

an example as to how this may play out. It’s 

fascinating, to say the least. 

One Grand Operation teased sees 

32 players dropping into Rotterdam as 

paratroopers, an invasion force attempting to 

secure ground and take out artillery cannons, 

while the other 32 are cast as defenders. 

That’s day one of the engagement, and the 

results of it will have sweeping impacts on 

the subsequent ones to come. “Based on 

how many artillery placements you were 

able to take out will directly impact how 

many soldiers are actually available for you 

to respawn as tickets during the next day. It 

also impacts things like what types of vehicles 

you’ll have available to you, and this is custom 

for every Operation that we set up.” 

These Grand Operations are limited-time 

events, but they are the perfect personification 

of what Battlefield can offer when it is at its best. 

There’s nothing like this experience available 

in the FPS scene right now, and it’s simply 

awesome to behold. It only works because of 

the changes made to squad interaction and 

Battlefield’s new-found physicality. Sticking with 

your team, working and playing together in 

service of the larger effort, isn’t just suggested; 

it is literally necessary to succeed. 

As the days progress through one of 

these Grand Operations, resources and 

respawns will continue to deplete, and by  

the time you reach the final part of it, the 

Final Stand, it’ll be a literal fight to the  

death. You’ll start the round with just one 

clip of ammo, and there will be no ticketed 

respawns remaining. It’s going to brutal 

and punishing, a tense affair that pushes 

Battlefield’s systems and setup to the limit. 

“You spawn in, and we lean heavily into the 

attrition system here,” teases Berlin. “This 

is it: you’ve got one life and you fight down 

to the very last man. Imagine it, you’ve been 

investing in this Operation for an hour-plus, 

and now it’s down to this gruesome fight. A 

fight for resources and a fight for survival. 

We can even crank up the dynamic weather, 

which makes a return from Battlefield 1 into 

Battlefield V, and we can really lean into the 

drama and intensity here.” 

“The Squad play becomes so much 

important here because yes, you don’t have 

any respawns, but there is the Buddy Revive, 

and there are Medics. Yes, you don’t have any 

ammo, but there are Supports, and they can 

resupply you,” continues Berlin. “And the medic 

becomes super important here because, 

remember, you can’t fully heal on your own, 

so you’ll need them to heal you up. And you 

know that when you kill an enemy and you see 

'squad wipe' pop up on your screen, they aren’t 

just back to the Deploy screen; they are out of 

the entire Operation! The entire squad is done 

for the entire Operation. It’s super important to 

work with your squad because the stakes are 

so high. When you’re done, you are done. 

Honestly, it sounds stressful, intense, 

and absolutely brilliant. Grand Operations is 

the mode that brings everything together. 

It’s the mode that makes sense of Battlefield 

V’s concentration on squads and the trust 

DICE is putting in its player base to follow 

through with the fantasy. It reflects Battlefield 

at its best, as the culmination of 16 years 

of iteration and evolution. With so many 

changes made in service of PTFO, of squad 

play and intuitive cooperation, we can’t help 

but feel like Battlefield V will truly deliver on 

its ambition of fully realising the chaos and 

drama that can stem from all-out tactical 

warfare. It’s making all of the right moves to 

achieve that goal.

DICE is introducing an 

extensive live game 

component in the 

form of Tides Of War. 

Character progression 

and customisation is 

going to be a huge 

part of the experience 

of Battlefield V, with 

almost every element 

of the uniform and 

weapons completely 

customisable. 
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Why was it so important for DICE to put such a 

strong emphasis on team and squad play?

DANIEL BERLIN, DESIGN DIRECTOR: At 

DICE, we play Battlefield a lot. We have 

our own setups, we have our own matches, 

and people stay late in the evenings to 

play their own game. We are fans of the 

game ourselves. Improved squad play is 

something that we talk about so much 

internally, so this time around we thought 

we should make it true – for real this time. 

The good thing about this is that it rings true 

with the community as well. We listen to the 

community so much, and so it’s something 

that we feel we want to infuse the game with 

even more. It seems to be something that 

resonates with the players as well, so it’s 

just like this magical match. So let’s make it 

happen, you know?

Every time we add new systems 

to increase the dynamic nature of the 

sandbox… it’s a process. We have to test 

these things rigorously. When it comes to 

this type of stuff, we don’t just do internal 

testing; we do external too. We bring people 

in, we have one iteration, we go back, and 

we reiterate. It’s just a process every time, 

and ‘iteration’ is the key word here. I can tell 

you from personal experience, you do not 

nail this shit on the first try. You have to just 

continuously keep pushing.

How easily do you think integral new elements 

like Buddy Revives will be picked up by players? 

BERLIN: It’s something we’re introducing to 

increase the squad-play and the physicality 

to revive. To get the immersion, to introduce 

something new we have to, again, iterate 

and then make sure, “Hey, how does this 

interaction work? How do we put it in front 

of the players so they can actually learn 

it?” But I think also, one of the great things 

we’re doing here is that we’re introducing 

the co-op mode. Combined Arms will be 

a place for players to actually be able to 

move in an online environment – be able to 

actually play together with your friends and 

with a squad – but you’re doing it against 

AI. So you can actually practice being in a 

squadron environment that isn’t necessarily 

so competitive.

We understand you’re completely overhauling 

how spotting is handled?

BERLIN: Yes, we are completely reworking 

how the spotting system works, which 

means that you will no longer be able to just 

look over a field or an area and just go spot, 

spot, spot, spot, spot, see like a fuck-ton of 

icons and then just shoot at the icons. You’ll 

actually have to look at the world, you won’t 

be able to do that type of scanning and then 

find icons and shoot at them. This game is 

shooting at actual soldiers using the world 

around you as your reference point. So no 

more shooting at icons, basically.

This has been a part of Battlefield for years, 

why change it now?

BERLIN: I would love to tell you details, 

but… I can tell you, like, in general. So I was 

actually thinking about how I was playing 

Battlefield. I noticed that if I was sitting  

[at a console] – particularly when I was 

holding a controller – my finger wasn’t 

resting on the trigger; it was resting on the 

spotter. And I thought, “That’s weird, why 

am I doing that?” It’s because that’s the first 

action I do. I don’t know if everyone does 

that, but I did that. I turn around, I spot, 

and then I shoot! Which meant that I started 

losing engagement because some other 

people were just shooting me directly. 

But the general mentality is that since 

we’re saying that this is a physical inter-

connected game, we really need to make 

sure that you’re reading the world and 

you’re not reading the UI. It becomes so 

much more immersive if you are not just 

shooting at icons, but you’re shooting at 

soldiers too… and now with our additional 

emphasis on player customisation, visual 

customisation, we want you to look at the 

person you’re shooting at.

The reveal trailer has struck quite a playful 

tone, which we think reflects the way players 

have been engaging with BF 4 and BF 1. Is that 

a tone that resonates through the entire game 

experience? 

BERLIN: In terms of style and tone, I think 

it is on par with the multiplayer experience 

that is Battlefield. Because of the dynamic 

nature of Battlefield, it delivers that type 

of experience when you go like, “What 

the fuck’s going on over there? There’s a 

guy sitting on the wing!” That’s the fun of 

Battlefield and the sandbox of Battlefield. 

That’s what we really want to get back to 

the fun nature of the game… because it’s a 

game, you know? 

Yes, we are inspired by World War II, 

and that’s our setting. But I mean, at the end 

of the day, it is an entertainment product. 

We want people to play this and go through 

the types of war and go on that journey for 

a long time, and to be able to maintain and 

engage players in that, we need it to be fun. 

words with the creator

Bullet penetration is 

back in a really, really 

big way. The calibre of 

bullet is going to have a 

huge effect, particularly 

when it comes to heavy 

weapons such as the 

LMG. In fact, design 

director Daniel Berlin 

teased that it could 

“shred a house to 

pieces” in seconds. 
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#PureParty

Night School Studio made a name 

for itself 
with supernatural thriller 

Oxenfree, but now the team is 

leaving all of that behind to go 

dancing with the devil in afterparty 
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We’ve all been there, right? 

Besieged by a hangover so 

physically and emotionally 

crippling that all you’re able to 

do is yearn for the sweet relief 

of eternal sleep. The memories of the night before 

thankfully fleeting; injuries from the night before 

alarmingly excruciating; both immortalised by 

the lens of a camera phone, the evidence already 

circulating around the internet. God bless social 

media. Alcohol is trash and only garbage people 

drink it… you know that you’ve repeated that 

thought before. You’re never drinking again, this 

will be the last time that you feel this way. You’ve 

shouted that into the void before too.  But it’s okay; 

we’re all friends here. We both know that it’s only 

the last time until the next time. 

Night School Studio’s latest independent project 

is an exploration of just that. Of dealing with the 

world’s worst hangover by embarking on the pursuit 

of another, a hangover that could quite literally be 

the difference between life and death. At its heart, 

Afterparty is a coming-of-age story starring Lola 

and Milo, two college students that wake up dead 

after a bender that went very much awry, unable 

to remember all that much of the night before. But 

they are resilient, quickly coming to understand that 

they have but one chance to escape the quite-literal 

hellscape that has befallen them before it consumes 

them entirely.

What if the only way to reclaim your soul, to 

earn safe passage back to the land of the living, 

was to school Satan in a demonic contest of alcohol 

retention? Well, you know what they say: when 

it’s time to party we will party hard. If it sounds 

ridiculous, that’s because it absolutely, unashamedly 

is. “Yeah, we wanted to take a pretty hard left 

from what Oxenfree was,” laughs Sean Krankel, 

co-founder of the studio and co-creative director of 

Afterparty. “Oxenfree was fairly serious with a dash 

of humour, and I think that Afterparty is kind of the 

flip. It’s still an adventure, but it’s a funnier take that 

still has some seriousness within it.”

“When Afterparty begins you think you’re still 

at a college party,” Krankel says of the story. “Then 

the walls fall away and you’re being mocked by 

demons who are actually pulling a prank. It’s sort 

of like a low-budget play of your last night out,” he 

laughs, before giving us just a little insight into the 

weird and wonderful world you’ll inhabit. “As it turns 

out you’re late to getting processed because of this, 

so you’re told to head down the road to go to what 

is basically the DMV… except, you know, you’re in 

actual hell now.” 

It’s here where you get your first taste of the 

off-kilter version of hell that Night School has 

created. “You get assigned your own personal 

demon, one that is born from a bunch of choices that 

you will make in that moment. And this personal 

demon is sort of like Death in Bill & Ted’s Bogus 

Adventure. Kind of a frenemy. Somebody who is 

there to torture you and drudge up the awful parts 

of your past but is also along with you for the ride.”

Just as you’re about to receive your marching 

orders, an eternity of personalised torture, you’re 

saved by the bell. “Right at the moment you’re about 

to get your sentence it becomes quitting time for the 

people that work there, and they’re like, ‘okay, be 

back here tomorrow at 9:00am,’” he tells us. “We ran 

with the idea that these demons and humans are all 

going to know each other for all eternity and, sure, 

their relationship is going to be pretty awful, but what 

happens over time when that becomes the norm?” 

“They end up coexisting there in a way that’s a 

little strange! They’re not immediately best friends, 

  |  35



obviously, but they have a contentious relationship 

– the demons aren’t having a blast torturing these 

people for eternity either. So we decided that it 

would be kind of funny if at 6:00pm it was quitting 

time in hell,” says Krankel. “At night the demons 

and the humans can blow off some steam and go 

party together, with everybody heading out the door 

together. And what do you do at quitting time? You 

all head to the pub.”

He isn’t wrong on that one. The pub is where 

enemies can become friends, where differences 

can be cast aside and where life can be breathed 

into the misadventures of a lifetime. What follows 

is the ultimate pub crawl. A game focused around 

Lola and Milo dipping between demonic dive bars 

and challenging the denizens to a variety of drinking 

contests and challenges in an effort to gain entry 

into one of Satan’s legendary house parties. 

With the clock ticking, the 

duo will have to act fast and live 

steadfastly with the decisions 

that they make and the missed 

opportunities that they encounter 

along the way. “You’ve basically 

got, like, ten hours to get this 

done,” Krankel tells us, noting that 

while it doesn’t technically play out 

in real-time, the game will run for around ten hours. 

“Oxenfree had a far more linear story, and that’s 

very different to Afterparty. This game quickly opens 

up, you can choose how you take all of this on.”

Ten hours to secure your freedom, 

insurmountable odds to overcome and a kegger that 

you can only gain access to by outlasting some of 

the underworld’s most seasoned drinkers. How on 

earth did Night School go from developing a spooky 

supernatural thriller to the ultimate party simulator? 

It certainly hasn’t been easy.

Arriving at a place in which Krankel and the team 

felt comfortable tackling something of the scope 

and size of Lola And Milo’s Excellent Adventure 

– as we posit it should have been titled from the 

beginning – has been a challenge for Night School. 

This sophomore effort would be a challenging 

undertaking for any independent studio, but it was 

a necessary one for Night School as it looks to 

establish the foundations of its future. “It’s been 

difficult and it’s been messy, a year of us trying to 

sort through what the right next project for us  

would be.”

“I think, initially, you know, Oxenfree and Night 

School were just so synonymous with one another,” 

Krankel tells us. “We didn’t really think of Night School 

as a company so much as it was more of a collection of 

people making Oxenfree. So, when we were done with 

it, it was sort of like, well, what’s next?”

Figuring that out began with the team 

attempting to work out what the core principles of 

the studio would and should be. That’s an important 

step, particularly as Night School has tripled in 

size from four to twelve in just four years. The 

team is settling into an evolving creative dynamic 

while simultaneously attempting to work out which 

elements of Oxenfree should be iterated upon and 

what needs to be thrown out and started anew. It 

was, by all accounts, the source of much anxiety for 

the studio as Afterparty began to take shape.  

Krankel was eager to avoid Night School 

becoming known as the studio that exclusively dealt 

in spooky stories starring teenagers, but he was 

keen to pursue varied storytelling mechanics and 

interesting narratives to complement them. The 

broad goal was, as he puts it, “to come up with new 

types of mechanics and a brand new type of story,” 

but how the team approached that wasn’t set in 

stone. That’s how Oxenfree came into being, and it’s 

how Afterparty’s conception and development was 

approached, too. 

“In the case of Oxenfree, we built that story as 

the mechanics came together. That idea of being 

isolated on an island, that idea of dealing with 

the ghost via the radio, that all 

came out of the mechanics first 

because we are, you know, a 

game studio,” Krankel continues, 

chuckling. “And so the same thing 

happened here with Afterparty… 

the main thing that we knew we 

wanted to continue to iterate and 

expand upon was our real-time 

fluid-dialogue system. That was something that we 

thought worked quite well in Oxenfree; we spent 

a lot of time building tools for it and we know that 

it’s a good foundation for telling almost any kind 

of story. And so the bigger question became, well, 

what kind of story do we tell next?” 

Chronicling the bar crawl to end all bar crawls 

was apparently the answer. Krankel is resolute in 

his determination, convinced that it’s the perfect 

set-up for a narrative-focused adventure. “In some 

ways, in many ways, drinking is kind of a role-

playing experience in real life. That idea seemed 

pretty fun for us to explore.”

With this in hand, along with the desire to expand 

on its excellent fluid-dialogue system, Afterparty 

started coming together pretty quickly. Night School 

was eager to once again keep the adventure fairly 

self-contained within a central environment, although 

it was keen to make it more vibrant and dynamic than 

Oxenfree’s Edwards Island. It’s as these elements 

– the premise, the basic systems and the general 

setting – began to coalesce that the studio realised 

it was on to something pretty special. “When we 

started we were like, ‘is there a single setting that 

we could put you in that a lot of different types of 

characters would inhabit?’ Papers, Please was an 

inspiration for us initially, it helped us realise that 

there are a lot of various walks of life that can come 

through a single setting.”

“A bar felt great for that. The bar is a place 

where any traveller and any type of story can exist. 

Initially we thought the game was just going to be 

set in one bar and that was what we iterated on 

for a while,” Krankel recalls, noting that it quickly 

realised it was planning the worst party of all time. 

“Eventually we realised that being stuck in just one 

bar would be kind of lame and a little depressing.” 

“We just knew we 
had to make the game 
where you’re drinking 

with Satan”

n Lola will be 
voiced by Star Wars: 

Battlefront II’s Janina 
Gavankar, while her 
partner in crime Milo 
will be voiced by Khoi 
Dao, an actor known 
for voicing a wide 
variety of characters 
in anime circles. 
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What would hell be 

without its own form of 

social media? “This is 

one of those occasions 

where we liked the idea 

before we even knew 

how we were going to 

do or use it,” laughs 

Krankel of the decision 

to have the demons of 

hell subtweeting you 

every step of the way. 

“The way it works now 

is that Bicker [that’s the 

name of Hell’s social 

network] is intended to 

be pretty passive  

for the player. It  

allows them to see 

an inner monologue 

of what’s happening 

for the other NPCs on 

screen without having 

to delve completely into 

a new dialogue tree 

with them.”

“On a small level, 

let’s say you’re playing 

beer pong and you 

totally screw up a shot, 

a couple tweets might 

show up in the world 

that say ‘Oh, this human 

sucks’ or whatever it 

might be,” says Krankel, 

noting that it’s going to 

not only act as a map 

of your adventure but 

as a way to gauge how 

you’re being perceived 

out in the wider world. 

“It’s designed to be very 

reactive. By the end of 

the game, there will 

be a real-time list of 

all of the events of that 

night – not only the stuff 

that you saw, but stuff 

that was going on out 

in the world as well. It 

allows for fun flavour 

elements, but it also lets 

you understand what’s 

going on in other parts 

of the world narratively 

without having to dive 

into a menu.”

there’S NO 
eScaPiNg 
twitter, 
eveN iN hell

He isn’t wrong. So, how did Night School 

circumvent this particular issue? It once again 

looked towards film for inspiration. If Oxenfree 

was Poltergeist by way of Freaks And Geeks, 

then Afterparty had a whole different energy and 

vibe about it. Bill And Ted’s Excellent Adventure, 

Superbad, Harold And Kumar Go To White Castle and 

just about any film with an Edgar Wright directorial 

credit ascribed to it. Really, Krankel tells us, “any of 

these kinds of movies that take you on an adventure 

that is fairly crazy and set over one night. What’s 

the story behind your craziest night out? That was 

where the idea led us. It basically turned into a pub 

crawl from that point onwards.”

“It was a way to make the game more 

unexpected too. A lot of people’s favourite nights out 

are when they go out and party but they don’t know 

how they got from point A to point Z because there 

were so many left turns throughout the night, you 

know? And we wanted to create an environment 

that feels the same way,” Krankel considers, 

adding, “So, those two things kind of came together 

at the same time. The idea of drinking, at a low-

level mechanics perspective, opened up a lot of 

mechanical opportunities, and then the pub crawl 

set-up is just stupid and fun. We thought it would 

be a blast to live in that space for a couple of years 

while we make the game.”

Oxenfree released back in January 2016, and 

Afterparty will have had three years in development 

by the time its 2019 release window rolls around. 

n Afterparty brings Night School’s proficiency with interactive storytelling to a whole new level as it asks you to escape hell by out-drinking the devil. You have just one night to hit 
the bars, raise your tolerance and challenge the lord of the underworld to a drink off. 

n In sharp contrast to Oxenfree, Afterparty has been written as an outlandish comedy. The premise is ridiculous, and so to are the characters that you’re going to meet along the 
way. The studio has sunk considerable time into ensuring that each of the bars are unique and wondrous locales to visit. 
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That time has been well spent developing out the 

world and all of the weird and wonderful characters 

that inhabit it. While the idea of a monstrous crawl 

may have been established relatively early on, the 

decision to take it from the city streets and into the 

bowels of hell didn’t arrive until much later.  

It did, in fact, start out as a running joke 

internally before quickly spiralling into something 

more concrete. “We just knew we had to make the 

game where you’re drinking with Satan,” Krankel 

laughs. A crazy night out with Satan and his demonic 

subordinates set the stage for hell as the canvas of 

the adventure, and it was one that the team quickly 

leaned into. “That environment allows for an insane 

amount of different walks of life and stories. We can 

create our own version of hell, basically… you’ve 

got demons that have been there forever and then, 

on top of that, you’ve got dead humans there who 

are all there for a reason. They’re going to have 

crazy stories to tell as well. Some might be serial 

killers, some might have cheated on their taxes, but 

everybody is there for a reason.

“I think that was really the biggest – not on 

a mechanics level but on a narrative level – ‘aha’ 

moment for us. We realised that we can kind of 

treat the afterlife in a Tim Burton kind of way; it 

can be macabre and fun, and it can still deal with 

some pretty dark stuff, but we don’t need to take 

ourselves too seriously. All of this kind of just 

overlapped nicely. The mechanics, the setting and 

the idea of the bars… they just kind of worked pretty 

well together.”

So, why is this such a monumental challenge 

when compared with Oxenfree? It’s because across 

the ten-hour adventure you are effectively able 

to shape the narrative around your decisions. 

Choosing how the pub crawl plays out, with the 

world itself reacting, expanding and diminishing to 

your presence and choices. “Did we want to make a 

game where, by the time you got to the end of it you 

could go back and 100 per cent every little aspect 

of it? Meet every character and do every little thing 

before the final showdown? Or did we want a game 

where physicality and the choices that you made – 

not just dialogue-wise but also where you were at 

various times and which quests you decided to go 

on – would also close off other ones?

“We ended up more in the latter camp. 

Afterparty is a game where you will not be allowed 

to see like half of the content of the game,” Krankel 

Drinking your way out of hell isn’t going to be easy. 

Eternal beings have a high tolerance for alcohol and 

have, subsequently, developed their own array of 

hellish cocktails that help take the edge off after 

a long day of enacting torture. For humans, such 

as Lola and Milo, there’s going to be a little bit of a 

readjustment period. “There will be drinks that just 

give you basic liquid courage and those that make 

you more boisterous and out there than you might 

have been otherwise. Then there are more specific 

drinks…” Krankel teases. “There’s also a category of 

very specific off-the-menu drinks that do crazy stuff. 

You might drink a shot that makes you vomit your 

conscience up as a little character; that character 

runs away, crawls up into an air vent and now all of 

your dialogue choices are suddenly awful.”

“The thing is though,” Krankel continues, “if you 

drink too much, there is certainly the risk of blacking 

out. There’s the risk of your dialogue being basically 

unreadable or your animation state changing so 

much that you’re falling over.” That all said, there 

are some instances where overindulgence isn’t just 

advised, it’s practically recommended. “There’s one 

bar you can’t even get to unless you black out and 

wake up in that park,” he tells us, laughing. “There 

are a variety of ways we’re combining all this. As you 

make your way through the game, interacting with 

the characters – either on smaller side quests or the 

larger monarch characters – your tolerance will be 

increasing, and that unlocks new types of drinks at 

different bars.”

From there it’ll be up to you to decide how to 

manage your drinking and the type of interactions 

it could induce – you can even get through a large 

portion of the game by barely sipping at your 

drink, should you so choose, Afterparty’s version 

of Oxenfree’s lingering silence. “You have to ask 

yourself, ‘Who do I want to be when I enter this bar?’ 

We want drinking to be like a role-playing mechanic. 

And I don’t mean like a levelling mechanic, I mean 

literal role playing” Krankel says. “If I walk into a 

bar and I see that it is full of a bunch of gruff biker 

demons or something, I might want to order a drink 

that makes me have more aggressive or more 

romantic dialogue options. When you have a drink in 

you, new dialogue choices pop up. There isn’t really a 

right or wrong way to approach any of this.”

Party ‘til 
yOu Puke

n Drinking games will materialise in pretty smart ways. Beer 
pong features a brand-new control system, simple enough that the 
dialogue system can still sit atop of it. Karaoke is a rhythmic version 
of the dialogue system, with all-new (super weird) songs written by 
Andrew Rohrmann, who provided the music for Oxenfree.
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reveals of your first run through the game. “That’s 

because there could be a situation where you choose 

to visit one bar that’s floating on the River Styx but 

then another one sinks because you didn’t get there 

in time. So, an entire quest line could be gone.”

“But there’s also a clear, like, macro-level 

narrative happening for Milo and Lola,” says Krankel 

of the events that transpire in the 

ten-hour time frame. “That’s one of 

the biggest narrative challenges for 

us, letting people tackle the missions 

out of order, but also making sure 

that the story, from front to back, is 

very clearly their story and not just a 

bunch of vignettes. The way that the 

game is being designed and written is 

such that when you play through it that first time you 

really should be feeling like this was Milo and Lola’s 

story and that you got caught up in what an insane 

road they took to get through it all.” 

The road you take to secure that final 

showdown with Satan isn’t all that dissimilar from 

collecting Gym Badges in Pokémon. You need to 

hit various bars, raise your tolerance level for the 

demonic house specialities by drinking with the 

residents, improve your skills in mini-games such 

as beer pong, karaoke and dancing, before looking 

to challenge one of Satan’s trusted envoys. “Each 

bar itself is heavily themed in that there will be 

anywhere from five to ten very specific characters 

inside,” Krankel tells us, noting that this has been a 

considerable time sink for Night School in making 

each of the bars and the characters 

that reside in them feel distinct. “One 

of the things we’re trying to do is 

make as many of those NPCs feel 

alive. Every single NPC will have 

[tolerance levels] functioning under 

the hood for them too. You may see 

some dude walking along that just 

passes out on the ground in front of 

you or needs to be dragged out by the bouncer. At 

a base level these characters will have little lives 

where they will leave the bar and you can follow one 

and go down the street, or they will have a drink and 

have a full conversation with somebody else. Most of 

that stuff is not scripted. It’s just going to happen.”

“Your choices can allow you to play the game 

however you want,” says Krankel, explaining that 

while there are fail states in certain scenarios they 

only add to the drama of the adventure rather than 

stopping you in your tracks. “Even if you totally crap 

the bed in a question and answer moment, or an 

activity, or whatever it might be, you can still get 

through it.”

While it might not seem like it on the surface, 

Afterparty actually feels like the natural follow 

up to Oxenfree. It’s smart and intuitive, creative 

and unburdened by convention, just like Night 

School’s first game. For Krankel and the rest of the 

development team, Afterparty has been a challenge, 

but it’s one that it is happy to have undertaken. “We 

are in the middle of the project now; we’re in a spot 

where we feel like the feature set and what we’ve 

decided to take on feels like it’s of an appropriate 

size, but if we talk in six months, I might just say ‘I 

was so wrong. This game is way too big,’” he says, 

laughing. “But it’s just one of those games where… 

there’s just a lot of joy and confidence in everybody 

here. We’re like, ‘This is a crazy good idea and it’s 

going to be fun to make!’. It feels very natural, you 

know? The whole process of making this game has 

been excellent. We’re more assured than I think any 

of us have been on any other thing we’ve worked on 

before.”

“You have to ask 
yourself, ‘Who do I 
want to be when I 
enter this bar?’”
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FEATURE TEN OF THE BEST

THE BEST TITLES THAT STARTED LIFE OUTSIDE OF THE REALM OF GAMING

LICENSED GAMES
TEN OF THE BEST

■ This side-scrolling beat ‘em up 

captured the energy and style of Scott Pilgrim 

perfectly. It’s fast and ridiculous, steeped in a 

very real love of videogames and the culture 

that surrounds them. The incredible chip-tune 

soundtrack from Anamanaguchi certainly helped 

things along too, creating a spirited experience 

that was sadly taken away from us before its 

time. Damn you licensing agreements!

■ iT is preTTy difficult to choose just one of 

Traveller’s Tales games for this list because, and 

lets be honest here, we could have chosen nine 

more quite easily. But we still have something of 

a soft spot for LEGO Marvel Superheroes. 

The Marvel properties have had a bad run of it in 

the gaming world, and yet this wonderful action-

packed co-op adventure gave us everything we 

needed: light humour, awesome characters and 

some very cool playgrounds to mess about in.

■ Frank casTle has never had it easy. And we aren’t talking about 

his miserable life here, but of his numerous attempts to break out of the 

panels and into other areas of entertainment. But his 2005 PS2 game, 

The Punisher, is still a brutal reminder to the power and potential of the 

character. We’d love a sequel, Volition; just be sure to make it extra gory.

SCOTT PILGRIM VS. THE WORLD

LEGO MARVEL SUPERHEROES THE PUNISHER

■ BASED ON A hugely successful line of books from author Dmitry Glukhovsky, the Metro games have stood in stark 

contrast to so many industry trends. Metro 2033 arrived in 2010 and introduced us to a world on the brink of total collapse; the 

Earth is scorched beyond recognition, forcing the remnants of humanity to live in the dirty metro tunnels beneath the surface for 

survival. It is slow, atmospheric, and pretty damn terrifying, Metro 2033 is still a beautiful and unique FPS. 

METRO 2033
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■ ROCKSTEADY PUT ITSELF on the map with Batman: Arkham Asylum. The studio is now considered to be one of the 

most celebrated (and trustworthy) British studios of all time thanks to the quality and success of its Arkham trilogy. The games 

expertly captured the feel of Gotham and the chaos its villains create within it, not to mention what it would be like to wear the 

cowl of the Bat better than anything that has ever come before it. Batman: Arkham Asylum is still an incredible, must play gaming 

experience that we recommend everybody get around to playing eventually.

BATMAN: ARKHAM ASYLUM

THE WALKING DEAD

■ WE AREN’T REALLY sure why, but 

Spider-Man has never quite landed into the 

world of gaming in the style that he truly 

deserves. Activision’s PS2 classic Spider-Man 

2 is the closes that anybody has come so far; 

based on the 2004 movie of the same name, 

the game captured the intensity and fluidity of 

Spider-Man’s movement and combat. It was well 

written and featured a decent world to explore, 

particularly for the era in which it was released. 

SPIDER-MAN 2

■ HAVE YOU EVER experienced true terror? 

And no, we don’t mean the act of playing Aliens: 

Colonial Marines. We are referring to Alien 

Isolation, you know, the good Alien game. It’s a 

wonderful achievement, effortlessly thrusting 

you into a tantalising and terrifying world, where 

danger lurks behind each and every corner. 

Alien Isolation features state-of-the-art artificial 

intelligence, a Xenomorph that you are unable 

to escape from for long. It is as stressful as it 

sounds and it is truly awesome to behold. 

ALIEN ISOLATION

■ THE MAD MAX films have always been 

a monumental influence for so many games 

over the decades, and yet no studio had ever 

properly leveraged the license. Enter Just Cause 

2 developer Avalanche, with the team doing 

an incredible job to capture the scope, isolation 

and scale of the Wasteland in Mad Max. It can 

be difficult to find the time for open-world 

adventures right now, but there’s very little out 

there quite like this one. 

MAD MAX

THE WITCHER III: 
WILD HUNT
■ AH, THE WITCHER. Given how bloody 

excellent The Witcher III: Wild Hunt would prove 

to be, it’s often pretty easy to forget that Geralt of 

Rivia first began life as the subject of a novel by 

author Andrzej Sapkowski. The Witcher is now, 

arguably, more synonymous with gaming than 

anything else and that’s all down to some pretty 

phenomenal work from CD Projeckt Red. 

■ WHEN TELLTALE GAMES first 

acquired the license to create a game 

based on the hugely successful 

The Walking Dead series of graphic 

novels we didn’t really know what 

to expect. But, as time has certainly 

proven, it has been one of the most 

potent licensed series of all time. 

Season One is, in particular, now 

held up as a benchmark moment 

for narrative design in gaming, with 

its heartbreaking story – driven by 

choice and consequence – breaking 

everybody that plays it, eventually.  



You can feel Detroit striving 

to be more than it ultimately 

turns out to be. We don’t mean 

for that to sound overly critical, 

but only to suggest that while 

fantastic progress has been made from Heavy 

Rain through Beyond and now Detroit: Become 

Human, it also doesn’t seem as if David Cage’s 

vision has been fully realised just yet, although it 

might be the closest he’s ever gotten.

What we will say to its absolute credit is that 

the subject matter of Detroit: Become Human suits 

Quantic Dream’s style down to a tee. Working in 

sci-fi really suits the studio’s approach to menus, 

character design, its cinematic flair with a camera, 

and even the nature of the controls. While the aim 

of these games has always been to bridge the gap 

between movie and game experience in as tight 

and clean a way as possible, the quicktime events, 

HUD elements and investigative twists sometimes 

felt like they put a barrier between us as players 

and the action. With androids as your leads that 

doesn’t feel as odd.

Detroit works with this really well as it 

establishes early on that it’s the programming the 

androids themselves that’s dictating where they 

can and can’t go in the game world (a simple twist 

on the invisible wall concept), that the different 

elements they see around them are part of how 

they view the world. And it’s interesting to see 

that change through the game too as they first 

break their strict programming (or not, as the case 

may be) and establish their own priorities. Then, 

suddenly, you choose not to walk down the alley, 

not because your programming says not to, but 

because the character has chosen a priority for 

themselves that they are tied to.

It creates a nice feedback loop for the 

game as mechanics and interface intermingle 

with the narrative and character development. 

In that way, Detroit is possibly Quantic Dream’s 

most immersive experience, rarely feeling like it’s 

breaking the illusion of the reality it’s building, even 

when button prompts are appearing on the screen 

every few seconds. 

It’s not without its inconsistencies though. It 

still includes a plethora of seemingly inane control 

prompts to interact with the world around you or 

give you a small role to play in what is broadly a 

cutscene. It can sometimes feel like interactivity for 

its own sake, checking in with us just to make sure 

we don’t feel left out of the action. But the game 

doesn’t need to keep doing that so long as it’s doing 

the rest of its job right, and it often does. As you get 

deeper into the story, you will be invested and you 

will feel involved in every moment, even if you’re 

not being asked to press X or slide your finger 

across the Touch pad, so feeling the need to do so 

can detract from that a little.

There’s also the question of when you do 

and don’t get to make a choice for the character. 

This is a tricky area for any game that allows 

you to dictate so much of the personality and 

decision-making of a protagonist; how much will 

the game assume control to keep the character 

on a particular track and how much will it allow 

us to control those choices. We have to say that 

our experience of Kara, Connor and Markus was 

pretty consistently in our hands, with only a few 

minor conversations where we thought it was 

curious we didn’t get a say in the words being 

spoken, but they stood out because of how rare 

they were.

 Which brings us to our android protagonists 

in a little more focus. We have to say that we 

rather liked all three of them, and for pretty 

different reasons in each case. They each offer 

slightly different degrees of control too, which is 

interesting. Kara’s story is probably the simplest 

and most focused, which does mean that it lacks 

some of the broader, bigger-picture narratives that 

Connor and Markus enjoy, but it’s the emotional 

core that can inform a lot of your thinking process 

with regards to the other characters. It doesn’t 

really feel like you have a lot of control over her 

relationships, but you can control her actions, and 

the escape plot just keeps ratcheting up for her.

Connor feels very much like FBI agent 

Norman Jayden from Heavy Rain, this time with 

his high-tech glasses replaced by an enhanced 

version of the memory palace that all androids 

can tap into, freezing time momentarily to highlight 

points of interest and review directives. As the 

newest android off the production line, his journey 

is a gradual questioning of mission versus self. 

His objective is to solve the deviant crisis, but that 

means hunting and ultimately shutting down the 

androids who are ‘malfunctioning’. How far is he 

willing to go to do that, and to what degree is he  

willing to ingratiate himself with the humans 

around him to ‘fit in’? It’s a slow burner, but a really 

satisfying element of the game with its detective 

elements.

 We recommend a clean first playthrough of Detroit before revisiting 

chapters and seeing how they could have turned out. The illusion is better 

preserved by not asking how it’s done. 

Detroit: Become 
HumanDo androids dream 

of quantic sheep?

DETAILS
PUBLISHER  

Sony

DEVELOPER 

Quantic Dream

PSN PRICE 

£52.99

PLAYERS 

1
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While we would certainly recommend playing 

Detroit in long, clean chunks, we also have to tell 

you to drop out back into the main menu from 

time to time. You see, the android there, who at 

first appears to be a host to the experience, turns 

out to have a lot more to say and many more 

interactions to offer the deeper you get into the 

story. It’s a small touch, but one we liked quite a 

lot. There are also a series of questions that you 

will be asked, and you will be shown percentages 

of what other Detroit players answered. These 

questions will have to do with themes touched 

upon in the game, such as the role of technology 

in our lives and our potential feelings towards 

AI. It helps bring some additional personal 

investment to the story being depicted, and is a 

neat little addition by Quantic Dream.

“detroit is possiblY 
QUaNtiC dreaM’s Most 
iMMersiVe eXperieNCe”
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We tend not to get too caught up in the concept of the 

uncanny valley, because it has always struck us as a little 

unfair to expect videogames to master utter realism 

when they are simultaneously delivering interactive 

entertainment that is so much more demanding than a 

still image or fixed camera experience. That said, Quantic 

Dream likes to work on the very edge of the precipice, 

striving for greater realism with each passing game. A 

new engine with Detroit brings fantastic new lighting, 

more camera control, great textures and less rubbery 

faces. But it’s the movement that kept catching us as we 

played. It just feels a little too stiff at times, lacking the 

fluidity and naturalism of something like an Uncharted 

or Assassin’s Creed. So, some areas to improve upon.

 With its android protagonists Quantic Dream has a great excuse for putting up 

barriers for the player in the world or dictating certain decisions. Programming rules 

these character’s lives just as it rules game design.

 It’svery hard to say what is ultimately a good or bad outcome to any given scenario. 

Even the death of a major character could lead to important revelations that help out someone 

down the line. The web this game weaves is quite something.
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We would highly recommend a clean opening 

playthrough though, because it makes for a far 

more suspenseful and compelling experience.

In fact, Detroit manages to maintain 

its suspenseful story very nicely. The opening 

negotiation scene, released as a demo before 

Detroit: Become Human’s launch, sets the tone for 

what’s to come, giving every chapter an urgency 

and threat because you’ve already seen how nasty 

things can get very quickly with Connor’s rooftop 

showdown. When the high-stakes decisions start 

coming in thick and fast, especially once storylines 

begin to overlap, the potential for catastrophe at any 

dropped quicktime move or any misspoken word  

feels immediate.

But there’s a certain rhythm and formula to 

a Quantic Dream game that becomes transparent 

as you play. You can be fairly confident that any 

fight is largely survivable up to the fifth or sixth 

quicktime event onwards. You can be fairly certain 

that while death is possible at any time, you will 

be given ample opportunities to avert it. If you’ve 

played the studio’s recent offerings then this will 

come as no surprise to you. That all said. Detroit 

does a better job in most instances of disguising 

the formula and keeping you guessing. Over-

confidence that you know what is to come can just 

as easily be your downfall.

Making unintentional errors through 

misunderstood dialogue choices was not 

a problem we encountered. The clarity of  

the instructions and options you’re given 

through the course of the game is far  

more consistent than we’ve experienced 

elsewhere. We never felt as if the response 

we had chosen was contrary to what we  

had expected or hoped to give. And jumping 

between the three characters, you have 

a chance to play out very different attitudes 

towards the same problems. Whether you 

choose to play the role of a ‘cold android’ or 

allow your own humanity to seep into their 

behaviour, you’re going to get some interesting 

and varied responses on screen.

What we also appreciated was the ability to 

play our words off against our actions. We could 

be the hard-assed, pragmatic investigator with 

Connor in some moments, but behave a little 

differently to that. The game seems to understand 

that what you say in private versus what you do 

in public can be very different and yet still remain 

consistent for the individual. It’s hard to fully explain 

this without giving up story details, but suffice to 

say, if you put your foot in your mouth, you can 

walk it back by how you behave, and sometimes 

convincing someone you’re something you are not 

gives you more options down the line.

But for every step of progress it feels like 

there’s a step back taken too. Or perhaps it might 

be more accurate to say that each step reveals 

a small shortcoming that’s always been there 

that needs to be resolved. While animations in 

cutscenes and facial capture are fantastic 

throughout, some of the character animation in 

player-controlled moments is stilted and awkward. 

While there are fantastic new levels of detail in skin 

textures and in the world broadly, some of the 

character designs feel a little unfinished, particular 

with their hair, which feels like an odd thing to 

nitpick, but the delicate balance of immersion in 

a game that is reaching for something so close to 

naturalism is so easy to tip over.

So, is Detroit going to convert David Cage 

sceptics to Quantic Dream’s way of thinking? 

Absolutely not. This is pure thematic pondering, 

melodramatic, challenging, gamified cinema-

aping stuff, and that’s why we like it. And we 

could certainly dissect its portrayal of domestic 

violence, civil rights and popular uprisings, but 

we’ll leave such analysis to those better versed in 

the theories and facts in the real world. As a game, 

this is Quantic Dream at its most confident and 

composed. And if you’ve been enjoying time spent 

with Life Is Strange or the Telltale output in the last 

couple of years, this has plenty to offer you.

And that leaves Markus, whose story is 

really the overarching one of Detroit, and the one 

that is driving the events in the world that are so 

badly affecting the other characters. His is a purely 

moral struggle of peace versus violence. Detroit 

does a fantastic job of delivering both of those 

potential through lines for you, giving you ample 

reasons and opportunities to flip between one or 

the other if you feel compelled to do so. Markus is 

the character who feels as if he offers the greatest 

overall control of his narrative and decision 

making, although some of his relationships feel a 

little too easily won. 

But as with previous Quantic Dream 

games, it’s not just about the decisions  

you make, but the speed in which you make them 

and whether you fail or succeed along the way. 

One thing that impressed us greatly was how even 

things that felt like failure actually wound up being 

interesting threads to pull later on. On a couple of 

occasions, what seemed like negative outcomes 

in our narrative created boon opportunities for 

us later. And similarly, doing what sometimes 

seemed like the right thing or the moral thing could 

send us down a dark path.

And there are so many paths. Quantic 

Dream made the decision with this game to 

reveal the threads (albeit in textless flowchart 

form to give you nothing more than an 

impression) that could have been taken. We 

had our concerns that this would remove some 

of the tension from the experience or show 

us too much behind the curtain, but thankfully 

that’s not the case. What it does do is give you 

about a thousand reasons why you’ll need to go 

back and play through again to see how things 

could have turned out. You can start over at the 

end, of course, but you can also dip back into 

completed chapters and select a Do Not Save 

option so that you can test out ideas without 

fear of overwriting your original experience. 

YoU’Ve alreadY seeN HoW NastY 
tHiNGs CaN Get VerY QUiCKlY WitH 

CoNNor’s rooFtop sHoWdoWN
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thriller



Don’t flip out

Yoku’s Island Express
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1

used to. Instead, the two-dimensional island 

of Mokumana feels very natural and alive, with 

painted backdrops that range from lush forests 

to snowy mountain tops. Dotted around the 

world is a varied cast of endearing characters, 

most of whom want to add another item to 

your to-do list. 

He doesn’t say much, but Yoku manages 

to be the most endearing of all. It’s probably 

down to the way he pushes his little ball (which 

doesn’t, thankfully, appear to be actual dung) 

around the world and clings to it when he’s 

bouncing off bumpers and flying through the 

air. Yoku can’t die, which takes a great deal of 

stress out of the fast-paced pinball sections. 

But he can fall through flippers into thickets of 

thorns. Every time we hurt Yoku this way we 

gasped in dismay, which says a lot about how 

cute he is, since we’ve sent other protagonists 

hurtling off cliff edges in pursuit of a collectable 

without wincing.

The controls are smooth and extremely 

satisfying to use, particularly as every bumper 

When a style of gameplay 

becomes so established it 

receives official sub-genre 

status, it can be difficult to 

innovate successfully. Yet 

Yoku’s Island Express manages to do just that to 

the Metroidvania sub-genre. 

Like any action platformer game, Yoku’s 

Island Express drops you into an open map that 

you have to explore and re-explore with new 

abilities in order to progress. It’s the integration 

of some seriously creative pinball gameplay 

that makes exploration feel thrilling and unique.

Pinball bumpers are located throughout 

the open world to help you explore, but there 

are also closed-off pinball puzzle areas where 

you hit switches, destroy obstacles, engage in 

boss battles and forge new paths. You also find 

large amounts of the game’s currency – fruit – 

that is used to unlock new bumpers so you can 

propel Yoku into new areas. 

Visually, the game is stunning. This isn’t 

the garish and loud pinball backdrop we’re 

P
S
4
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  Sometimes Yoku will propel himself 

into closed off areas dedicated purely to pinball 

gameplay. Use the flippers and your skill to collect 

as much fruit as you can, because you’ll need it in 

order to progress in the open game world.

is colour-coded blue and/or orange to indicate 

a shoulder button on your controller. Everything 

is intuitive, and your next step is always clear. 

It does, however, still take some skill and 

patience, particularly the pinball areas. 

It took a lot to stop ourselves rage quitting 

when we missed our mark for the millionth 

time; when you’re backtracking a lot as part 

of gameplay, getting stuck in a pinball area 

can quickly start to feel claustrophobic and 

aggravating. 

The fact that Yoku is always moving in 

these areas, however, really helps retain the 

flow of action. And when you do manage to 

flip perfectly it’s extremely satisfying and 

you’ll love Yoku and his island all the more. It 

manages a reasonable balance between this 

melding of styles.

VERDICT

7/10a clever, but not entirely 
seamless, mix of genres

REVIEW        YOKU’S ISLAND EXPRESS        PS4
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 You start out with absolutely nothing. It doesn’t take much to get yourself an axe and some clothes 

but it’s a long way to the fancy armour and weapons; longer if you’re trying to do it alone.
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If absolutely nothing 

else, this game somehow 

manages to perfectly 

capture the tone of the 

1982 Conan The Barbarian 

film. And what’s not to love about that? It’s 

the music that really does it, oh-so obviously 

emulating the score of that film but the game 

does a lot of legwork too. Even if it’s not 

always able to deliver. 

Conan Exiles sees you in the role of, well, 

an exile. Nailed to a cross and left to die at 

the edge of the world with nothing but rags 

to your name (and if the nudity filter is turned 

off, then not even those). Customisation is a 

little basic but you did get to pick fun things 

like a religion, which will determine powers 

later in the game. You also get a random set 

of crimes that explain your exile and we had to 

giggle at “corrupting the youth”. 

After being freed by a Conan lookalike, 

you’re then let loose without much hand 

holding. Thanks to a world that’s hand crafted 

instead of randomly generated, you’re still 

guided about by ruins and landmarks as well 

as given a few mini objectives to take you 

through all the necessary steps of survival. 

It’s all pretty straightforward if you have even 

a passing familiarity with the survival game 

genre: eat, sleep... all that jazz. 

The first real obstacle of Conan Exiles is, 

unfortunately, the user interface. Especially 

on PS4, those menus aren’t just obtuse at 

first, the text is preposterously tiny. It’s an 

issue that never goes away and we can only 

hope it gets improved with patches. For now 

though, it’s a constant challenge.

It's a shame because outside that it’s 

an incredibly well put together survival 

game. Polished to a higher standard than 

usual and it’s got atmosphere and character,  

two things often lacking in similar titles. This 

feels like a world instead of a sandbox and 

that makes your adventures in it feel all the 

more authentic. 

Of course, it still is a sandbox and you’ll 

almost immediately be stumbling into 

absurdity. Like the time we took on a whole 

camp of baddies, naked with nothing but our 

fists because we couldn’t figure out how to 

craft a weapon.

You will improve pretty fast. Levelling 

up gives you two resources. Firstly, points to 

spend on skill trees that can boost your stats 

like health and stamina. Typical RPG stuff. 

Then there’s the knowledge tree, where you 

can unlock new recipes for weapons, tools 

and, of course, building structures. 

Base building is a core component of the 

game that’s well put together. You can snap 

buildings to the terrain with ease and if you’ve 

some imagination you can begin building 

all sorts of inventive bases for yourself. 

And you’ll need one to begin constructing 

better weapons and armour. As good as it 

is though, the need for base building does 

feel a little at odds with the adventurous 

nature of the game. It’s hard not to just wish 

Conan Exiles
Not such a crom-y time

DETAILS
PUBLISHER  
Deep Silver

DEVELOPER 

Funcom

PSN PRICE 

£33.99

PLAYERS 

1-40
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in control, kicking down walls with ease or 

you’re the one caught underneath, the arrival 

of an avatar is a spectacular moment in a 

genre too often concerned with the mundane. 

You can play solo, offline and with friends 

too. There’s no need to jump into a server with 

a bunch of strangers. You will likely miss out 

on much of Exiles biggest moments but the 

great thing about it is that it still feels like a 

world you can have adventures in. There are 

ghosts to meet to find lost treasure, dungeons 

to explore and enemy strongholds to conquer. 

In fact, being a lone wolf in a busy 

online server, whilst tough, feels especially 

rewarding. The presence of clans and other 

players just invites more outcomes into what 

is a very good story generator. The idea of 

sword and sorcery, a less epic kind of fantasy 

where one small story rolls into another, 

is perfectly captured here thanks to a mix 

of survival genre mechanics, large scale 

online elements and a world that has secrets, 

dungeons and monsters. It’s an unlikely route 

to capturing that spirit but when it all comes 

together, it really works. 

to be a roaming nomad in this rich world, 

stumbling from one adventure to the next as 

Conan would. Instead, you’ve got to commit 

to building some base of operations and that 

feels like a lost opportunity to fully deliver on 

the fantasy of the source material.

The base building does let Conan Exiles 

become something more epic though, 

escalating into clans battling over territory 

with sprawling fortresses. Building a massive 

base isn’t quite enough, you’ll need underlings 

to staff it and produce your weapons. This 

is where the game’s thrall system comes 

in. Essentially, you can capture and enslave 

NPCs, dragging them by rope to your base 

and break them on the Wheel Of Pain. Then 

they’ll serve you and depending on their 

background, will give you access to different 

weapons and structures. Of course, while 

slavery fits into the setting it does feel a bit 

uncomfortable going around partaking, so 

you might prefer to get by on your own. 

The real reward for committing to a base 

is the Avatars. That religion you chose at the 

beginning? That allows you to construct an 

altar. Bring enough to the table and you’ll 

be able to summon and control an avatar of 

your chosen god. Giant walking statues, huge 

slithering snakes… each one is a bit special 

to see in motion. Whether you’re the one 

this Feels like a wORld 
iNstead OF a saNdBOX 
aNd that Makes YOUR 
adVeNtURes iN it Feel all 
the MORe aUtheNtiC

 Climbing 

takes a leaf out of 

Zelda Breath Of The 

Wild’s playbook and 

lets you scale just 

about any surface so 

long as you’ve got the 

stamina for it. It really 

opens up the world for 

exploration.
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8/10a survival game that 
embraces adventure
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One of the most impressive things about Conan Exiles is 

its world. Not only truly massive it's also wonderfully varied. 

You’ll start out in the desert and spend many hours here 

before seeing anything else; however, waiting for you deeper 

in the game are much less arid climates. There are jungles and 

rolling highlands, forests too and each of those has a whole 

set of its own monsters. Much farther in you might reach 

the frozen wasteland at the top of the map with mammoths 

and all sorts of classic wintry goodness. Survive that and 

you’ll make it to a volcanic hellhole that really is only for the 

absolute survival game masochists.
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TOMB RAIDER
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Tomb Raider plunged Lara 
Croft into a deep waters and 
cavernous tombs, and allowed 
gamers to explore a full 
360-degree 3D environment. 
A star was born…



avin Rummery was sitting on the 

stairs within the maze of Core Design’s 

headquarters when he suddenly realised 

the gargantuan task that lay in the weeks, 

months or perhaps years ahead. Next to him 

was Toby Gard, a 23-year-old who was, at that 

point, best known for his work as a graphic artist on the kart 

racing game BC Racers which starred characters from Core’s 

Chuck Rock series.

“It was my irst day and I was told there were two 

potential games I could work on,” Rummery recalls. “Toby 

enthusiastically described his vision of one of those games to 

me, which was more like someone describing a movie pitch 

than a game design that was possible in 1995. 

“I honestly wondered how this young animator had 

persuaded anyone to let him try to make this thing, but as the 

new boy I just nodded and smiled whilst inwardly wondering 

how any of it could be made to work.” That game was Tomb 

Raider and what Gard had described was like 

nothing else. It was also about to turn Core 

Design from a loosely organised group of mainly 

former Gremlin Graphics employees into one of 

the biggest and richest developers on the planet.

By the time Gard found himself explaining 

the concept to Rummery, he had already spent 

many months developing the game’s lead 

character. As a huge fan of blockbuster action 

movies such as Tank Girl and Indiana Jones, 

he wanted the hero to be athletic, adventurous and smart. 

The character was originally going to be a man, and Core 

had already dabbled with such a igure in its Rick Dangerous 

series. But the makers feared the might of Hollywood 

because it was looking too close to Indiana Jones – there was 

even a whip used to climb and lasso things. Jeremy Heath-

Smith didn’t fancy taking on LucasArts so the character was 

switched to a woman and she was named Lara Cruz.

Lara came to life via pencils and paper, Gard’s preferred 

method of designing. He scanned those that he liked and 

added colour, but it was a slow process, with lots of drawings 

hitting the bin before he hit upon the ideal image. Some of the 

physical attributes were deliberate: Lara’s exaggerated igure 

made for a more recognisable character, Gard argued, telling 

the BBC “caricature can oten communicate an idea faster 

and more clearly than a realistic representation can.” Yet he 

told The Face, her igure was a “slip of the mouse”. “I wanted 

to expand them 50 per cent and then – whoops, 150 percent. 

Darn,” he added.

Gard suggested Lara was a “caricature of a feisty 

attractive woman” and so the facts eventually poured forth: 

5t 9in tall, nine stone, blood type AB negative, born on 14 

February 1967 (Valentine’s Day, of course). She was also 

an educated adventurer, albeit from a wealthy upper-class 

English family. A former pupil at Gordonstoun in Scotland and 

the product of a Swiss inishing school, Lara was also said to 

be luent in a dozen languages. Her aristocratic background 

led to Lara’s surname becoming Crot.

“My irst impression was that I liked her,” says graphic 

artist Neal Boyd. “She was not very butch, not overly sexy, just 

a normal-looking sassy adventurous female character. At 

this early stage in production, the thought of developing her to 

be highly sexualised in design was far from my thoughts. 

It was something that evolved over time with the 

popularity of the franchise and exploited by media 

coverage, which was something the team had no 

control over.”

Gamers became acquainted with Lara during 

an introduction to Crot Manor that was created 

by Peter Barnard. “We wanted to set the scene 

for the interior of Crot Manor in the training level 

and show that it was a safe place,” he explains. 

“It was an establishing shot to tease a bit more 

of Lara’s backstory and the world she lived in. 

I also wanted to help players believe there was 

something beyond the walls of the training area 

so I made a point of showing the glass roof of 

the pool to hopefully connect the interior and 

exterior.”

For the rest of the team, however, 

the biggest concern was the game itself. 

“I was very aware that Toby’s idea was 

I HONESTLY WONDERED HOW 

THIS YOUNG ANIMATOR HAD 

PERSUADED ANYONE TO LET 

HIM TRY TO MAKE THIS THING

  The levels were varied, with some of them proving to be 

very colourful and light, ensuring surprises around many a corner.

G
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HER HAIR

Initially, the idea was to give 
Lara Croft a ponytail within 
the game but the coders who 
worked on the original did not 
know how to create it. “For that 
reason, it became a ‘bun’,” says 
Gavin Rummery, and it was 
only in the sequel that I had a 
brainwave and igured how to 
do it. It was only possible  
to get it working  
after a little 
experimentation.”

FEATUREFEATURE

crazy ambitious, and initially wasn’t very confident we’d get 

very far before the idea was shelved, especially as the small 

team was so inexperienced,” Rummery says. With Tomb 

Raider seeking to be a fluid, cinematic, 3D game played from 

a third-person perspective packed with puzzles and a large 

dollop of freedom to explore, his reservations were entirely 

well-placed. “But this time, it was my job to come up with 

solutions,” Rummery adds.

The assembled team consisted of just six people and 

they worked from a ground floor room in Core’s converted 

Victorian house on Ashbourne Road in Derby. Coder Paul 

Douglas had been one of the first to work with Gard, and 

graphic artist Heather Stevens (nee Gibson) joined early on 

too. Boyd worked alongside her on the graphics while Paul 

Douglas and Rummery toiled on the game logic. But it was 

not an easy start.

One of the issues was getting across what Gard 

wanted so he spent a while modelling a tomb in Autodesk’s 

professional computer graphics program 3D Studio, which 

gave those assigned to work on the game more of a clue. 

Even then, implementation was hard going. “The original 

plan had been for Heather to build levels using 3D Studio, but 

she was struggling to use it because it wasn’t designed for 

building game levels and it was very slow and cumbersome,” 

says Rummery. “In addition, Paul and I had no idea how we 

were going to display such a huge model in game, or how we 

could make Lara interact with it.”

Rummery came up with the idea of basing the 

environments on a grid. He’d seen this approach used for 

the maps in Ultima Underworld: The Stygian Abyss on the 

PC. “It clicked for Toby as he realised he could define all of 

Lara’s moves and animations around the grid distances, 

and Paul realised it would make Lara’s interaction with the 

environment easier to code.

“I spent several months making the Room Editor, which 

allowed the entire game levels to be built, textured, lit and 

the puzzles set up. Heather and Boyd found it much easier to 

build complex environments using the tool and the fact it was 

relatively quick to make small adjustments, export the level 

and run around it in game, made experimenting a lot easier. It 

allowed the levels and puzzles to be refined on a ‘how about if 

you could climb up there?’ kind of basis.”

Suddenly, things were looking up. For each level, 

the team would get together to discuss ideas and make 

How gaming’s most recognisable heroine came to life

CREATING LARA CROFT

PLAYSTATION CLASSICS #47:  TOMB RAIDER

  There are lots of 

nasties to start blasting away at 

throughout the debut Tomb Raider 

game, including numerous wolves.
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HER EYES

Those piercing brown 
eyes were originally 

to have been hidden 
behind sunglasses 

during the game 
(although we suspect 

that would have made 
it hard to see in those 
dark tombs). She did 

sport sunglasses in 
the irst FMV of the 

game. “But, in-game, 
it just made her look 

like she had two 
black eyes so that 

was changed,” 
Rummery 

explains.

HER BODY

Given Lara was going to be 
leaping around tombs and 

hanging off ledges, she had 
to be it. “She was always 

intended to be attractive and 
shall we say ‘athletic’,” says 

Stuart Atkinson. “But her 
personality was also very 

important, we all wanted her 
to come across as intelligent 

and well educated, and her 
aristocratic Englishness 

was all part of what made 
her not just eye candy but a 

character you could  
believe in.”

HER CLOTHES

Toby Gard went through 
a number of iterations 
of Lara Croft as he put 
pencil to paper. At one 
point he had her wearing 
military-style clothing 
but felt that it made the 
character look too much 
like a Nazi. Lara also wore 
baggy trousers and crop 
tops for a while, which 
Gard said made her 
look like Neneh Cherry. 
Eventually the turquoise 
tank top and brown 
shorts won.

HER  

CHANGING LOOKS

Lara Croft has evolved 
over the years, with the 
2013 reboot introducing 
a reimagined character 
for a modern audience. 
Even in this image – 
taken from the 2007 
remake of the irst 
game, Tomb Raider: 
Anniversary – Lara 
appears toned down in 
some respects.



suggestions. This would form the basic scenario while locking 

down the location and any element of story progression. “I 

was then let to my own devices to research and initially draw 

the level designs, which I would iterate on during the course 

of the building process,” says Boyd. “I would add fresh ideas as 

and when I had the inspiration – sometimes when I was going 

for a pee at four in the morning.”

Boyd says that the key element in designing the levels 

was low. “There needed to be a mixture of puzzles, combat, 

surprise and exploration along with those wow moments 

when the scenery took your breath away,” he explains. “I 

tried to play the level over in my head before committing to 

constructing it, to see if the balance seemed right. I am also 

an avid gamer so I know what would annoy a player or leave 

them wondering, ‘what the hell do I do now?’. But, I will be the 

irst to put my hand up and say, ‘yes, guilty your honour’, on 

occasions, through a bad error of judgement.”

Some puzzling mechanisms lowed throughout the 

game: there was a need to push blocks and avoid spike traps 

right the way through, for example. “There was also our 

homage to the rolling boulder, but my favourite puzzle was in 

the My Atlantis level, where you had to guide another Lara to 

her death as she mirrored your every move,” Boyd continues. 

“I cannot take full credit for this as it was Toby’s suggestion but 

the bastard let me to work out a possible solution, which took 

a while, I can tell you.”

With the game starting to come together, enthusiasm for 

the project rocketed. “Once we started making progress with 

the environments and Lara running around, it became clear 

we had the basis of something pretty cool,” Rummery says. 

“We were all surprised at the scale of the levels that Heather 

and Boyd started to build when they got into their stride – in 

fact, many were so big they ended up getting split into multiple 
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levels to work on the PlayStation.”

But the gigantic size of the levels 

only became apparent ater the artists 

had inished beavering away in the Room 

Editor and the other team members 

were asked to give them a play test. 

“The scale of some of them was the 

main surprise for me, but Toby, who was 

irst and foremost the character artist, 

would also surprise us by slipping in 

new moves for Lara that no one was 

expecting, such as the handstand,” Rummery adds.

While the team worked, Heath-Smith let them get on 

with the task. Decisions and additions were made on the ly 

since there were no design documents, just Gard’s guidance 

and an overall vision to go of of. The work, however, was 

gruelling and the developers would have to work incredibly 

long hours that extended into the night. Even when some of 

them got home, they would keep working, pulling out all of 

the stops to ensure that the game was as good as it could 

possibly be. In many ways, you could say that they didn’t 

help themselves. “Toby worked himself into the ground – he 

was such a perfectionist and wanted a hand in everything to 

ensure it itted his dream that he made himself ill for the inal 

couple of weeks,” Rummery says.

Gard’s work extended to developing the script and story 

with writer Vicky Arnold. He also created an initial storyboard, 

which Barnard used in the creation of some of the game’s 

cutscenes including the drama of the Imprisonment of 

Natla. “Many of the shots and lighting styles were chosen for 

the maximum dramatic impact as well as being quicker to 

produce,” Barnard explains. “I also made the decision to not 

clearly show the faces of Tihocan and Qualopec as it made 

  It’s those pesky wolves 

once more, showing just how 

up-close they would get as you 

sought to shoot them down.

I WOULD ADD FRESH 

IDEAS WHEN I HAD 

THE INSPIRATION – 

SOMETIMES GOING 

FOR A PEE AT 4AM



them feel more powerful and in charge of the situation. 

Making use of the strong silhouettes of the characters led to 

some quite stylish shots, which wouldn’t have had the same 

impact if they’d been lit fully.”

The work intensiied when Heath-Smith popped into the 

oice one day and told them a deal had been struck with Sega 

and that the game was not going to debut on the PlayStation 

as originally intended but on the Saturn. Jason Gosling was 

assigned the programming duties for that game but it had 

to be hurried along. “We weren’t happy because it meant we 

would lose six weeks from the schedule when we only had 

ive months to go, so it was a signiicant chunk of time to 

lose,” recalls Rummery. “Jeremy asked if it was possible; we 

said no; he explained why it was a good thing, asked if it was 

possible; we said no. Rinse and repeat about three times – he 

won, and we worked our socks of to hit the new deadline.”

It meant it was crunch time for the remainder of the 

project (“but it was nothing compared to what we experienced 

on Tomb Raider II trying to build a sequel in ten months,” 

Rummery says). Still, there was time for some lovely 

additions. “My favourite moment is the T. rex – I had friends 

describe how they dropped the joypad in fright,” Rummery 

laughs. “And it isn’t scripted at all – it is just an AI that runs to 

get Lara like any other but it works because players trigger 

it when they are right out in the open and aren’t 

expecting anything like that to appear.”

Yet tiredness did set in, which had an efect on 

the gauntlet-like inal level to a degree. It was the last 

level to be produced and Boyd says: “We were all burnt 

out with working long hours and sufering from sleep 

deprivation, so fresh ideas were not forthcoming. The 

only part I would change is the bit where Lara slides down 

that very boring and visually uninspiring triangular slope 

before exiting the pyramid. I wish I had the energy to just 

make something more spectacular as a itting ending to the 

adventure but, the game had a deadline, and that was it.”

Before they reached the end, however, the developers 

sought to give Lara a voice and personality, searching for 

three months to ind a suitable actress. They eventually 

signed Shelley Blond who, ater sending in a recording of a 

few lines from a script, was asked to audition over the phone 

on a conference call. 

“I was asked to be very monotone in my speaking – to 

read lines without much emotion,” she recalls. “I am very 

naturally emotive in my vocal expression and that was what 

I had to concentrate on; on making her voice very even.” 

She says the team already had an idea of how she should 

sound which she fully understood. “It was their project and 

their ‘baby’ and I was there to do a job. I performed as I was 

directed,” she says.

At the time, she saw the role as just a job and all she 

had to go of was a rough drawing of how Lara would look. 

Shelley was not a gamer and the fact she was going to voice 

a videogame character was of no interest to her – “I just 

wanted to perform my role as best I could,” she says. But she 

  A spot of tense action 

in this cutscene helps to further 

the story and provide context 

for all of the tomb raiding ahead.

  As well as walking, 

running and leaping around the 

tombs, there were numerous 

occasions to take a plunge – 

although Lara never came out 

dripping wet.
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WE HAD BEEN ADVISED TO CHANGE THE 
STORY, IT WASN’T CLEAR WHAT WOULD 
HAPPEN SO IT WAS A BIT TOUCHY
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  Perhaps the most Indiana Jones 

moment in the first game: the sight of 

the rolling boulder threatening to squish

poor Lara got the heart pounding.

defined Lara early on: “I think I injected a determined nature, a 

quick-witted personality and a real adventurer. Not someone 

to be messed with but still retaining a mystery somehow.” It’s 

only now that she sees how much Tomb Raider has affected 

people. “I don’t think even Eidos and Core had a clue it would 

be as big as it became in the beginning.”

If not, then they certainly did when Tomb Raider was 

first revealed at the European Computer Trade Show held 

at Olympia in London in April 1996. Model Natalie Cook was 

among those asked to pose as Lara to promote the game, 

and PC Zone magazine splashed her across the front of its 

Christmas issue later that year, firmly establishing her link 

with the character at that time. There was a high level of 

excitement over the four-stage, 15-level extravaganza and its 

suspense-laden plot. Critics loved exploring the Inca caves, 

Greek coliseums, Egyptian temples and an Atlantian pyramid 

as well as the blast-em-up action.

“The crunch was hard but it paid off and the game was a 

massive success,” Rummery says. “But then it had everything 

lined up for it: 3D games and consoles were all new, and 

we created one of the first truly 3D third-person action-

adventure experiences. Lara was the icing on the cake 

because she became such an iconic character in her own 

right and broke out into the mainstream consciousness 

(she’s better known than the game). But ultimately the 

game played well and gave players something they’d 

not experienced before.”

Released in time for Christmas, Tomb Raider went on to 

sell more than seven million copies and gaming magazines 

fell over themselves in praising it. The Saturn version did 

indeed come first and it proved to be a decent move for the 

game given that bugs emerged that were subsequently fixed 

for the PlayStation and DOS releases. As Rummery said, 

Tomb Raider II was then duly commissioned and it became a 

console exclusive for PlayStation, making Lara an unofficial 

mascot for Sony for a while. This sparked annual releases for 

the rest of the decade and a series that continues to this day, 

22 glorious years on.
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MEET LARA’S 
SUPERFAN

Why Tomb Raider?
Lara’s character. 
She’s brave, she’s 
sassy and she 
explores places I’d 
longed to go myself. 
Getting lost in these 
immersive and 
complex levels was 
a comforting escape 
for me.

When did you 
become a devotee?
Possibly late 2003, 
around the time I 
bought The Angel of 
Darkness. I started 
learning various 
software packages, 
notably 3ds Max, 
Photoshop and 
Premiere because 
I wanted to create 
some sort of fan-art.

Why set up the site?
When I moved to 
the UK in 2011 I 
was approached 
by a website called 
Lara Croft in 
Russia. It wanted 
to use some of my 
photos from various 
gaming events and 
my trips to Lara’s 
metaphorical 
birthplace, Derby. 
Eventually, I decided 
to interview some of 
the ex-Core Design 
team members and 
created my site to 
share them. 

What’s your aim?
Our current aim is 
not only to uncover 
but also to preserve 
all of this obscure 
and enlightening 
ephemera and 
make it accessible 
to as many fans as 
possible.
Thanks to Ash for his 
help with this article.

Ash Kapriyelov runs 
a comprehensive 
Tomb Raider fansite 
(tomb-of-ash.com)
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EXTENDED PLAY SUPERNATURAL SHOOTERSPLUS

EXTENDED PLAY

SUPERNATURAL SHOOTERS
Spooky action games that mix excellent gunplay 
with some seriously supernatural antagonists. 

DOOM

■ IF YOU ARE looking for the ultimate supernatural shooter it has to be, without 

question, id Software’s wild revitalisation of Doom. It’s brash and boisterous, 

pushing you to sprint thunderously between gauntlets of creatures ripped out of the 

nightmare realm. You are charged with ripping them limb from limb in the most 

spectacular way imaginable. Listen, it is awesome. Doom is without question one 

of the best FPS games of the current generation and it is relentless in its delivery of 

high-octane action. This one is a must play if you are a fan of fast paced shooters 

with a demonic twist.
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■ IT MAY BE more than a decade old by now, but there’s still 

something undeniably terrifying about the original F.E.A.R., developer 

Monolith proving itself to be adept at leveraging supernatural forces 

to have you leaping behind the sofa at the mere flicker of a flashlight. 

The game’s tight gunplay is great for churning through soldiers, but 

once the scary ghost girl start appearing on the scene there’s just no 

telling how loud your screams of pure terror will become. This is one 

of those rare first-person shooters that is able to leverage otherworldly 

nightmares without immediately putting you in a position of power over 

them. It’s quite refreshing, not to mention a tense and often distressing 

experience to play through from start to finish.

PLUS

F.E.A.R.

ZOMBIE ARMY TRILOGY

■ 4A GAMES ARE one of the few studios that 

really excel in merging fantastic FPS action with 

the ponderous pacing of survival horror games, 

utilising an array of hideous mutants and creepy 

supernatural forces to create a truly edge of the seat 

action experience. While Metro 2033 is undoubtedly 

the better game, its sequel, Metro: Last Light, would 

prove to have a better handle on creature design 

and pacing. If you want to play something that will 

keep you on your toes from start to inish we couldn’t 

recommend this any more – especially with Metro 

Exodus just around the corner! 

■ JUST BECAUSE A game is taking aim at the 

supernatural it doesn’t necessary mean that it needs 

to be all that scary. Take Treyarch’s Black Ops trilogy 

– or, more to the point, the Zombies portion of the 

package. The mode has proven, quite consistently over 

the years, to be one of the best co-op experiences on 

the PS3. With waves of horrible zombies constantly 

throwing themselves at you, it’s a deadly war of 

attrition that never fails to delight. The version of it 

available in Black Ops III is undoubtedly the best so 

round up some friends and prepare for a long ol’ night 

of shooting zombies until your ingers are sore.

■ REBELLION DEVELOPMENTS REALLY 

knocked it out of the park with this spin-of to the 

Sniper Elite series. As an alternate take on the inal 

days of World War II it doesn’t come much better 

then this, thrusting you into a deadly zombie uprising 

under the command of Adolf Hitler. Fun in solo or 

co-op conigurations, Zombie Army Trilogy is always 

a fun way to waste away a few hours thanks to its 

smooth blend of action and stealth. The AI is pretty on 

point, meaning there’s a solid challenge to be found, 

while the escalation of bodies being thrown at you 

works to keep you constantly engaged. Zombie Army 

Trilogy can be picked up pretty cheap online so we 

highly recommend that you keep an eye out for it, 

particularly if you are looking for something to ill a 

gap in your life until the October rush begins. 

BlACK OPS III

METRO: lAST lIGHT
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■  JUST TO BE perfectly clear, Trials Fusion is one of the most 

difficult games on the PS4. Offering just 16 Trophies also makes 

it something of an unattractive prospects for those that love 

to complete everything that they play but, and here’s the thing, 

Trials Fusion is bloody brilliant. It’s so easy to learn the basics, it 

tricks you into a false sense of security before the punishment 

begins. You’ll need to have excellent perception, precision, and 

balance to make it through Trials’ myriad of challenging tracks 

– although even that might not be enough. It might look simple 

on the surface but this game, in which you have to guide a bike 

from one end of an obstacle course to the other, will send you up 

the wall. That’s a good thing, by the way; Trials Fusion is ace.

TROPHY GUIDE PLAYSTATION PLUSPLUS
TROPHY GUIDE

PLATFORM: PS4   DIFFICULTY: 5/5 
TROPHIES:  16

TRIALS FUSION

PS PLUS TROPHY GUIDE

0 0 4 12

XCOM 2

■ IF YOU’RE AFTER a challenge that will truly test your 

resolve then you’ll want to get after the Platinum trophy for 

XCOM 2. This is a series that’s notorious for its punishing 

difficulty, ridiculous learning curve and permanent death 

mechanics – you’ll need to bring your A-game if you want to 

get through this unscathed. Spend some time learning the 

basics before going after the more difficult Trophies; Iron Man 

mode will test your patience and resolve like nothing you 

have encountered before in a videogame. XCOM 2 is a truly 

excellent strategy experience, but you can and should expect 

to sink at least 100 hours into the pursuit of this Platinum. 

We recommend you stick with it though, because it is without 

question one of the best games on the PS4!

1 2 15 54

PLATFORM: PS4  DIFFICULTY: 5/5  
TROPHIES: 71 
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■  IT IS POSSIBLE (in theory at least) to obtain all 15 Trophies in just a few hours. 

It does, of course, entirely depend on how good you are at the game. We mention 

this here because Squares features a wild difficulty curve; if you want any chance of 

getting through this game without launching your PS Vita at the wall we recommend 

you play it in small sessions and you immediately put the console down once you feel 

your hands clenching and your blood beginning to boil. We’ve sunk a ton of hours into 

this fast paced puzzler over the years. Take it one level at a time and you’ll get it!

PLUS

ZoMbie Driver HD

ToM ClanCy’s 
GHosT reCon: 
fuTure solDier

■ HERE WE GO! Finally a game on PS Plus this month that won’t take 100 hours 

to earn a Platinum Trophy! Zombie Driver HD will only set you back 15 hours to 

get the coveted prize, and it isn’t going to be all that difficult either. There are 31 

missions to complete and the vast majority of these are going to cause you little to 

no trouble, although you may need to spend a little time mopping up the secondary 

objectives once you reach the latter stages so be sure to keep an eye out for those. 

Outside of that, be sure to keep moving fast and to kill as many enemies as you 

can once you hit the Blood Race mode. 

■ THE WINDOW IS closing. As with all games 

that push a horrible amount of their Trophies into 

the online side of the game (26 in this instance) 

you’ll only have a limited window of opportunity 

to actually obtain them all before it becomes 

virtually impossible. Players will be flocking to 

the game servers of Tom Clancy’s Ghost Recon: 

Future Soldier right now, making this the perfect 

opportunity to jump in and nail some easy kills 

and victories. 

If you aren’t interested in 100 per cent 

completing the damn thing and are just after 

the Platinum then you can ignore the online 

multiplayer entirely and instead turn your 

attention to The Campaign and Guerrilla modes 

instead. Both can be played in solo or co-operative 

configurations, but we would recommend that you 

bring a few friends along for the ride to speed up 

your missions. Good luck, this one will take some 

time and attention! 

PLATFORM: Ps viTa  DIFFICULTY: 4/5 
TROPHIES: 15

sQuares

1

0

2

1

7

1

41

13

PLATFORM: PS3  DIFFICULTY: 4/5  
TROPHIES: 51

1 6 9 15

PLATFORM: Ps3  DIFFICULTY: 2/5  
TROPHIES: 31 
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JOIN THE PLAY COMMUNITYPLUS

EXCLUSIVE VOICEOVERS
Subscribe to our channels for awesome PlayStation videos

KINGDOM HEARTS III THE CREW 2 RAGE 2

GAMESRADAR HAS GOTTEN its hands all 

over Kingdom Hearts III. If you can’t wait to read 

about in Play, you can hear about it all here. 

THE ARCADE RACER is going through 

something of a resurgence right now and the 

charge is being led by The Crew 2. 

BETHESDA HAS DRAGGED Rage 2 out of 

retirement and the results are pretty damn 

impressive. See it in action on the channel. 

youtube.com/Gamesradar
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PLUS

JOIN THE 
COMMUNITY

■ PS4’S Community feature is a great way of finding 

like-minded players that share your interests. That’s why 

we’ve set up our own Play Community where you can 

join our game sessions, share your best screenshots, 

win free games and other prizes, and connect with 

other PlayStation fans. Come and join our ever-growing 

community of readers today!

HoW To JoiN

sEND us Your BEsT scrEENs

1
Search for Play_Mag_UK 
in the Friends menu, 
select our proile, then  
navigate down to 
‘Communities’. 2

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

sHAriNG

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

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

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

  Vampyr might not 
be the best looking game 
in the world but its vision of 
Victorian London is pretty 
startling. Get snapping!

  Why not take this 
opportunity to go back and play 
an old classic? Uncharted 4 is still 
lovely for in-game photography!

  We want to see your 
favourite XCOM 2 soldiers in 
action, if you have what it takes.
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YOU HAVEN’T PLAYED… XCOM 2?PLUS

you haven’t 
played… ?

■ SOLID STRATEGY GAMES are difficult to come across 

on console. The format has never played all that well with 

controllers, reserving turn-based gaming as something 

of a privilege for PC players. All of that changed with 

the release of XCOM 2; Firaxis delivered one of the finest 

examples of the genre with its 2016 release and it has 

become something of a must play for any PS4 owner with 

a penchant for outlining tactical strategies and the strength 

of will to quickly adapt once the shit inevitably hits the fan.

XCOM 2 works so well because it pushes you into 

positions of vulnerability. It casts you as the commander 

of a task force that’s desperately attempting to free 

humanity from the clutches of an alien invasion – the last 

line of defence in a war that has already been lost. It’s 

constantly punishing, encouraging you to explore new 

tactical opportunities and take risks every step of the way. 

The ever-present fear of losing one of your soldiers – 

permanent death reigns supreme here – keeps the tension 

high, particularly as you begin to name and shape them in 

the image of your closest friends from out here in the real 

world. But that’s part of the charm of XCOM, that it allows 

you to grow very real bonds with your team, ensuring that 

when one falls (and they will fall) that it brings out a very 

real visceral reaction. To put it bluntly, XCOM 2 is one of 

the finest strategy games ever made and you simply must 

sacrifice your time and energy into it. 

XCOM 2
Okay, so it’s time for us to talk about one of the greatest strategy 

games ever made  

THE BEST BITS
Three reasons XCOM 2 is so 
damned challenging

THE ODDS
the odds are constantly stacked 

against you, pressuring you into making 

quick and consequential decisions.  

THE CHARACTERS
you’ll come to love each and every one 

of your soldiers. the stress of keeping 

them alive is ever present. 

THE THREAT
the aliens are a relentless foe. once 

you’re spotted it is a desperate ight for 

survival that won’t easily go your way.
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Marvel Vs. Capcom: Infinite 287 6

Mass Effect: Andromeda 281 5

Matterfall 285 6

Mercenary Kings 244 8

Metal Gear Solid V: Ground Zeroes 242 8

Metal Gear Solid V: The Phantom Pain 261 9

Metal Gear Survive 292 5

Middle-earth: Shadow Of Mordor 250 8

Middle-earth: Shadow Of War 287 7

Minit 294 8

Mirror’s Edge: Catalyst 272 6

Monster Hunter World 291 7

Mortal Kombat X 257 9 

Murdered: Soul Suspect 246 4 

N++ 261 8

NBA 2K17 275 8 

Need For Speed Payback 289 4

Need For Speed Rivals 238 8

NHL 15 249 6

Nidhogg 2 286 7

Nier Automata 280 8

Nioh 279 8

No Man’s Sky 274 8

Not A Hero 267 6

Nuclear Throne 266 8

Observer 287 7

Octodad: Dadliest Catch 244 6

Outlast 241 7

Outlast 2 282 8

Overcooked 273 9

Overwatch 271 8

Oxenfree 271 6

Pac-Man Championship Edition 2 275 6

Persona 5 280 9

PES 2016 262 9

PES 2017 275 8

Planet Of The Apes: Last Frontier 290 5

Plants Vs Zombies: Garden Warfare 2 268 8

Prey 282 7

Prison Architect 273 8

Project Cars 258 6

Project Cars 2  287 9

Puyo Puyo Tetris 282 8

Pyre 285 8

Rainbow Six Siege 265 8

Ratchet & Clank 269 8

République 268 7

Resident Evil HD 253 8

Resident Evil 7  279 9

Resident Evil Revelations 2 256 7

Resogun  238 9

Resogun Heroes 247 9

Rime 284 6

Robinson: The Journey 277 6

Rock Band 4 263 7

Rocket League 260 8

Rogue Legacy 248 9

Salt And Sanctuary 269 8

Sébastien Loeb Rally Evo 267 5

Serial Cleaner 286 8

Shadow Of The Colossus 291 9

Shantae: Half-Genie Hero 279 8

Sheltered 270 9

Sherlock Holmes: The Devil’s Daughter 272 6

Shiness: The Lightning Kingdom 282 8

Shovel Knight 258 9

Skylanders Imaginators 276 7

Skylanders Swap Force 238 7

Skylanders Trap Team 250 7

Sniper Elite 4 280 8

Sniper: Ghost Warrior 3 282 5

SOMA 262 8

Songbringer 287 7

Mad Max  262 4

Sonic Forces 289 7

Star Ocean: Integrity And Faithlessness 273 6

Star Wars Battlefront 265 6

GAME ISSUE SCORE

Absolver 286 7

Abzu 273 7

Agents Of Mayhem  286 4

Alekhine’s Gun 270 3

Alien: Isolation 249 9

Alienation 270 8

Amplitude 266 8

Arizona Sunshine 285 5

Arslan: The Warriors Of Legend 268 5

Assassin’s Creed Chronicles: China 257 7

Assassin’s Creed Chronicles: India 266 7

Assassin’s Creed IV: Black Flag 237 8

Assassin’s Creed Syndicate 264 4

Assassin’s Creed: Unity 251 6

A Way Out 293 8

Axiom Verge 256 9

Batman: Arkham Knight 258 9

Batman: The Telltale Series – Episode One 274 4

Battle Chasers: Nightwar 287 5

Battleborn 271 6

Battlefield 1 276 7

Battlefield 4 238 8

Battlefield Hardline 256 7

BioShock: The Collection 275 7

Black The Fall 284 5

Blazblue Central Fiction 277 8

Blazblue Chronophantasma Extend 264 9

Bloodborne 256 9

Bloodborne: The Old Hunters 265 9

Bound 274 7

Bound By Flame 245 6

Broforce 268 6

Call Of Duty: Advanced Warfare 251 8

Call Of Duty: Black Ops III 264 8

Call Of Duty: Ghosts 238 7

Call Of Duty: Infinite Warfare 276 5

Celeste 292 9

Child Of Light 244 7

Conan Exiles 295 8

Crash Bandicoot: N. Sane Trilogy 284 8

DariusBurst: Chronicle Saviours 266 8

Dark Souls III 269 9

Day Of The Tentacle Remastered 269 8

Daylight 245 2

Dead Nation: Apocalypse Edition 242 7

Dead Or Alive 5: Last Round 254 7

Destiny  249 9

Destiny: Rise Of Iron 275 8

Destiny: The Taken King 262 9

Destiny 2 286 8

Detroit: Become Human 295 8

Deus Ex: Mankind Divided 274 6

Devil May Cry 4: Special Edition 258 8

Diablo III: Reaper Of Souls 248 9

Dirt 4 284 9

Dirt Rally 269 9

Dishonored 2 277 9

Disney Infinity 2.0 249  8

Dissidia NT Final Fantasy 293 6

Divinity: Original Sin Enhanced Edition 264 8

Doom 271 8

Dragon Age: Inquisition 251 8 

Dragon Ball Xenoverse 255 5

Dragon Ball FighterZ 291 9

Dragon Quest Builders 276 8

Dragon Quest Heroes 263 8

Dragon Quest Heroes 2 283 6

Drawn To Death 281 6

Driveclub 250 8

Dying Light 254 9

Dynasty Warriors 9  293 5

EA Sports UFC 3 292 8 

Enter The Gungeon 269 8 

Ether One 258 8

Everybody’s Golf 287 7

Everybody’s Gone To The Rapture 261 8

Everything 282 7

Evolve 254 6

Extinction  294 4

Fallout 4 264 9

Far Cry 4 251 8

Far Cry 5 293 7

Far Cry Primal 268 8

Farpoint 283 8

Fez 243 10

Fe 293 6

FIFA 16 262 9

FIFA 17 275 8

Final Fantasy Type-0 255 8

Final Fantasy XIV: A Realm Reborn 243 9

Final Fantasy XV 277 9

Firewatch 267 6

Forgotton Anne 294 6

Furi 272 8

Game Of Thrones: Iron From Ice 253 8

Geometry Wars 3: Dimensions 252 9

Get Even 284 7

Ghost Recon: Wildlands 280 5

Gnog 283 7

God Of War 294 9

God Of War III Remastered 260 8

Grand Theft Auto V 251 10

Gravity Rush 2 279 8

Grim Fandango Remastered 254 8

Guilty Gear Xrd -Revelator- 272 9

Guilty Gear Xrd REV 2 283 9

Guilty Gear Xrd -SIGN-* 253 9

Guitar Hero Live 264 8

Hand Of Fate 2 289 8

Headlander 273 6

Hellblade: Senua’s Sacrifice 285 8

Hidden Agenda 289 5

Hitman 268 9

Hohokum 248 8

Homefront: The Revolution 271 6

Horizon: Zero Dawn 279 9

Hotline Miami 2: Wrong Number 255 9

I Am Setsuna 273 8

inFamous: First Light 249 5

inFamous: Second Son 242 8 

Injustice 2 283 8

Invisible, Inc. 270 9

Just Cause 3 265 7

JStars Victory VS+ 260 6

Killing Floor 2 277 6

Killzone Shadow Fall 238 8

Kingdom Come Deliverance  292 4

King Of Fighters XIV 274 7

King’s Quest: A Knight To Remember 261 8

Knack 238 6

Knack 2 286 5

Lara Croft And The Temple Of Osiris 252 5

Lawbreakers 286 7

Lego Batman 3: Beyond Gotham 252 6

Lego Dimensions 263 7

Lego Marvel Super Heroes 238 8

Lego Marvel Super Heroes 2 289 7

Lego Jurassic World 258 7

Lego Star Wars: The Force Awakens 273 6

Lego The Hobbit 244 6

Lego Worlds 280 6

Little Nightmares 282 8

Life Is Strange: Before The Storm 290 8

LittleBigPlanet 3 251 9

Lords Of The Fallen 251 7

Lost Sphear 291 5

Lumo 271 7

Madden ’16 262 8

Madden ’17 274 9

Mad Max  262 4

Mafia 3 276 8

OFFICE FAVOURITES
LET’S PLAY…

FIFA 18
The World Cup patch is 

oficially live and that means 

that FIFA-mania has swept 

the ofice. The sweepstakes 

have been drawn, sides are 

being taken, and the summer 

battle is about to begin. It’s 

never pretty; at least we drew 

Germany this year.

David Cage has always been 

known for building games 

around branching paths and 

his latest, Detroit: Become 

Human, is no exception. We 

have been having a blast 

pushing the game to discover 

all of its secrets. 

ONRUSH
We didn’t get code into the 

ofice in time for review, but we 

have been having a blast with 

Codemasters all-new arcade 

racer. It‘s going to take some 

time for us to dig into this one, 

but be sure to look out for the 

inal verdict in the next issue 

of Play. 

THE ELDER SCROLLS 

ONLINE
We’ve been digging into 

the latest TESO expansion, 

Summerset Isles, and have 

been really impressed with 

what we have played. MOBAs 

are the enemy of time and 

productivity and this latest 

update is no exception to that 

life threatening rule. 

DETROIT: BECOME 

HUMAN

PS4
GAME ISSUE SCORE

GAME ISSUE SCORE

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

PLUS
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PS3

GAME ISSUE SCORE GAME ISSUE SCORE GAME ISSUE SCORE

Star Wars Battlefront II 289 6

Statik 282 8

Star Trek: Bridge Crew 284 8

Street Fighter V 267 9

Styx: Shards Of Darkness 280 6

Super Time Force Ultra 262 9

Switch Galaxy Ultra 253 8

Syberia 3 283 2

Tales From The Borderlands: Zer0 Sum 252 7

Tales Of Berseria 279 7

Tearaway Unfolded 262 7

Tekken 7 284 8

Teslagrad 253 7

The Banner Saga 2 272 8

The Binding Of Isaac: Rebirth 251 9

The Crew 252 5

The Escapists 2 286 7

The Evil Within 250 8

The Last Guardian 278 6

The Last Of Us Remastered 247 10

The Order: 1886 254 8

The Surge 283 7

The Sims 4 290 6

The Swords Of Ditto 294 6

The Vanishing Of Ethan Carter 260 8

The Walking Dead Season 3 E1&2 278 5

The Witcher 3: Wild Hunt 257 10

The Witness 267 10

Thief 241 7

Thimbleweed Park 285 7

This War Of Mine: The Little Ones 267 7

Titan Souls 257 7

Titanfall 2 276 7

Tom Clancy’s The Division 268 9

Tony Hawk’s Pro Skater 5 263 3

Torment: Tides Of Numenera 280 8

Toukiden 2 281 8

TrackMania Turbo 269 8

Transformers: Devastation 263 8

Transformers: Rise Of The Dark Spark  247 3

Transistor 245 9

Trials Fusion 244 8

Ultra Street Fighter IV 258 8

Umbrella Corps 272 3

Uncharted 4: A Thief’s End 270 10

Uncharted: The Lost Legacy 285 9

Uncharted: The Nathan Drake Collection 263 8

Unravel 267 7

Until Dawn 261 8

Valiant Hearts 247 6

Virginia 275 8

Warhammer 40K: Deathwatch 280 7

Wasteland 2: Director’s Cut 264 8

Watch Dogs 245 8

Watch Dogs 2 278 7

What Remains Of Edith Finch 283 9

Windjammers 287 6

Wolfenstein: The New Order 245 8

Wolfenstein: The Old Blood 258 8

Wonder Boy: The Dragon’s Trap 283 7

World Of Final Fantasy 276 7

WWE 2K16 264 5

XCOM 2  275 9

Yakuza 0 279 9

Yakuza 6: The Song Of Life 293 7

Yoku’s Island Express 295 7

Yooka-Laylee 281 6

3D Dot Game Heroes 192 8

50 Cent: Blood On The Sand  177 7

Ace Combat: Assault Horizon  211 7

The Adventures Of Tintin 212 5

Alice: Madness Returns  207 6

Aliens: Colonial Marines    230 4

Aliens Vs Predator 189 7

Alpha Protocol 193 8

Amy 215 1

Arcana Heart 3  207 7

Armored Core V  217 6

 Army Of Two  164 8

Army Of Two: The 40th Day 188 6

Army Of Two: The Devil’s Cartel   231 4

Assassin’s Creed  161 5

Assassin’s Creed II 186 9

Assassin’s Creed III  225 7

Assassin’s Creed: Brotherhood 199 9

Assassin’s Creed: Revelations 212 7

Assassin’s Creed: Rogue 251 7

Asura’s Wrath  216 7

Atelier Ayesha: The Alchemist Of Dust 230 6

Batman: Arkham Asylum 183 8

Batman: Arkham City  211 9

Batman: Arkham Origins 237 8

Battle Fantasia  176 7

Battlefield 1943 182 9

Battlefield: Bad Company  168 8

Battlefield: Bad Company 2 190 9

Battlefield 3 212 8

Battleship  219 4

Bayonetta* 187 9

The Beatles: Rock Band 184 9

Beat Hazard Ultra 213 7

Beat Sketcher 201 8

Beyond Good & Evil HD 207 8

Beyond: Two Souls 236 7

Binary Domain  216 7

Bionic Commando 179 8

Bionic Commando Rearmed 169 8

Bionic Commando Rearmed 2 203 6

BioShock  172 9

BioShock 2 189 8

BioShock Infinite 230 9

BlackSite  163 4

Bladestorm: The Hundred Years’ War  160 5

BlazBlue: Calamity Trigger 190 8

BlazBlue: Continuum Shift  198 9

Blur  193 8

Borderlands 185 8

Borderlands 2  223 9

Borderlands: The Pre-Sequel 250 6

The Bourne Conspiracy 168 7

Braid  188 9

Brothers: A Tale Of Two Sons 233 8

Brothers In Arms: Hell’s Highway 171 7

Brütal Legend 185 7

Bulletstorm 203 8

The Bureau: XCOM Declassified 235 5

  Burnout Paradise  162 8

Call Of Duty 3 151 5

Call Of Duty: World At War 173 6

Call Of Duty 4: Modern Warfare 160 9

Call Of Duty: Modern Warfare 2 186 9

Call Of Duty: Modern Warfare 3 212 8

Call Of Duty: Black Ops 199 9

Call Of Duty: Black Ops II  226 8

Call Of Juarez: Bound In Blood 181 8

Call Of Juarez: Gunslinger 232 8

Call Of Juarez: The Cartel  208 3

Captain America: Super Soldier  208 7

Castle Crashers 200 9

Castlevania: Harmony Of Despair 212 7

Castlevania: Lords Of Shadow 197 9

Castlevania: Lords Of Shadow 2 241 8

Catherine  215 6

Chronicles Of Riddick: Assault On Dark Athena 178 8

Civilization Revolution  168 9

Clive Barker’s Jericho 159 6

The Club 163 8

Colin McRae: DiRT   158 9

Colin McRae: DiRT 2 184 8

Conan 160 7

Condemned 2 165 7

Costume Quest 199 7

Counter Strike: Global Offensive 223 9

Crysis 2  204  7

Crysis 3   230 6

Damage Inc: Pacific Squadron WWII  223 3

Dante’s Inferno 189 8

The Darkness 154 9

The Darkness II  215 7

Dark Sector 165 6

Dark Souls  211  9

Dark Souls II 242 9

Darkstalkers Resurrection 230 8

Dark Void 188 8

Darksiders 188 8

Darksiders II  221 8

DC Universe Online  202 8

Dead Or Alive 5  223 7

Dead Island   210 7

Dead Island: Riptide   231 6

Dead Rising 2 197 8

Dead Space 172 9

Dead Space 2 201 9

Dead Space 3  228 7

Deadly Premonition: The Director’s Cut  231 8

Deadpool 233 6

Demon’s Souls 193 9

Destroy All Humans!: Path Of The Furon 178 2

Deus Ex: Human Revolution 209  9

Devil May Cry 4 163 9

Devil May Cry HD Collection  217 8

DiRT 3  206 8

DiRT Showdown  219 7

Dishonored  224 9

Disney Infinity 235 8

DJ Hero 186 9

DJ Hero 2 198 8

Doctor Who: The Eternity Clock  220 3

DmC Devil May Cry  227 9

Dragon Age: Origins 186 8

Dragon Age II 203 6

Dragon’s Crown 235 8

Dragon’s Dogma 218 8

Driver: San Francisco 209 7

Duke Nukem Forever  207 3

Dungeon Siege III  206 8

Dynasty Warriors 8  234  7

EA Sports MMA 198 8

Eat Lead 178 3

echochrome 169 8

EDF: Insect Armageddon  208 6

Elder Scrolls IV: Oblivion 152 9

Elder Scrolls V: Skyrim 212 9

Elefunk 170 4

El Shaddai: Ascension Of The Metatron  208 7

Enslaved: Odyssey To The West  197 8

Epic Mickey 2: The Power Of Two  226 5

Eternal Sonata  176 8

Everybody’s Golf: World Tour   165 9

Fallout 3   173 10

Fallout: New Vegas 198 8

Fantastic Four: Rise Of The Silver Surfer  155 3

 Far Cry 2  172 7

Far Cry 3  226 8

Far Cry 3: Blood Dragon 231 8

FEAR 151 8

FEAR 2: Project Origin 176 8

FEAR 3  208 6

Fight Night Champion 203 8

Fight Night Round 4  181 8

Final Fantasy XIII 190 8

Final Fantasy XIII-2  214 8

Final Fantasy XIII: Lightning Returns 240 8

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

Folklore  158 6

Front Mission Evolved 198 5

Fuse  232 7

*denotes import review

THIS MONTH’S 
NEW ENTRIES
The newest games, freshly 

squeezed among all your  
old favourites

Detroit: Become Human  8

Conan Exiles   8

Yoku’s Island Express 7

TEN YEARS AGO
BEST REVIEWS (167)

Metal Gear Solid 4 (92%)

1

2

5

Crisis Core: FFVII (87%)

LEGO Indiana Jones (73%)

3

6

Everybody’s Golf (86%)

Overlord: Raising Hell (65%)

4

7

GRID (85%)

Haze (64%)

PLUS
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GAME ISSUE SCORE GAME ISSUE SCORE GAME ISSUE SCORE

Lego Indiana Jones: The Original Adventures   167 7

Lego Indiana Jones 2: The Adventure Continues  187 7

Lego Pirates Of The Caribbean  206 7

Lego Rock Band 187 8

Lego Star Wars: The Complete Saga   160 7

Lego Star Wars III: The Clone Wars  204  8

Lego The Lord Of The Rings  227 7

Leisure Suit Larry: Box Office Bust 180 2

Limbo 209 9

LittleBigPlanet   172 9

LittleBigPlanet 2 201 10

LittleBigPlanet: Karting  225 8

Lollipop Chainsaw  221 7

London 2012  221 4

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

The Lord Of The Rings: Conquest  175 5

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

Lost Planet 2 192 8

Lost Planet 3 236 5

Lost Planet: Extreme Condition  163 6

Madagascar 3  224 3

Madden NFL 12 209 8

Madden NFL 13  223 8

Madden NFL Arcade 188 5

Mafia II 196 8

Magic: Duels Of The Planeswalkers 202 8

Marvel Vs Capcom 2  182 9

Marvel Vs Capcom 3  202 8

Marvel Ultimate Alliance 151 6

Marvel Ultimate Alliance 2 185 6

Max Payne 3  219 7

Mass Effect 2 201 10

Mass Effect 3 216 9

Medal Of Honor 198 8

Medal Of Honor Airborne  161 8

Medal Of Honor: Warfighter  225 7

Mega Man 9 172 7

Mega Man 10 192 8

Mercenaries 2: World In Flames  171 7

Metal Gear Rising: Revengeance  228 9

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

Metal Gear Solid 4 167 9

Metal Gear Solid HD Collection  214 9

Metro: Last Light  231 6

Michael Jackson: The Experience  205  5

Microbot 202 5

Midnight Club: Los Angeles 173 8

 Mindjack  202 3

Minecraft 240 9

Mini Ninjas 184 8

Mirror’s Edge 173 7

MLB: The Show 14 245 9

ModNation Racers 192 8

Monkey Island 2: Special Edition 195 9

Mortal Kombat  205  8

Mortal Kombat Vs DC Universe 173 6

MotoGP 13 233 7

Motorhead 173 6

MotorStorm 151 9

MotorStorm: Apocalypse 203 7

MotorStorm: Pacific Rift 172 9

Mud: FIM Motocross Championship  217 5

MX Vs ATV Alive  206 4

MX Vs ATV Reflex 189 6

 Naruto: Ultimate Ninja Storm   174 6

Naruto Shippuden: UNS Generations  217 5

Naruto Shippuden: UNS 3   230 8

Naughty Bear 195 6

NBA 2K12  211 8

NBA 2K13  224 8

NBA Jam 200 6

NBA Street: Homecourt  151 6

Need For Speed: Hot Pursuit 199 9

Need For Speed: Most Wanted  225 9

Need For Speed ProStreet 161 8

Need For Speed Shift 184 8

Need For Speed: The Run 213 6

Need For Speed Undercover 173 7

NeverDead  215 3

Nier 192 6

Ni No Kuni: Wrath Of The White Witch  227 8

NHL 12  210  7

NHL 13  223 7

NiGHTS Into Dreams... 224 7

Ninja Gaiden Sigma 154 8

Genji: Days Of The Blade 151 3

Ghost Recon Advanced Warfighter 2  157 8

Ghost Recon Future Soldier  219 6

GI Joe 183 2

The Godfather 151 3 

The Godfather II 178 4

God Of War III  190 9

God Of War: Ascension  230 9

God Of War Collection* 188 9

God Of War Collection: Volume II  210 7 

Gotham City Imposters 216 7

Gran Turismo 5 200 8

Gran Turismo 6 239 8

Grand Theft Auto IV 166 9

Grand Theft Auto V 236 10

Greed Corp 191 7

Grid 2  232 7

Grid Autosport 246 6

GTI Club+ 174 7

GTA: Episodes From Liberty City  191 9

Guardians Of Middle-earth 227 7

Guitar Hero III 160 9

Guitar Hero 5 184 8

Guitar Hero Greatest Hits 182 7

Guitar Hero Metallica 179 8

Guitar Hero: Van Halen 189 6

Guitar Hero: Warriors Of Rock 197 7

Guitar Hero World Tour   173 9

Gundemonium Collection 197 8

Gunstar Heroes 181 8

Harry Potter And The Half-Blood Prince 182 6

Harry Potter And The Order Of The Phoenix 155 3

Haze 167 6

Heavenly Sword  157 7

Heavy Rain 189 9

Heavy Weapon 187 7

Heroes Over Europe 184 4

Hitman: Absolution  225 9

Hitman HD Trilogy   230 7

Homefront 203 6

The House Of The Dead 4  218 8

The House Of The Dead: Overkill 212 7

Hunted: The Demon’s Forge  207 5

Hustle Kings 190 8

Hyperdimension Neptunia  202 2

I Am Alive 217 6

Ico & Shadow Of The Colossus HD 210 9

The Incredible Hulk 168 5

inFamous 180 8

inFamous 2  207 8

Inferno Pool 181 8

Injustice: Gods Among Us   231 8

Inversion  220 4

Iron Man  166 5

Iron Man 2 193 5

The Jak And Daxter Trilogy  216 8

Jak And Daxter: The Lost Frontier 187 5

James Bond 007: Blood Stone 199 6

James Cameron’s Avatar: The Game 187 6

JoJo’s Bizarre Adventure: All Star Battle 244 8

Journey 216 9

Juiced 2: Hot Import Nights 159 7

Jurassic Park: The Game 194 6

Just Cause 2 190 8

Kane & Lynch: Dead Men   160 7

Kane & Lynch 2: Dog Days 196 7

Katamari Forever 184 8

Kick-Ass The Game 194 6

Killer Is Dead 235 7

Killzone 2   176 9

Killzone 3 202 8

Kingdom Hearts HD 1.5 ReMIX 236 8

Kingdom Hearts 2.5 HD ReMIX 252 9

Kingdoms Of Amalur: Reckoning  215 7

The King Of Fighters XII 182 7

The King Of Fighters XIII 213 8

Kung Fu Panda 2  207 2

LA Noire  206 9

Lara Croft And The Guardian Of Light 198 9

The Last Guy 171 9

Last Rebellion 191 4

Legend Of Spyro: Dawn Of The Dragon   174 5

Legendary   173 6

Lego Batman   173 6

Lego Batman 2  221 8

Lego Harry Potter: Years 1-4 194 7

Lego Harry Potter: Years 5-7 213 6

  Ninja Gaiden Sigma 2 184 8

Ninja Gaiden 3  217 6

Ninja Gaiden 3: Razor’s Edge   231 8

Noby Noby Boy 177 8

No More Heroes: Heroes’ Paradise  206 8

Nucleus 155 8

Okami HD 225 9

One Piece: Pirate Warriors  224 6

Operation Flashpoint: Dragon Rising 185 7

Operation Flashpoint: Red River  205  7

The Orange Box 161 9

Outland  207 7

OutRun Online Arcade 180 8

Overlord II 181 6

Pac-Man Championship Edition DX 201 9

Pain 183 6

Payday: The Heist 213 8

Payday 2 235 8

Peggle  189 9

Persona 4 Arena Ultimax 250 9

PES 2012  210  7

PixelJunk Eden 169 6

PixelJunk Shooter 187 9

PixelJunk Shooter 2 204 9 

PixelJunk SideScroller 213 7

PixelJunk Racers  160 7

PlayStation All-Stars Battle Royale  225 8

PlayStation Move Heroes  204  5

Poker Night 2 232 5

Portal 2  205  10

Prince Of Persia 174 8

Prince Of Persia: Classic 173 6

Prince Of Persia: The Forgotten Sands 193 6

Prince Of Persia Trilogy 200 8

Prison Break: The Conspiracy 191 4

Prototype 181 7

Prototype 2  219 7

Puddle 216 7

The Punisher: No Mercy 182 4

Puppeteer 236 7

Pure  171 8

Quantum Of Solace  175 5

Quantum Theory 197 2

Race Driver: GRID  167 8

Rag Doll Kung-Fu: Fists Of Plastic 179 8

Rage 211 6

Rainbow Six Vegas  155 9

Rainbow Six Vegas 2  164 8

Rango 203 5

Ratchet & Clank: A Crack In Time 186 8

Ratchet & Clank: All 4 One 211 6

Ratchet & Clank: Q-Force  227 5

Ratchet & Clank: Tools Of Destruction  160 7

Ratchet & Clank Trilogy HD  221 9

Rayman Legends  235 8

Rayman Origins 212 8

Red Dead Redemption 193 9

Red Faction: Armageddon  207 6

Red Faction: Guerrilla 180 8

Remember Me  232 6

Renegade Ops 211 7

Resident Evil Chronicles HD Collection 221 8

Resident Evil Code Veronica X 211 7

Resident Evil: Operation Raccoon City  217 3

Resident Evil: Revelations HD  232 7

Resident Evil 4 HD 210 9

Resident Evil 5  177 8

Resident Evil 6  223 8

Resistance: Fall Of Man 151 8

Resistance 2 173 9

Resistance 3  210 9

Resonance Of Fate 191 8

Retro City Rampage 228 7

Ridge Racer 7 151 7

Ridge Racer Unbounded  217 6

Riff: Everyday Shooter 162 8

Rise Of The Argonauts 176 5

Risen 2: Dark Waters  222 5

Risen 3: Titan Lords 248 2

Risk: Factions 202 8

Rock Band Blitz 223 8

Rock Band 169 9

Rock Band 2 179 9

Rock Band 3 199 9

Rocksmith  223 7

Rogue Warrior 188 1

Rugby World Cup 2011 209 4

SHOOTING GUNS
PLAY: BLACK
It might be a few years old 
now, but there is something 
truly special about the ways 
the guns handle in Black and 
how they combine with some 
truly excellent destructible 
environments. It’s rad.

GREAT VR
PLAY: MOSS
While we are still praying that 
Sony can keep the VR dream 
alive, we continue to turn 
our attention to games like 
Moss as a superb example 
as to the power and potential 
of virtual reality adventure 
games. More like this, please!

DRIVING FAST CARS
PLAY: GT SPORT 
It doesn’t get talked about 
enough, but GT Sport is a truly 
excellent racing game. Its sense 
of speed and precise detail is 
unrivalled on the PS4. Give this 
one a try if you like sim racers.

CRAZY HARD PUZZLES 
PLAY: GOROGOA
This wonderful little indie game 
surprised everybody earlier 
this year when it landed with a 
wickedly inventive approach to 
puzzle design. It’s rare to find a 
game so perfectly designed and 
polished as this.

INDIE CLASSICS
PLAY: HYPER LIGHT 
DRIFTER
Tough as nails combat, a 
beautiful visual design and an 
epic soundtrack comes together 
to create a modern indie classic 
in Hyper Light Drifter. Do yourself 
a favour and get on this. 

PLAY’S BEST 
GAMES 
IF YOU LOVE…

PLUS
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GAME ISSUE SCORE GAME ISSUE SCORE GAME ISSUE SCORE

Rune Factory Oceans 220 5

RUSE 197 8

The Saboteur 187 6

Sacred 2: Fallen Angel 180 7

Sacred 3 247 6

Saints Row 2 172 7

Saints Row: The Third  211 8

Saints Row IV: Gat Out Of Hell 253 6

SBK Generations  220 5

Sam & Max: The Devil’s Playhouse 194 9

SBK Generations  220 5

The Secret Of Monkey Island SE 195 9

Section 8: Prejudice 209 8

Sega Mega Drive Ultimate Collection 177 8

Sega Rally 158 9

Sega Rally Online Arcade 208 7

Sengoku Basara: Samurai Heroes 198 7

Shadows Of The Damned  207 8

Shank 197 8

Shatter 183 9

Shellshock 2: Blood Trails 177 3

Shift 2: Unleashed  204  6

Silent Hill: Downpour  217 8

Silent Hill HD Collection  217 7

Silent Hill: Homecoming 174 6

The Simpsons Game 160 8

The Sims 3 199 8

The Sims 3: Pets 212 7

SingStar 159 8

Singularity 195 8

Siren Blood Curse 170 6

Skate 159 8

Skate 2 175 8

Skate 3 192 8

Skullgirls 218 8

Sleeping Dogs  222 8

The Sly Collection 200 8

Sly Cooper: Thieves In Time   230 6

Sniper Elite V2  218 5

Sniper: Ghost Warrior  206 4

Sniper: Ghost Warrior 2   230 5

SOCOM: Special Forces  205  6

Sonic The Hedgehog 4: Episode 1 199 8

Sonic The Hedgehog 4: Episode 2 225 4

Sonic & Sega All-Stars Racing 190 7

Sonic & All-Stars Racing Transformed  227 9

Sonic Generations 212 7

Sonic The Hedgehog 151 5

Sonic Unleashed 175 4

Sorcery  219 7

SoulCalibur IV 169 9

SoulCalibur V  214 8

South Park: The Stick of Truth 242 8

Spec Ops: The Line  220 7

Spider-Man 3 155 3

Spider-Man: Edge Of Time 212 3

  Spider-Man: Shattered Dimensions 197 6

Spider-Man: Web Of Shadows 173 5

Spin Jam 174 3

Splatterhouse 200 5

Splinter Cell Double Agent  153 7

Split/Second: Velocity 192 9

Sports Champions 196 8

Sports Champions 2  225 6

SSX  216 4

Stacking 203 8

Starhawk  219 8

Star Ocean: The Last Hope International 190 6

Star Trek   231 5

Star Trek: D-A-C 189 5

Star Wars: The Force Unleashed  171 6

Star Wars: The Force Unleashed II 199 6

Star Wars: Pinball 230 7

Start The Party! 196 7

Stormrise  178 5

Stranglehold   159 6

Street Fighter III: 3rd Strike Online Edition 209 9

Street Fighter IV 176 9

Street Fighter X Tekken  217 8

Strength Of The Sword 3 234 8

Super Puzzle Fighter II HD Turbo Remix 168 7

Super Street Fighter IV: Arcade Edition   207 9

Stuntman: Ignition   157 8

Super Stardust HD 155 7

Superstars V8: Next Challenge 190 5

Superstars V8 Racing 181 6

Super Street Fighter II Turbo HD Remix 176 7

Super Street Fighter IV  191 9

Syndicate  216 7

Tales Of Graces f  222 7

Tales Of Monkey Island 196 9

Tales Of Xillia  234 7

Tales Of Xillia 2 249 7

Tekken 5: Dark Resurrection Online 161 8

Tekken 6 184 9

Tekken Tag Tournament 2  223 9

Test Drive Ferrari Racing Legends  221 6

Tetris 202 8

Test Drive Unlimited 2 203 6

The Amazing Spider-Man  221 6

The Last Of Us  233 10

The Testament Of Sherlock Holmes  224  5

The Walking Dead   231 9

The Walking Dead: Survival Instinct   231 2

Thor: God Of Thunder  206 3

Tiger Woods PGA Tour 14   231 6

Time Crisis 4   166 7

Time Crisis: Razing Storm 199 5

TimeShift   162 7

Tokyo Jungle 223 8

Tom Clancy’s EndWar 173 8

Tom Clancy’s HAWX 177 7

Tom Clancy’s HAWX 2 196 7

Tom Clancy’s Splinter Cell Blacklist 235 7

Tom Clancy’s Splinter Cell Trilogy HD  210 7

Tomb Raider  229 9

Tomb Raider Trilogy  204  8

 Tomb Raider: Underworld 173 8

Tony Hawk’s Project 8 151 8

Tony Hawk’s Pro Skater HD 223 7

Tony Hawk’s Proving Ground 160 7

Tony Hawk: Ride 188 5

Top Gun: Hard Lock  218 4

Top Spin 3 168 7

Top Spin 4 203 6

Toy Story 3 195 8

Transformers: Dark Of The Moon  208 6

Transformers: Fall Of Cybertron  223 7

Transformers: War For Cybertron 194 8

Trash Panic 181 7

Trine 184 8

Tron Evolution 200 1

Tumble 198 7

Turning Point: Fall Of Liberty 165 4

Turok 163 4

Twisted Metal  216 6

UFC Undisputed 2009  180 9

UFC Undisputed 2010 193 8

UFC Undisputed 3  215 8

Ultimate Marvel Vs Capcom 3 212 8

Ultra Street Fighter IV 246 9

Uncharted: Drake’s Fortune 161 8

Uncharted 2: Among Thieves 185 10

Uncharted 3: Drake’s Deception 212 9

Unearthed: Trail Of Ibn Battuta: Episode 1 233 1

The Unfinished Swan 225 7

Unreal Tournament III  162 8

Untold Legends: Dark Kingdom 151 5

Valkyria Chronicles  173 8

Vanquish 197 9

Viking: Battle For Asgard  165 7

Virtua Fighter 5: Final Showdown 220 9

Virtua Tennis 3 150 9

Virtua Tennis 4  205 7

The Walking Dead: All That Remains 240 8

The Walking Dead: 400 Days 234 8

Wanted: Weapons Of Fate 179 6

Warhammer 40,000: Space Marine  210 5

Warhawk  157 8

Warriors: Legends Of Troy 202 1

Warriors Orochi 3  217 5

Watchmen: The End Is Nigh 183 5

Way Of The Samurai 3 190 2

Wet 184 4

Wheelman  178 7

Where The Wild Things Are 188 5

White Knight Chronicles 190 5

White Knight Chronicles II  207 4

WipEout HD 172 8

Wolfenstein 183 7

Worms 2: Armageddon 198 8

Worms Ultimate Mayhem 217 8

WRC 3 FIA World Rally Championship  225 7

WWE All Stars 204 8

WWE 13  225 5

XCOM: Enemy Unknown  224 9

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

X-Men Destiny  211  3

X-Men Origins: Wolverine 179 7

Yaiba: Ninja Gaiden Z 242 3

Yakuza: Dead Souls  216 6

Yakuza 3 191 8

Yakuza 4 203 8

Yakuza 5* 264 9

Zen Pinball 2 224 9

Zone Of The Enders HD Collection  226 8

A-Men  217 7

Army Corps Of Hell  217 6

Assassin’s Creed III: Liberation  225 7

Atelier Meruru: The Apprentice Of Arland  221 3

Everybody’s Golf  215 8

BlazBlue: Continuum Shift Extend  216 8

Broken Age 257 5

Call Of Duty: Black Ops Declassified  227 2

Danganronpa: Trigger Happy Havoc 242 8

Danganronpa 2: Goodbye Despair 249 9

Dead Nation 201 8

Destiny Of Spirits 244 7

Dokuro  230 7

Earth Defense Force 2017 Portable   230 8

Escape Plan  216 8

FIFA Football  216 8

flOw 151 9

Flower 176 8

Gravity Crash 187 8

Gravity Rush  219 9

Hotline Miami 233 9

Hustle Kings  216 8

Joe Danger  194 9

Killzone: Mercenary 236 9

LittleBigPlanet  223 9

Little Deviants  215 6

Lumines Electric Symphony  216 8

Metal Gear Solid HD Collection  221 7

ModNation Racers: Road Trip  215 5

Mortal Kombat  219 8

MotorStorm RC  217 8

Muramasa Rebirth  234 8

New Little King’s Story  224 7

Ninja Gaiden Sigma Plus  217 7

Ninja Gaiden Sigma 2 Plus   230 6

Oddworld: Stranger’s Wrath HD  214  8

Orgarhythm   230 5

PlayStation All-Stars Battle Royale  225 8

Persona 4 Golden  228 9

PixelJunk Monsters 163 9

Puddle  222 8

Rayman Origins  216 8

Reality Fighters  215 5 

Resistance: Burning Skies  219 5

Ridge Racer  216 4

Rocketbirds: Hardboiled Chicken 212 8

Silent Hill: Book Of Memories  225 3

Sorcery Saga: Curse of the Great Curry God 240 7

Soul Sacrifice  232 9

Sound Shapes  223 8

Superbeat Xonic 265 7

Superfrog HD   234 4

Super Monkey Ball: Banana Splitz  224 7

Sumioni: Demon Arts   230 4

Super Stardust Delta  216 8

Tearaway 239 8

Terraria  232 8

Touch My Katamari  216 8

Toukiden: The Age Of Demons 241 8

Ultimate Marvel vs Capcom 3  216 8

Uncharted: Fight For Fortune  227 8

Uncharted: Golden Abyss  215 8

Unit 13  216 6

Velocity Ultra 233 8

Virtua Tennis 4: World Tour Edition  215 8

Virtue’s Last Reward  227 8

WipEout 2048  215 9

JOsh WesT

Vampyr

Because it’s new
WhY (was it chosen?)

WhaT  
(have they been playing?)

IT IS DIFFICULT to 

know what to make of 

Vampyr. Even now, after so 

many hours have been sunk 

into the experience, we are 

still finding ourselves a little 

mystified by what developer 

Dontnod was attempting to 

do and the somewhat mixed 

execution it employed to 

get there. It certainly has its 

moments of excellence, and 

its vision of Victorian London 

is pretty startling, but some 

technical issues and mediocre 

combat have held this one 

back from being as great as 

it could (or should, for that 

matter) have been. Look for 

the full review next month.

WHAT WE’RE 
PLAYING…
Watch out! Games!  

VITA

PLUS

JOn GOrdOn

FiFa 18

For the big World 
Cup update

WhY (was it chosen?)

WhaT  
(have they been playing?)

WE HAD BEEN saying 

for years that EA should 

just release the big 

international tournaments 

as an update to that year’s 

game rather than going to the 

bother of releasing an entirely 

new FIFA title and this year it 

finally took our advice. What 

was somewhat surprising 

was seeing the World Cup 

update arrive for free for 

FIFA 18 players. And the 

result? The FIFA I’ve already 

been enjoying for the last six 

months or more, now with 

new stadiums, new kits and 

some new layouts. Nothing 

too mind blowing or anything, 

but a very nice gesture to fans 

from EA.
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HOT 100

E3 2018 PREVIEW 
SPECIAL

Join us next month as we dive into 
all of the huge announcements that 

emerged out of e3 2018. 
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