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EDITOR’S CHOICE

“It "erv '.nuch .embodies MY TOP PICKS THIS ISSUE
that spirt of dinosaug:
driven chaos”

veryone knows the classic Jurassic Park
quote, “Life finds a way” - but few
remember the full line, “Life finds a way
out of its cage and starts eating the
visitors.” Thought-provoking stuff.

Jurassic World Evolution very much embodies that

spirit of dinosaur-driven chaos, proving especially B TR N YNBSS 4
disaster-filled when we play it for some reason. | knew J X A M |\l
that if we didn’t give it the cover feature treatment We've been hands.on with Shadowof The Torh

It deserves, and seize the excuse to put a Raider, the dark final chapter...

ruddy great T. rex on the front cover, my ~<

inner child would never forgive me. And iy | S la ikl

also that the developer would release a
raptor into our office, as those blood-
splattered letters have been
threatening for months. Read on
for our massive preview,
Including a chat with the team
and even a look back on
Jurassic Park games past.

Elsewhere, we're teaching
you how to make your own i
games, deciding once and
for all the best battle royale of the |
bunch, and stress-testing a load of —_——
caradbosﬁrd, plus all th% exptla-rt reviews, L L SEE
IN-depth previews, and exclusive FRtt SR N N L
{Eatgre§ you've come to expect from ' e Planet aveard, ditiyare thetthat doestt exiet.
e best games mag around.

Enjoy your GM!
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Robin Valentine - Editor

BUY A SIX-MONTH PRINT
SUBSC

| don’t think I've ever said ‘awww’ more often
...or subscribe. See p28 for details. than | did while playing The Swords Of Ditto.
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JURASSIC WORLD

20

What could be cooler than creating your own
dinosaur park? Watching it all fall apart, of
course. Find out more in our huge fea
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COVER
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Only the best games

are featured on

GM's cover!
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E) TOME RAIDER

' If you thought Lara was a stone-
cold killer before, brace yoursel...

KNIGHTS AND BIKES
35 A BMX under your bum, a goose by

your side, and a world of adventure
ahead. What more could a kid want?

36 )

Turn-based strategy meets talking
ducks in the crossover event of the year.

SUNLESS SKIES
38 The Victorians explore space in
flying locomotives, and do not like
what they find up there.

) THE SINKING CITY
Leave your taps running one time
| and suddenly there’s Lovecraftian
monsters everywhere. Typical.

04 aM JUNE 2018

EVOLUTION 7

............................................................................................................

TOTAL WAR SAGA: THRONES
OF BRITANNIA

Back to a time when men were
men and Vikings were everywhere.

MINIT
76 With only 60 seconds to live,

you've got to make every moment
count in this surreal adventure.

BATTLETECH
78 The only thing hotter than the

strategic action is your rapidly
overheating weaponry.

FROSTPUNK
Eke out a desperate existence in a

frozen wasteland. It’s a bit like
going caravanning in Skegness.

THE SWORDS OF DITTO
You think Dark Souls is harsh?
Here, every time you die, you have
to wait 7100 years to try again.

.....................................................................................................................

Contents

... Wihat’s In Your Latest Issue? ...

320 THE CREW 2

s it a boat? Is it a plane? Walit, it just turned into a car and fell out
of the sky... What's happening?! Get ready for the most freedom-filled
driving open-world game ever, where even your vehicle doesn't follow
the rules of the road... or physics.

v/0) GOD OF WAR

Kratos is back, and this
time he’s a bearded dad! Can
you even imagine? Oh, and
also he’s slap-bang in the
middle of Norse mythology,
fighting trolls, improbably
huge animals, and his own
demons. Didn't see that
coming, did you?!
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FANBASE

Is the 3DS on its way out? Does
representation really matter? These
questions and more answered within.

UPFRONT

We get to the bottom of the latest

lootbox scandals, and put Nintendo
Labo through its paces.

INDIEMASTER

Ever wish you could decide when it's
day and when it’s night? On the alien
world of Planet Alpha, you can.

RETROMASTER
We take a look back at the

Birdman's greatest game - Tony
Hawk’s Pro Skater 3.

CULTUREMASTER

This month we chat to a cosplayer
whose monstrous creations really
have to be seen to be believed.

www.twitter.com/ gamesmaster
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THE MOST DEDICATED TEAM IN THE BUSINESS

Robin Rob Crossland
Valentine Let our seemingly
It's stillagood harmless art editor
month away, but loose with
Robin’s already Photoshop, and
flailing aroundin horrible things
full panic mode happen. We do what
about E3. Journalists we can to keep him
have a weird in check, but every
relationship with the now he gets away
biggest show in the from us and makes
gaming, something
you see - for them, monstrous. You'll
it'ssortofacross find his latest
between Christmas creation overon
and the apocalypse. p98. Be afraid...
Favourite dinosaur: Favourite dinosaur:
Printmedia Doyouthinkhesaurus
Sam Greer
Did you know, our
staff writer doesn’t
just review games,
she makes them too?
Just like Paul
Hollywood with '
el ISSUE!
month she’s sharing e 4 :
what she’s learned in j:,.E.':}E.I,j".,,..' *"'!"I"?T"'-'-!- s Subscribe tod ay
a huge guide to the e
ek oo and _ angl get afree
affordable game - Switch power pack
development tools

Favourite dinosaur:
Godzilla

around - flip to p60
to find out more.

www.gamesradar.com/gamesmaster
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threats J 2% ¢ Futureproof?

| wanted to pick your brains and ask the
people in the know (you!) when you think
the next generation of consoles are
going to come out? I've heard rumours
that Sony have started to send out dev
kits to software companies already... |
think the earliest it will be is 2020 with
the bookies’ favourite being 2022.

Do you think it's too early for the next
consoles, given that we've had mid-cycle
upgrades already?

Sam Hamilton, email

Yeah, we’ve seen the rumour going
round about PS5 dev kits, but we're
pretty certain it’s not true. We think
you're probably right that 2020 seems
like the earliest the next gen could
launch, and we definitely wouldn’t be
surprised if it took as long as 2022.

It depends a lot, however, on how big
a leap the next generation actually is. As
you say, we've started seeing ‘half-step’
consoles such as PS4 Pro and Xbox
One X - will Sony and Microsoft’s next
consoles represent another small jump
up from there, or will it be the traditional
hard generational divide? Hard to say.

A few queeries

After reading Sam’s thoughtful article on
queer representation in gaming in issue
329, | was prompted to think more deeply
about the subject and raise some points
and questions for consideration. Firstly,
it's worth mentioning that as a straight,
white male never have | thought I'd been
discriminated against nor have | had any
shortage of videogame characters to
Cheri Reilly, Facebook ‘represent’ me. But it is this concept of
‘representation’ that I'm hoping you can
help explain to me.

Personally, | do not look to videogame
characters, to represent’ me but rather to
engage with me. Be it through good
writing, good performance, or good
narrative, characters in entertainment
will engage with me on an emotional
level not because of their demographic
but because of their story and their
development. This is why | see the kiss
shared between Ellie and Riley in The
Last of Us: Left Behind DLC not as a use of
homosexual imagery but as an effective
story-telling technique that, regardless of
the sexuality behind it, is the culmination

}

Switch’s hybrid nature allows Nintendo
to unify its catalogue on one platform -
and potentially leave 3DS behind.

WIN?

Nt Got an opinion? Have even the barest grasp of these two characters'arcs tﬂgether.'
PEleY dﬂ; e of words and how to put them together? What would be your response to this?
a"“;’:":? gl The best letter bags a free mystery prize!* Do you think sexuality in a character is an

ESLE URCHIG QAT *Don't forget to include your postal address and .

important factor in your ability to engage
with them?

Alex Westwood, email

Is coming to Switch,
rather than 3DS.

chosen gaming format!

www.twittercom/gamesmaster




Charlie Ridgewell writes in oy

with their verdict on NiNo

he first Ni No Kuni is one of my
favourite games, and | felt that its
story was a complete one, so | went
_ Into the sequel with trepidation, and
unf::»r’runatelﬂ,fr it wasn't unwarranted.
: King Evan's journey to build a new
-I-H‘Hlﬂm after his old one is taken over isn't
%‘t it's nowhere near as compelling as
in the first game thanks to some
SMRterwhelming characters. A key example of
s Bhisis Roland, who is mysteriously teleported
H ‘ e nther world for unknown reasons, but
Vel Llickly adapts and after a while it's easy
' """anget where he actually came from.
Despite introducing players to the combat

early, the game takes its time to unravel the
rest of the gameplay, such as large-scale

hattles and kingdom management, which is

T
i

_ Mpressively deep. But combat gets very

2 Fepetitive and is too easy.
This is a decent game, entertaining 0 /0
d

r’ﬂ
p

es in comparison to the

presented very well, but

masterpiece original.

CHARACTERS TO REPRESENT ME™

We’re glad Sam’s piece got you thinking,
Alex! The thingis, representation will
naturally not feel like a big deal when the
majority of mediais catering directly to
your demographic. But try to put
yourself in the shoes of someone who
rarely sees their sexuality (or ethnicity, or
gender, etc) represented, or only sees it
used in a stereotypical or negative way.
Imagine if there were no games starring
straight, white male heroes - don’t you
think you would feel excluded?
Representation means different
things to different people,andit can be
a subtle and complex thing. As you say,
you may not directly put yourself in the

shoes of a game hero, or indeed you may
find yourself empathising very strongly
with a character who is very different
from you. But trust us when we say that,
for many of those from marginalised or
minority groups, itis indeed extremely
meaningful to see characters like
themselves, and stories told froma
perspective similar to theirs, in the media
they love.

Dead end

Here's a question for the GM guys: what
was the most unexpected game over you
have ever had? For me, it was being
brutally beat down by a Final Fantasy

OFF THE CHART!

The hot topics you’ve been gabbing about

www.gamesradar.com/gamesmaster

27% Your favourite DLCs

26% How many games do you buy in a year?
20% Nintendo Labo chat

14% The best strategy games ever

12% Your gaming collections

boss who went from hitting 300 damage
to 7777 in a split second, then discovering
| hadn't saved in ages. It was the moment

| discovered the Materia Keeper in FF7
could be in All Sevens condition.

Jamie Sergison, Facebook

We posed this question to editor Robin
and he just retreated into a corner
muttering about Persona4 andb5’s
instant kill spells...

The Daft Knight

s it just me or are terrible games
somehow addictive? The reason | ask this
is because | have an original Xbox at
home with a number of games. However,
on the odd occasion | play it the only
game | really play is 2003’s Batman: Dark
Tomorrow. A game filled with awful
controls, glitches, graphics, and story, but

: it is because of those reasons | play it

because of it being so hilariously bad.
Please tell me I'm not the only one.
Daniel Climo, Facebook

Here at GM we love a so-bad-it's-good
movie (Hell Comes To Frogtownis a
team favourite...) but weirdly we don't
really feel the same about any games.
We'll throw it out to the readers - does
anyone else have a soft spot for a
particularly rubbish title? B

FANBASE

YOURTOP 5

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

SPIDER-MAN

Format P54 ETA 7 September

For the first time in months, Red Dead
has been punted off the top spot!
Congrats to our boy in red and blue -
now officially cooler than the Wild West.

RED DEAD REDEMPTIDN 2
Format P54, XO ETA 26 October

GTA V was recently revealed to be the
most profitable entertainment product
of all time by MarketWatch - we wouldn’t
be surprised if RDR2 does even better.

-
afld

DETROIT: BECOME HUMAN
Format PS4 ETA 25 May

Last month’s demo seems to have
gotten plenty of GM readers on side.
We’re planning to include our full
review in next issue, on sale 14 June.

DREAMS

Format PS4 ETA Winter

As it stands, we can't decide if we're
excited or terrified by the prospect of
finding out what the gaming pubilic
dreams about...

CYBERPUNK 2077

Format TBC ETASummer 2019

In our day, all you needed to be a punk
was a couple of safety pins and a dodgy
haircut. Now it’s all robot limbs and USB
ports in your neck. Ridiculous.

JUNE 2018 M 07
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The Witcher 3

DLCE arguaﬁly

WA 7 are pbetter than

§ WeZail most other

_ games just on their own!
B : Sl < Garalar, @GaryBlower

God Of War is
the best game
of this

| generation.
John Mitchell, Facebook

| have so many
cames that |
naven't played
yet, but still

. . think | don’t buy enough.

MANIAC OF THE MONTH!

o, I O e~ e £ Ty~ o Thanks to Nintendo I've

realised how much cash
‘ there is in cardboard.

Does anybody want to

buy a cornflakes box?

Daniel Reid, Facebook

| love Nintendo,
and hope Labo
- does well, but |
Al 4 have no
Interest. Get back to
work on holograms.
That, I'll buy day one!

Matt Butler, Facebook

% Uncharted: The Lost Legacy
. That Glasgow Gamer,
@ThatGlasgwGamer

I've never grown
So attached to a
' videogame
character as |
did to my squad
members in XCOM.
Joe Harris, Facebook

Chaos for the
g ZX Spectrum is
&'4 the best

% .« Strategy game
ever. How many others
let you murder
someone with an
Imaginary dragon or
use a magical fungus to
doom everyone on the

battlefield?
Chris MC, @DaftRonson
ST ' - A AN
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Overwatch’s loot boxes are purely
cosmetic - but does that actually
make them any less predatory?

The
P b
Qll'lznsg"ogn 6

O ARCHIVES LOOT BOXES

STORE ITEMS

o

. D 1.79GBP 8.49GBP
i .=  Jordan Carroll, @ 2““ 1.10“
@Jordinho88 I /= CGALI'DUTY. GALI'DUTY.
= POINTS POINTS
1'.‘?.:-.
.-‘h';. Ir
- 34.99GBP _ 63.99GBP |
=23, 3,000 > 9,900
Alex Eagles, @Cynibot \ ~ GALI'DUTY. JAR | CALI'DUTY.
POINTS L) POINTS |
officialgamesmaster www.twitter. |
esmaster

BOX CLEVER

A few examples of loot boxes and their shiny contents

Star Cards, which impact on gameplay, no longer come
in Battlefront Il boxes; only credits and cosmetics.

10 GM JUNE 2018

Overwatch regularly offers themed boxes, with a chance
of rare skins unattainable after the promo period.

’ﬁ: 600 (g8 27290 @25

16.79GBP 9,200 Call of Duty” Points
2 40 n extra 26% value.
y 5. :
Call of Duty® WWII game required, sold
mrnm. separately. CP are the in-game currency

PDINTS that can be used in WWII to obtain Rare
Supply Drops for use in Multiplayer
game mode and Zombies Crates for use
in Zombies game mode plus other
in-game content.

84.99GBP
Mot all game items available through
13 0"0 Rare Supply Drops.
y
m._'n““*‘ CP purchased may also be used to

obtain in-game content in Call of Duty®;
POINTS Infinite Warfare, Call of Duty®: Modern
Warfare® Remastered and Call of Duty®:
Black Ops lll. Each game sold
separately. Call of Duty®: WWIl must be
launched and CP registered in-game
before these CP will appear in Infinite

The latest Call Of Duty forces you to open its loot boxes
publicly, the contents visible to any nearby players.

www.twitter.com/gamesmaster
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2200 FIFA 18 Points Pack

LOOTS OF
TROUBLE

Two countries rule that
loot boxes must change

s buying a loot box the same as gambling? This deceptively simple
question revolves around two facts: first, you never know exactly what
you're getting in exchange for your money; and second, whatever you
do get has no intrinsic value outside of the game world. Publishers have
relied on the latter fact to skirt gambling regulation. Examine loot box
systems carefully, and you’ll see that contents can never be bought
directly with real money; only with in-game currency that can be
bought or - importantly - slowly earned for free. Now, that’s no longer enough.

Last month, Belgium and the Netherlands ruled
that some examples of loot boxes were in
violation of their gambling laws, and change
must be implemented. The director of the
Belgian Gambling Commission, Peter Naessens,
said that players of FIFA 18, Overwatch, and
Counter-Strike: Global Offensive are “tempted
and misled”. The investigation was instigated
last year following the notorious Battlefront I
loot box controversy (though interestingly, that
particular game was found to not be violating
Belgian gambling laws).

publishers only have until 20 June to remove or

. change the loot boxes. If they fail to do so,

: further action could include banning the

. affected games, issuing fines, and/or even

. prison sentences. The fact that the NGA has

' made clear it wants to “work together and act

. together” with the rest of the EU will send alarm
bells ringing in certain boardrooms.

Exactly how, when, and where the recent

+ rulings will effect change is currently unclear,
. but it's now obvious that many systems are
+untenable as they stand. Make no mistake,

“THE UNNAMED PUBLISHERS ONLY
HAVE UNTIL 20 JUNE TO REMOVE

OR CHANGE THE LOOT BOXES™

At time of writing, the Netherlands Gaming
Authority has not revealed which four games
were found to be using illegal loot box systems
in its territory. (If changes are not implemented,
they will then be named and shamed)) It has,
however, specified that any loot boxes offering
tradable items are in violation. Dutch news site
NOS points out that this could mean FIFA 18,
DOTA 2, PlayerUnknown'’s Battlegrounds, and
Rocket League.

The ruling in the Netherlands is likely to be
the one that will concern the industry the most.
The NGA draws direct comparisons with
gambling games and machines in conversation
with NOS, noting how loot boxes draw out the
opening with lights, effects, and sounds. In a
practical sense, however, the unnamed

change is coming; we saw loot box systems

changed and removed even before the legal
+jssues arose. EA's Star Wars: Battlefront Il is the

most obvious example, a huge update

+ eventually issued to completely rewrite how
. online unlocks work. And it'’s not the only game

where changes have been made. In an April

5 blog post, Monolith announced that a 17 July
update will completely remove all traces of loot
. boxes and microtransactions from

Middle-earth: Shadow Of War.
EA is likely to lead the way here, especially as

Europe is vital to the success of the enormously

profitable FIFA Ultimate Team.

. Microtransactions are here to stay but loot
. boxes, at least, are likely to see some significant

changes in the next six months. &

JUNE 2018 aM 11




a Upfront

JE SUIS DES-OH
GOD, WHAT
1S THAT?!

Battling hunger and ghosts in
Desolate’s post-apocalyptic world

here are scary survival horror games and then thereis
Desolate, a Stalker-inspired co-op adventure about
trying not to die on a contaminated Russian island
populated with mutant animals, frenzied scavengers,
and creepy child ghosts. It’s tough, scary, and definitely

not for the fainthearted. God knows why we're sending
Leon into check it out then...

HURLEY 1
y

ADVENTURES IN
EARLY ACCES

OLD WORKBENCH SOUTHERM BAY

URARMED

e
ST N ]

om the moment jt
Metro, System Shock, and Bioshock.

you start life in, little faces that pop up
Post-apocalyptic wasteland full of

PRIVATE NL

MONOLITH. 50UTHERN BAY
Micreacope lourd §0/1)
Radia Tourd §171]

MADMAMN

1l

0 MI N“TES this is a game about finding people who 30 M I N UTES

: ial i | by .

s tutorial is anything to go _ h a crowbar.
Iif Disl?lngslightlv worried Gary Oldman and besftirlng thjem to ?Ea:;:gaw e
. be the gist of things SO far. Within minutes I'm - _
Well, that seems tobe e e with metal sticks, crawling

' ' itti eopl |
i ma?ii:::f;:*:ﬁ# T}C;T::'Ss jat;t{z:ggrpthaitj whoever made t!‘IE traiiers. ;:::I
i QHF'_S, o king this look way better than it actually does. It's not terri e
SRy n real life, rather than the ‘Metro Exodus at nuclje%nr P{?:
fficial gameplay - and 'm apparently plaw,rilng onan EF:; ZEETTE,—:
3 little ‘Greg from the canteen says he'll ljax.f.e a g ‘ j
Jll those Garies havent died in vain.

The main thing at the moment is collecting things. | don’'t know what'’s valuable yet
so my pockets are full of broken scissors, metal, radios, and just about anything that
will fit in them. I've a loose objective of getting an old workbench working so I'm
darting between buildings, avoiding scary noises in the trees, while looking for a
transformer and a toaster. As | do | hear a child crying and then a tiny voice saying
‘Play with me’. There aren't enough nopes in the world right now. 'm in the dark and
it's just horrible noises everywhere - snuffling, growls, and howls in every shadow.
The next ten minutes are me just running away from sounds | don't want to know
any more about. At one point, while I'm hiding in a warehouse from a glowing-eyed
madman, a child’s voice whispers in my ear: “One, two, found you”. NooooOOOOPE.

just a bit ‘made with Unity’ i

appearance oftheo

The voice acting is also '
atmospheric, though, and is fun so far, so
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45 MINUTES

Things don't get much
Like the Dorg, whichisnta ty
extra jaw and decided the facew .

i ' ing, an
getting @ radio tower working s e Sy

thought opening ¥ theco0p OPLOT t he also takes 3l the supplies,

+ mind attacking things. bu , :
i die. But considering all've gotisa pocket
. radio tower

rs. Between us we fixthe
: ken to gain entry. . 1 HOUR 45 MINUTES

It's taken me ages but I've finally found the Wanogah. It is not a hamster, it's some

better in the daylight  oni it
: oud getityo
po. Its whaty g 1 supposed tobe

as better without any skin. !
jol layer as|

‘ nedbya random online P

P : s, because the other

F’ R .-
/i | A Rl |
L:tf‘l;' .. | sortof mutated naked lady thing spitting poison. It took a while, partly because | was
' 3 » . ~ so cautious and partly because | decided to wait until daybreak until | started
-' QROVR s T Staton i et 7 03 looking in the buildings it was meant to be in. Obviously it was in thelocked one so |

wander off to find a key card (in an abandoned radar base full of murderers), find it,

kill the thing, and gather whatever body partitis that gets me the reward. I'm

supposed to drop it in a delivery tube but the map is so big, and my route so winding

that there aren't any nearby, so | decide to head back to the base. Justassoonasl|
can get out, past all the bad people with axes | didn’t kill on the way in.

e/ S

1 HOUR

It's not long before | discover just how scary this game can get. This world is full of
hanging bodies, shadows that run across doorways, and distant roaring noises. But
nothing prepares me for the... let'’s call her ‘The Girl'. She just appears, floating in front of
you with a deafening stab of broken violins, then disappears before you've had a
chance to register what's happening. | dread to think what the other player thinks of
me as | scream my favourite bad words at deafening volume. It's the lowest of all the
scares - just a sudden, loud noise - but it works. And it keeps happening. My nerves are
shredded and 'm actually looking forward to Dorgs. They're adorable by comparison.

1 'lg;':lEl EE..

WEATHER |

as empty as my vid
eogame st
Wanogah bit iy Ll IPpi
- ; alth chi
d claim my reward. That's enough st;:;:? HTEY T
or tonight...

NIGHT TERRORS

1 Hou R 30 MI N UTES i c[u”:(Vi:ﬂ places but Desolate has plenty to offer if you fancy a
A lot's happened in the las - ; survival challenge with scares along t
ki i SO Crarsa In;daso Ir!*::uéis. I've lost my buddy but I've found the base, - such as The Girl - are cheap Ehﬂtﬂgb;i::ﬁ;ru;f SDFE c:?em
Wanogah. | have noidea What.tha“gs : a ﬂun: medi packs, a{nd a mission to kill a et the Teeling i oF gnawing fear. Siipplies are :’ ective. ‘IdE from
5 totigh. To get to this point I've runl i Dfpiﬂg for Some kind of hamster. This game dangerous, and death can cost you everythin ii;arse, Eﬂ?mles L
Wik o b bl s Hiens besfirg/ s ahdiiearuEd Ve g your gear fast enough. This is not to be plavedgcazjzlran e
I'm living like a king. A king who's spent 30 o s Fﬂmpamd to how | started given the lack of pause from the online side of things Eespemal-l !
S o i Sicamcjgt:;lteicrawh:i through the forest with rough in a few places but rewarding, if slightly Wﬂbilv;e :g:;;lt":fz
- . g eeting anything. At one point Th biecti ; : ; n
Girl appears in a building and | j : P e objective markers won't put you off. If it th
g and | jump so hard | fire one of my bullets into the ceiling. for future updates because this definitely .::; :;1::;:::;&;’, tl-|Eﬂ|wat{:h
your list.
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“How many excellent indies
such as Celeste are falling
through the net?”

Ever-increasing numbers of releases and poor
digital curation continue to leave great indies lost
by the wayside, argues

More games than ever before
continue to be published on a weekly
basis across PSN, the Switch eShop,
and Xbox Live, yet what good is such
an influx of things to play when the
titles themselves are given so little
room to breathe? Steam alone
released over 7000 games

throughout 2017 - that’s almost as
many as were released between 2005
and 2015 in total!

There are exceptions, of course.
Some indies, such as Celeste, strike
lucky, finding success thanks to
widespread critical acclaim and gradual
word of mouth. It leads me to wonder,
nevertheless, how many more Celestes
are falling through the net? It's clear
that more can be done with regards to
curation, despite existing efforts. While
the constant stream of headlines such
as “Super Meat Boy's day-one Switch

sales almost as high as Its 360 debut”
and “Switch Monster Boy pre-orders
are outdoing PS4 by 10 to 1" appear to
be good news, to me, this only
highlights the discoverability problems
present elsewhere.

Surprisingly, it's actually Nintendo
which is the one taking concerted
efforts to ensure the audience find
great games such as Splasher,
Slime-San, and Battle Chef Brigade, no
doubt inspired by the excitement still

“STEAM ALONE RELEASED OVER
7,000 GAMES THROUGHOUT 2017”

STATS MAGIC The gaming month in facts and figures

1M+

Co-op adventure A Way Out has sold
over one million copies, despite mixed
reviews - that’s twice as many asEA
expected to shift.
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$660«

Three Korean games
companies were fined this

much combined for deceptive

loot box practices.

Less than a year after release, this
was the peak number of players
for LawBreakers in April - not
even enough for one match.

surrounding the console even over a year
on. With such a huge swathe of games
each week, carefully planned curation
strategies are quickly becoming a
necessity. It breaks my heart when a game
such as the clearly unfinished Life Of Black
Tiger has its own ‘highlighted PlayStation’
trailer, when all that marketing power
could've been dedicated to promoting an
exciting new property that is completed,
playable, and something people will enjoy,
and not regret spending their money on.

All of us have only so much time inthe
day to play games - and school, work,
parenthood and other responsibilities all
mean that time is extra precious.
Unfortunately, much of the onus now falls
directly on us to be more informed when
browsing digital store shelves. In some
ways this is a good thing. After all, it's
hoped that such dedication will lead to the
cream of the crop rising to the top. But with
so much unworthy nonsense filling out the
gaps in between potential greatness, Valve,
Sony, and Microsoft can't afford to take
their feet off the pedal. They need to help
us cherry-pick.

2018 continues to be an exciting time
for indies. Small studios creating games
containing pioneering stories, mechanics,
and concepts that would never gain the
backing of a big publisher can now get
them directly into the hands of players,
without need for physical distribution. Let's
just hope those same big publishers can at
least give them their time in the sun.

£75

The price of the new top-tier Leaf
Ticket bundle in Animal Crossing:
Pocket Camp. Tom Nook must
be raking itin.

www.twitter.com/gamesmaster




“The biggest games
should start taking more
stylistic risks to stand out”

God of War’s innovative single-shot approach sets
a cinematic example for other triple-A titles to

follow, argues

In truth, it's the kind of thing you might
not notice if you weren't already aware
of it - most third-person games have
long periods where the camerais
entirely under the player’s guidance,
and it’s only when the developer

wrenches control that you see any cuts.
But once you know about it, you can't
help but admire the craft. It gives the
game a rare sense of intimacy: you feel
closer to Kratos than before because
the camera never leaves his side, and
therefore neither do you. And while
youre aware that an in-game camera
can't be restricted by physical objects,
consider the technical issues that total
seamlessness would present. Sure,
walking along the branches of the
World Tree is basically an interactive
loading screen, and there's a reason
there are so many giant doors -and
why it takes a good few seconds for
Kratos to prise them open - but unless
you die, there are never any clear
breaks in the action.

You can see why other developers
haven't attempted to do it to date, then.
But it makes a striking creative
difference in a game that otherwise
conforms to the now typical levelling,

“AS GOOD AS GOD OF WARIS,
THAT TEMPLATE IS STARTING TO
FEEL A LITTLE FAMILIAR™

upgrade, and loot systems we see in
most single-player triple-A games. As
good as God Of War is, that template is
starting to feel a little familiar. If the
biggest games are going to continue to
lean on old, tried-and-tested tricks, they
might need to start taking more
stylistic risks to stand out.

So let’s see more experiments with
perspectives and cinematic techniques,
more things that make us see
differently. Indie games such as Thirty
Flights Of Loving, Virginia, and recent
horror Paratopic all use jump-cuts and
smash-cuts to great effect; there’s no
reason why blockbuster games
couldn’t do the same. And though The
Evil Within's letterboxed presentation
wasn'’t to everyone's taste - and was
seemingly partly born of engine
limitations - it gave the game a
distinctive visual signature that its
full-screen sequel lacked. Could we
potentially see a game in the near
future that uses the Academy ratio to
provide a more contained,
claustrophobic framing? Well, why not?
As difficult as it must have been to get
the single-shot approach right in God
Of War, it would be a pity if Sony Santa
Monica's remarkable achievement
didn't challenge more triple-A
developers to take similar chances.

_MOST
WANTED

What’s most tickling the
team’s fancy this month

ROBIN’S PICK

Shadow Of The
Tomb Raider

The rebooted trilogy is yet to wow me
when it comes to story or characters,
but I love exploring its wilderness
environments. Rise in particular struck a
sweet spot for me between cinematic
action and grounded survival,and I'm
hoping Shadow can do the same. And
with its vibrant jungle and Mayan ruins,
it feels like the most ‘classic’ setting yet,
harkening back pleasingly to the
original games. Hey, maybe it’ll even
havea I.rex!

SAM’S PICK

Below

Ever since my hands-on I've been dying
to return to that mysterious island, to
explore further and figure out just what
it's all about. I've been excited about this
one for a while but expectations have
been exceeded handsomely, and Below
is sure to blow everyone away whenit
finally releases. Everything aboutitis
enchanting - though most of all 'm keen
to hear Jim Guthrie’s soundtrack
complete and uninterrupted.
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TIMES
AHEAD

Everything you need to
know about Nintendo Laho
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hile any other
company would be
more than happy to
rest after launching
something as
successful as
Switch, Nintendo is only getting
started. Like a proud parent, he
company clearly sees limitless
potential iniits bouncing baby console.
Low-tech cardboard toys that interact
with your high-tech games machine?
That'’s aleap nobody could have
predicted. With Labo, though,
Nintendo proves it understands Switch
better than anybody.

As a concept, Labo is simple enough. You
buy sheets of cardboard with pieces that
can be pressed out and folded into
devices that your JoyCon attach to, and
the constructions can interact with
games on your Switch.

There are two packs in the initial
release. First is the Variety Pack, which
comes with a range of cardboard toys.
There's an RC car, a fishing rod, a little
house, a piano, and a racing bike. The
pack comes with a set of instructions that
display on your Switch. You control the
speed of this easy-to-follow guide, and it
will take you through putting the toys
together, step by step. Each Labo is

incredibly easy to construct, with smaller
. ones taking just a few minutes to put

Labo is definitely something your'll
want to share, and will be perfect for
parents to make with their kids.

T

together. Ones with more moving parts
- such as the piano - are bigger projects
that may take an hour so, but stay simple
throughout. Once it’s all assembled, you
attach the JoyCon so it can interact with
the appropriate games. The rod, for
instance, comes with a fishing game,
which has you throwing the line and
reeling in your catch.

The other option available at launch is
the Robot Kit, which you use to build an
elaborate robot suit made of pulleys that
allows you to play a fun mech game with
your whole body. That’s right, you can
actually be a robot. Albeit one that can't
go out in the rain.

Tears before bedtime

What's most immediately impressive is
the construction of all these toys. The
imagination Nintendo has applied to
cardboard, and the ingenious ways it's
made things so easy to fold together, is
truly fantastic. There’s something quite
exciting in simply seeing how it all fits
together and works. It’s a bit of a shame,
then, that the quality of the cardboard
isn't too great. In our time with Labo
we've nearly torn off small tabs and
corners many times. Left sitting around
the house or in the hands of young
children we wouldn't expect Labo to

. survive more than a few days of use.

Improvised repairs might keep them

+ going a little longer, but overall there’s a

“THE IMAGINATION AND INGENUIT
NINTENDO HAS APPLIED TO

Y
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real longevity problem, which does make
that price tag seem pretty steep.

The games themselves aren’t as solid
as we'd have liked, either. They're all very
well put together but none of them will
keep you entertained for more than a
session or two. Young kids may become

enthralled, but we imagine older children,

used to playing expansive titles such as
Minecraft, will find Labo's initial release
games rather dull.

Paper view

The real longevity of Labo will be down
to the Toy-con Garage. Here users can
program new functions into the Labo

www.gamesradar.com/gamesmaster

toys or JoyCon: you could turn a JoyCon
into a sensor-tripped alarm, or allow your
RC car to battle other toys for points. The
interface is simple, broken down into an
easy input-equals-output system. It’s
basic scripting that's approachable for
kids. Making your own games is what will
sustain Labo, and Nintendo has provided
great tools to meet player imagination.
Whether adults or children are willing to
engage with it is what will determine how
long Labo lasts in the wild. There's plenty
to be impressed by, but to play with, it
can feel somewhat two-dimensional.
Here's hoping fans can transform it into
something really special. B

CARDBOARD
CUSTOMISATION

Making your Labo toy uniqgue

One lovely thing about Labo is that it's simply cardboard, which of
course means you can draw on it or stick things onto it or cut
shapes out of it. This stuff is yours and Nintendo is fully
encouraging you to make your own mark on each Labo toy. The
company’s even left extra room in toys such as the Piano, where
users can wrap keys in sticky tape to get the feel just right if they
want. We've already seen many colourful variations on the RC
car, and children are certainly going to have a time personalising
their cardboard toy. Here’s our effort: Sandy The Sad Car. What?

1.'::.‘ . .. h = —
" | .
W .
[

The big robot Labo is truly the most impressive in terms of how it’s put together.
And who hasn’'t wanted to be a giant mecha-person at some point?

NINTENDD
/7 |ieEal
| o | | o

b

If you fancy yourself as a composer, the piano Labo will let you record your own
music - or you can just plink around on it to annoy your neighbours.
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| - HAPPY CAMPO
s c RO I. I. s B Ac K Bethesda's Wolfenstein Il will belaunching  Valve's added some new development
on Switch on 29 June - and Nintendo’s talent to its hallowed halls, with the
The Elder Scrolls 3: Morrowind is one of colourful portable is getting the full, acquisition of Firewatch developer Campo
a number of Xbox games now playable uncensored version, not some Santo. Don't worry, this won't affect c E R'I' AI N D 0 0 M
on Xbox One thanks to the latest trimmed-back or softened edition, so development of the studio’s latest project,
update to the console’s backwards you'll be able to punch Nazis and defeat In The Valley Of The Gods - the release of Variety has reported we're getting a new

compatibility. If you've still got the Hitler on your daily commute. that should still go as planned. Doom film! But as it's being handled by
original disc, or buy the digital version Universal 1440 Entertainment, it's highly

of the game from the online store, you B e _» unlikely to get cinema distribution -
can enjoy the RPG classic. MX Topp| ng the Iead erboa rd th IS ISSU€E direct to DVD or a digital service is the
Unleashed and Destroy All Humans! most probable. But it can't be worse
are among the other Xbox titles than 2005’s awful effort, which was

coming to the current console. shown in cinemas, and rightly bombed.
Fingers crossed for this one...

No, we don’t want to continue thanks
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BECOME SUE-MAN g DONKEY WRONG FINAL FIGHT

As though theintense dramainits Official ranking organisation Twin After just five months Capcom has Ben Brode has announced he’s leaving
forthcoming game isn’t enough, Galaxies has deleted Donkey Kong cancelled Puzzle Fighter, and the game Blizzard after 15 years with the
developer Quantic Dream is suing two champ Billy Mitchell's scores fromits will be removed from app stores on company. He’s spent most of the past
French media outlets, newspaper Le records after an examination of 1July, with servers closing on 31 July. decade working on Hearthstone, and as
Monde and website Mediapart, Kotaku recordings of his runs concluded in The free-to-download mobile puzzler the game’s public face is popular with
has confirmed. They, along withanother some cases an emulator, not an official sees you smashing gems using heroes the community. He assured fans that
website Canard PC, collaborated ona arcade machine, was used. Guinness from Capcom’sroster across levelsfrom  “the gameisinthe best possible hands.”
story and published articles alleging an World Records has stricken his name some of the studio’s most famous And as he’s starting a new company
unhealthy culture at Quantic Dream’s from its books too. Mitchell denies any games. The dev team, Capcom Game that will “probably make games”, we
Paris studio, which the developer wrongdoing, and claims he’llbe proving  Studio Vancouver, will now focus on the look forward to seeing what he’ll come
firmly denies. his innocence soon. Dead Rising series instead. up with next.
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FREEDOM OF CHOICE

\¥ = ¥ | Get ready to join the android uprising, as
IS i — e

Detroit: Become Human hits shops.
DEAD GOOD (BON)FIRESTARTER

State Of Decay 2 trudges on to Xbox One and Wakey wakey undead! It's time to die all over
PC today, with an army of zombies in tow. again in Dark Souls Remastered, out today.

TODO I.IST

Crucial dates for your gaming [ Y e
diary. If you only do one thing Y P |
this month, eat, but otherwise

make a note of these events...

Take a load off in the Elvish isles - The Elder
Scrolls Online: Summerset is out on console.

CINCO DE DINO HYPE 0'CLOCK POWER PLAY

Jurassic World Evolution opens the park doors E3 is back! Clear your schedules and get ready Grab yourself another superpowered issue of
on PC, PS4, and Xbox One today. for all the reveals coming out of LA. GamesMaster - GM331 is on shelves today!

INCOMING

SiX big releases headed to a format near you...

Ijl.}u-n: . | IHEI“
Mario Tennis Aces  New Gundam Breaker The Crew 2 kallownz Crash Bandicoot N. Captain Toad:
Format Switch Format PS4, PC Format PS4, X0 Format XO Sane Trilogy Treasure Tracker
Out 22 June Out 22 June Out 29 June Out 30 June Format PC, Switch, XO Format Switch, 3DS
Out 10 July Out 13 July

www.gamesradar.com/gamesmaster JUNE2018 GM 19
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Jurassic
could well be the rar

he core appeal of a
Jurassic World (and
Park) gamehas
always been the parks
themselves: about
building your own fenced off-part of
the world to keep prehistoric beasts
cooped up and hoping they don’t get
loose. Or hoping they do, depending
on how your brain is wired up. Jurassic
World Evolution, coming to PS4, Xbox
One, and PC in June from Frontier
Developments, looks set to realise that
fantasy in a more complete fashion
than has ever been seen before.

Fortunately, what's come before - both
from the dev team and within the wider
Jurassic franchise - hasn’t been forgotten
or ignored. “I'm a fan of Jurassic Park:
Operation Genesis and | think we're
probably inspired by a lot of the same
things that inspired Blue Tongue back in
2003,” explains Michael Brookes, game
director on Jurassic World Evolution.
“That dream of running your own
Jurassicisland hasn’t gone away, and in
fact | think it's only grown stronger since
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World Evolution

a good movie tie-In

Jurassic World became one of the
biggest films of 2015.”

With the aim of ‘capturing the dream’
and letting you build and run your own
Jurassic Park, Evolution takes cues from
the likes of Frontier's own Planet Coaster
- an excellent game in its own right - and
tasks players with making an appealing,
interesting, unique park full of dinosaurs.
And it goes deeper than that, too, with
Brookes namechecking the Jurassic
franchise in all its forms all the way back
to its original guise as a Michael Critchton
novel in 1990.

“We want to reflect the huge scope of
the story and world surrounding the
Jurassic series,” he says, “The varied
interests and challenges inside Ingen, the
threats presented by the island’s location
and division rivalries, the day-to-day
challenge of running these islands and

caring for the animals, and the way a few
events can spiral into disaster if you don't
react to them in time. We want to put you
in charge of your own Jurassic World, but
we also want to let you experience the
same Kinds of excitement, peril, and
dread you feel watching the movies by
putting you into the thick of the action
and letting you handle breakouts directly
if you wish.”

Diversifying DNA

You can also make your own dinosaurs,
we shouldn't forget. While there’s a lot of
management going on - placing shops
and facilities, making sure your power
grid is robust enough both to provide
juice to all of your buildings and to stand
up to the inevitable devastation wrought
by a tropical storm, and setting the price
of chips - there are systems layered on

“WE WANT TO REFLECT THE HUGE
SCOPE OF THE STORY SURROUNDING

THE JURASSIC SERIES™

00ks like it
est species of all

systems behind the scenes, and one of
these involves tinkering with dinosaur
DNA. Well, it wouldn't be Jurassic without
that, would it?

But you're not going to be creating
Frankenstein's dinosaur/monster
abominations, nor will you be going
down the route of Spore and making...
questionable... creatures. “This is Jurassic
World science,” Brookes says, “so we
want to keep it grounded. We're not
going to let you unleash a swarm of a
hundred duck-sized T-rexes (or even one
T-rex-sized duck) on some unsuspecting
tourists, but as you advance through the
game your ability to manipulate the
dinosaurs’ genomes will improve. Certain
physical characteristics can be tweaked
and changed along with attributes such
as attack, lifespan and cosmetics.”

Yes, you can tweak the very building
blocks of your dinosaur attractionsin
order to make them hardier, look better,
get into more fights, or whatever it might
be you want from them. Even though you
are bringing back creatures from tens of
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millions of years ago and blowing plenty
of minds along the way in doing so,
people are fickle, and they’'ll get bored of
the same triceratops ambling around
after a short while.

That’s where your old-school
approach to dinosaurs comes in, in the
shape of setting out on digs. It’s

menu-based, you're not actively out there

chipping away at a New Mexico desert,
but does involve sending teams away to
find more samples for genetic use. The
purer a specimen, the more money it can
bring in, the more you can tinker with
your dino-designs, and the more cash
you can make on top of that. Playing
god’s all about profit, right?

Morals (and dinosaurs)

There’s a real moral grey area
surrounding all of the Jurassic franchise
- those sparing no expense, such as the
original movie’s eccentric park founder
John Hammond, are in essence bringing
back a group of creatures that to all
intents and purposes no longer exists. It
is at very best a vanity project, and at

Feature

On The Cover!

worst a cruel way to squeeze money out
of the general public just to let them see
your dino-attractions. So... well, are you
a bad guy?

“Well, John Hammond wasn't a bad
guy.” Brookes tells us, “The idea of
Jurassic World is essentially a noble one,

but one that’s perhaps been corrupted by

competing interests - the scientists who
want to push the boundaries of
bioengineering, the commercial
executives who want more tourist
money, the security interests who want
to see just how dangerous these
creatures can be...”

But your goal is one of essential good
- you house your beasts and care for
them, making sure they have food and
space and social interactions (and
naming them, though maybe not all

‘Barry’ like we did). “Your goals are noble,”

Brookes continues, “But we've made sure
your morality is tested in the
assignments you'll receive along the way,
and that Dr lan Malcolm is always around
to remind players of the moral ambiguity
of their activities.”

“WE WANT YOU TO FEEL THAT
CREEPING SENSE OF DREAD AS
THINGS SPIRAL OUT OF HAND”

It’s nice to see any fence in the Jurassic

franchise actually committed to doing its job
of being a fence. So many over the years have

slacked off, with deadly consequences.

22 GM JUNE 2018

You can leave it up to the Al to handle

tranquilising out of control (or sick) dinos, or take
direct control of both chopper and shooter.

Ah yes, Dr Malcolm. Making his second
appearance in a Jurassic game (and third
in the movies), the iconic Jeff Goldblum is
back in the role of the chaos
theory-wielding scientist/absurdly
charming man. More than just a celebrity
guest, though, Goldblum’s character
offers you the chance to pause and really
consider what it is you're doing: “[He acts]
as a conscience of sorts. He's the one
who advises you on the morally
ambiguous tasks you'll be handed, and
the one who's always there to remind you
that life can't be contained.”

Because, ah, it, ah, wouldn't be, ah, the
same, ah, unless, ah, you were able to say,
ah, life... ah... finds a way.

Chaos, then, plays a big part in Jurassic
World Evolution, and we can't help but
welcome that with open arms. Aside
from it being a core concept in the
Jurassic franchise, with the inability to

actually control what’s going on front and
centre from beginning to end, it’s going
to make the game itself a lot more fun
(and challenging) to play.

“One of the key themes of the series is
chaos, yeah,” Brookes says, “Disasters in
Jurassic movies rarely come out of
nowhere, or from one source. In the first
Jurassic Park movie it’s right there at the
start of the film - Dennis Nedry makes
the decision to steal dino DNA from
Jurassic Park, which leads him to shut
down the park’s security systems. It's in
the middle of a storm, so any staff who
might help contain a disaster have been
evacuated. The power is shut down, the
electrified fences switch off. Dinosaurs
escape. It’s lots of problems, not just
one, and they compound each other
so chaos ensues.”

This feeling of escalating calamity, of
cascading waves of chaos smashing

e WWWitwitter.com/gamesmaster
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™ We're very kind here at GamesMaster,

1

— sowent out of our way to get some top
g8 WG by ~tips for you straight from Brookes. This
Here’s an example of a bad time to hit that button in your way you can be prepared ahead of
ey e o S eod Evolution’s release, and have anideain
your head of how you want to play:
“You could build an all-scientificisland
and advance genetic research with your
experiments,” he tells us, “or you could
build a Jurassic World for tourists, or
you could build a military-style security
research facility.
“Remember that in Jurassic World,
_ Isla Nublar is a tourist destination,
P s - e g I';;_,; ~ i scite ntiiic :Fs:ta;:ch facili:iy, ang securtity
5 : 7 e outpost all at the same time: it pays to
left for too long can cause chaos. A rough Iﬂt::ggn?;::ﬂ: Er‘iﬂ';ﬁ‘fféﬂ?n'ﬁféﬁfi‘: ::3 Eﬂ:ag“?:: g do : little of everything. We Iiktl: g:Smes
st:‘er can cause power ﬂutagjes. pPOWeEr where ChﬂiCEE have meaning and
EIIUFES can shut down EIEFtI’IfIEd fences, CﬂnsequenCES, ﬂnd Where fO“OWing
roken fences can allow dinosaurs to =
escape, escaped dinosaurs can damage oneroute mlght make other paths
other enclosures, and so on.” harder.” Brookes recommends picking
a single path and sticking to it, but not

In short, you need to keep on top of
plenty of small crises as the game being afraid to branch out to other

against you as you try to hold back the
dino-tide, is present throughout
Evolution. "We want you to feel that
creeping sense of dread as things begin
to spiral out of hand,” Brookes adds. “You
might be able to handle one power
failure, a single storm, a lone theft or an
escaped dinosaur, but any one problem

progresses, or they can - and will - SESY W NGRS ’ opportunities that come your way.
escalate into much bigger issues later on. 4 "l Q ST o ;ﬁf"" - v iy~ 2. And afinal tip? “Oh, and make sure
It's impnrtantf not to be put off by this | E ¢ _. TE R s *;*:‘,ﬁw | t * ) your power grid is strong - you'll find
challenge, mind you. If youre lookingfor [y UTTER o A repairs are easier if it's not a wild tangle

J ; i ; d i gk K4 el ¥ f b :.-;"-'.i“.s. v {{I. LA Y I (o AR T
a simpler life, you will be able to stick with R L TR ﬂgﬁf?‘ff’%%& S N

earlier islands where dinosaurs are Yes, you can drop different dinosaurs in the same pen just to
watch them fight. And yes it is awesome.

of wires and sub-stations!”
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You've got to hope these things don't
evolve a catlike love of batting balls
round playfully.

The discovery of feathered, non-avian
dinosaur fossils happened after the first
Jurassic Park film, from 1996 on, but
before any of the Jurassic World
franchise. So why do we have yet
another game with scaly, lizard-like
beasts instead of ones covered in
glorious plumage? Well, it’s all in the
fiction, as Brookes explains: “This is
[thel Jurassic [franchise’s] science and
Jurassic World’s dinosaurs have scales.
Dr Wu even comments onit in Jurassic
World when he talks about how gaps
into the dinosaurs’ genomes arefilled
with the DNA of other animals, and how
the dinosaurs might look different if
they had a pure sample. For that
reason, you won't see feathered
dinosaurs in Jurassic World Evolution.” (ARG AN O - e
Still, at least we getto seesome bright VIRV, * ° '.; 1 AT LLav™, - "'t?k W,

and beautiful colouration on some of ANTBTRY *‘E 0 | H%fi 4G 5‘:1

the inoskin, so youwontjustbe iy “WHEN ALL IS SAID AND DONE, THE | e

. . staringatthe greys and browns those e i o o - Py e T
||| Gemoldtexthooks toid you were \ \' PEOPLE OF THE JURASSIC FRANCH SE By
;i - W ._I___DeﬁnitelvHowDlnasaursLooked. !ARETHE'TR'[IE“MONSTERg,,‘- _:\ T = |
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—rontier Was
MakiNg Park- 1 - inect
Tycoon (PC, 360, Xbox, PS2) €0)
pased games P X0
AnXb t, i ks, th A misst be, but the decent Kinect’s fuzziest laid the
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worked its way up the series. console experience. weseein JWE...

Jurassic era
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Adventures
(360)

...while Disneyland provided Frontier
with experience of working with
agiganticlicense.

www.gamesradar.com/gamesmaster

Many were focused on Elite Dangerous,
but Frontier didn’t forget about its
park aspirations.

-

'| ”i

tleven !fﬂiEv re nu‘t

|d of trouble. o

calmer, the weather is predictable, and
the chance of a Dennis Nedry stealing
tech is... minimised, let’s say.

Saur winner

“No matter how you play, your goalis to
expand your empire across the whole of
the Muertes Archipelago,” Brookes
explains. “Jurassic World Evolution’s
campaign will take you around the five
islands - each with their own climate,
terrain and other unique
challenges - as you develop
*h new dinosaurs, new
technologies and complete
00 objectives for Ingen’s
4 Science, Entertainment,
- and Security divisions.”
" Aside from the
challenges that come
- with managing
i dinosaurs in differing
' environments (and
dealing with those
| ) massive storms), you
~ { alsohave to manage
- the human element.
Jr Again, it's something that
4 can contribute to the chaos
s of Evolution, but t's
f" something that - if carefully
& managed - will provide you with
boosts to your park, however you
choose to run it. Just try not to work too

A diamond in the rough from Xbox One’s
early days, Screamride’s coaster-puzzies
were brilliant fun.

closely with one of the three divisions
(Security, Science, and Entertainment)
without paying the others any attention,
as lopsided development can and will
lead to negative consequences.

Because, when all is said and done, it's
the people of the Jurassic franchise who
are the true monsters. The beasts they
bring back from extinction are just that -
animals in an unfamiliar world, doing
what it is animals do. They don't climb all
over each other just to get a bit of praise,
or a bit more money, or for the glory and
recognition. They just hang out and eat
stuff, sometimes chattering to their own
kind, sometimes fighting, and sometimes
getting too stressed and breaking out of
their enclosures to make a meal of some
of your visitors.

Making sure the animals are happy
and not causing unchecked devastation
should be a walk in the park (excuse the
pun) compared to making sure the
people around you aren’t out solely for
their own selfish gains. Walking that
tightrope between morality and making
the business as profitable as it can be:
that’s a challenge. Making sure the
people are happy and aren’t screwing
each other over: that's a challenge.
Putting some recreated 65-million-year-
old gigantic animals into a pen and
keeping them fed, watered, and out of
trouble? That's the easy part!

Frontier’s latest park builder, and the
one that has most in common with
Jurassic World Evolution.
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Join us for a look back on the long and
storied history of Jurassic Park games

here have been so many games one, and even easier to find a few that are just plain
based on Jurassic Park over the weird. With everyone excited about Jurassic World
= years that it’s hard to find someone Evolution, we decided now would be the perfect
i- who hasn't played at least one of time to dig through the fossil records, so we can
¢ them. And with so many to choose display it all to you - the good, the bad, and the
from, it's as easy to find a great one as it is a terrible downright strange...

Jurassic Park
Mega Drive
SIDToF
Sega’s console got its own take on
Jurassic Park, with a side-scrolling
platformer where players took
control of Dr Alan Grant or, brilliantly,
a velociraptor. It’s a fondly
remembered game, mainly down to
the fact you could be a dinosaur. Who
wouldn't recall that fondly? The
Rampage Edition followed soon after:
a hasty sequel/revamp that trod
on most of the goodwill garnered

Jurassic from the original thanks to it adding
Park very little of note. So we'll just

PC, Amiga ignore that one.
-1993-

The first Jurassic Park game was a top-down mix of
exploration, simple puzzles, and shooting prehistoric
creatures in the face. The most interesting part about it was
its early first-person shooter levels... though they finished at
interesting’ and didn't progress into the realms of ‘good.
Versions of Jurassic Park on NES, Game Boy, and SNES were
similar to the Amiga and PC game, but did have enough
small differences to mark them as their own thing.

Jurassic Park

Interactive
3DO
-1994 -

The first game Universal created in-house was
typical of the era - a jumble of video
sequences, minigames and confusing
controls, objectives, and outcomes. Having
said that, JP Interactive did manage to make a
name for itself in the mid-"90s thanks to its
brilliant raptors and their happy little faces
when they killed you. Alas, in typical
movie-game tie-in fashion, the actual game
bits left a lot to be desired and this one was
ultimately forgotten.

MILLION
YEARS OF
GAMES...

pal ) % |

Jurassic Park 2:

k]
The Chaos Continues
SNES, Game Boy
-1994 -

Pre-empting the movie sequel, JP2 on SNES took a tack
unfamiliar to the franchise but very familiar to those who
owned consoles of the time: a side-scrolling shooter.
Action-packed and full of big monster (well, dinosaur)
setpieces, it attempted to bridge the gap between the likes
of Contra 3 and John Hammond’s gene-splicing theme park
with some very mixed results. Admittedly it still ended up
better than the gymnastics scene from the JP2 movie.

Jurassic Park
Arcade
1994 -

The Jurassic Park (and World) movies preach a message of
pacifism towards our prehistoric pals, as after all they are
merely animals acting as animals do. Jurassic Park in the
arcades, from Sega, did not get this memo. In it, you drive

around on-rails and shoot any and every dinosaur that gets

In your way - including the poor old herbivores. It was
followed by sequels for the following two films, each keeping
the same theme but upping things in the tech stakes. They
were all good, dumb fun.




The Lost
World:

Jurassic Park
PS1, Saturn
-1997 -

A thoroughly unremarkable game
which was likely enjoyed by many
who played it when they were
impressionable and young. (We all
liked the odd rubbish game when we
were kids; don't deny it.) In fact, The
Lost World: Jurassic Park is
something we wouldn't even bother
to include here were it not for the
wonderful hidden ending, unlocked
by finding every collectible in the
game, where Jeff Goldblum (playing
Dr lan Malcolm) subtly mocks your
achievements and tells you to go
outside to ‘get the stink blown off
you'. It is, quite frankly, bizarre.
And brilliant.

=1996-

Commonly featured in lists of games that tried to do
something wonderful and failed miserably, Trespasser was
a unique take on the FPS genre and one of the earliest
examples of a game using realistic (for the time) physics as
a core element. What this meant was you had to navigate
your hand to pick up a gun, the game would inevitably bug
out, you'd accidentally throw a pistol at a raptor, then you'd
die because you were laughing too hard. It’s utterly awful,
but so much fun.

Jurassic Park:

Scan Commmand
PC
- 2001 -

Delighting children the world over - though mainly those in the US

L ]
Warpath: Jurassic Park
PS1
S iEi e
Not to be outdone by Star Wars: Masters Of Teras Kasi, the
world of Jurassic Park entered the one-on-one fighting
genre with Warpath. While not exactly overencumbered
when it came to the technical aspects of its genre
stablemates, Warpath did at least operate as an exercise in
catharsis as you battered a pachycephalosaurus with a
T. rex. Additionally, Warpath didn't go down in history as
a PlayStation great, but it was still a better game than
Teras Kasi. Small mercies.

- Scan Command was an advanced version of what was once the
Barcode Battler. You scanned in barcodes, which gave you dinos of
differing abilities, then pitted them in battles against other
barcode-generated prehistoric pests to see who would come out on
top. In retrospect, it was objectively terrible, but in practice, at the

time, any dino-obsessed youngster who played it would have been

=3

2,
- |

Jurassic Park:

Operation Genesis
PC Xbox P52
- 2003 -

There were park builders before and after this one, but
Operation Genesis is the game that everyone remembers. In
it you did, of course, build your very own theme park full of
dinosaurs - tending not just to the needs of your beasts, but
of the other beasts roaming around (aka those park visitors
with pockets full of cash). A lot of ideas from Genesis carry
over into Jurassic World Evolution, and rightly so - it wasn'ta
classic, but it was good fun.
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hard pressed not to love it.

Jurassic Park:

The Game
e 105, PH3, 56l
= 2011+
Telltale had yet to knock it out of the
park with The Walking Dead, so
expectations for its Jurassic Park
tie-in weren't stratospheric. It still
managed to not live up to them.
While the story was typical Telltale
fare - warm and engaging - the actual
game bits were lacking, and the
overall package was riddled with
bugs and issues. Thankfully the
studio did recover (in spectacular
fashion, no less) but JP could have
spelled disaster for the team.

Lego Jurassic World
PC, PS4, 22(;53,51953, 360

The Lego tie-in to the Jurassic franchise boiled down
everything that’s great about the Lego games into one
package: it linked to a new blockbuster movie, it appealed to
Kids, it recreated scenes in Lego form, and it offered drop-in
multiplayer. It also linked to the original Jurassic Park, thus
appealing to older players, recreated classic scenes from
movie legend with the original voices. Lego Jurassic World is
everything a Lego game should be. And not just because it
has that classic score.
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Hev | heard you like The Wild Run
- Oh, you meant the Flo Rida
song? We apologise.

T
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L “IF THIS WAS ALL THERE WAS,
L JUST A SANDBOX AND A WORLD
E MAPIT'D STILL BE GOOD"

What is this, a continent for ants? Oh, hang on, we're just really high up. Got it now. The water effects are really something, and they’re not just for show either - choppy
| Better make sure we come back down without too much of a bump. | surf will slow you down as your boat tries to plough through the turbulence.
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Format PS4, XO, PC Publisher Ubisoft
Developer lvory Tower ETA 29 June

THE CREW 2

For Ubisoft's hugely ambitous racer
It's a case of planes, growing pains,
and automobiles

vory Towerwould And after listening to a few excitable
have you believe voiceovers bleating about gaining more
that thisisaracing social media followers in career mode,
game about three the thought does cross your mind that it
distinct disciplines: might even be a better game. Grating as
cars, boats, and | the tone can be, though, it's better suited

planes. But it actually goes deeper.So to an experience such as this than the
deep, infact,thatafterafewminutes : first Crew’s bizarrely gritty revenge yarn.
inside its infectiously thrill-obsessed ' Instead of another undercover cop caper
world you wonder whether the devs for the sequel, Ivory Tower wisely
haven’'t throwninSegwaysandconga : embracesamore lighthearted approach

lines for good measure. . and builds a quasi-narrative around the
accumulation of reputation and followers
Blitzing the Pacific coast highway on a . —think Forza Horizon with a few more

superbike at F-Zero speeds. Flying under exclamation marks. It does the job, and
Golden Gate Bridge upside down in a narrative was never going to be of
stunt plane, pupils pin-sized with . tremendous importance in a game
concentration. Narrowly missing rock where the world folds in half as you
after rock in a sprint boat, then change from a car to a plane.
transforming into a Citroén WRC car with

a tap of the right analog stick when dry Tll I'IE'llD

land approaches. If you can dream a . Speaking of improvements on the first
particular mode of transport tearing up game, let’s talk handling. It was a notable
a patch of America, you can make it weak spot before, lacking responsiveness;
happen in The Crew 2. And if this was all that satisfying squirliness of holding a car
there was to it, just a sandbox of vehicles | right on the limit through a corner. And
and a huge world map, it would still be a it's better now. Definitely better, and

very good game. + definitely impressive for the range of

N

L W, | 3 s
: = 3+ >4 | V. g™ -
Street cars look beautiful inside and out: should you ever venture to use the cockpit Routes for races are much more imaginative than in the original, making better use of
cam you'll find high-detail trim. Give it a go, and marvel at your super-shiny car. verticality and landmarks. It’s naturally massively more exciting.
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East coast life is all about

90-degreeturns
through downtown
racing circuits, drizzle,
and adrive outto the
Hamptons when urban

greyness gets you down.

Boatrides round Lady
Liberty recommended.

Out west there’s the
Golden Gate bridge to
tick off the bucket list,
the Mario Kart-level
weirdness of Vegas and
its faux landmarks, LA's
sprawl, and Seattle’s
surrounding forests to
explore off-road.

Head south and you'll
find Florida waiting for
you, particularly
receptive to boat
adventures around
Miami and, just further
west, journeys up the
Great River Road all the
way up to Detroit.

Get off the beaten track
and TheCrew 2
becomes a different
game, full of rolling
hills to be explored by
buggy or dirt bike.

We recommend the
northern Oregon Trail -
ah, dysentery.

vehicle types it simulates. But,as a
by-product of the many vehicles
available here, slightly uneven.

Street racing, touring cars, buggies...
anything with four wheels, really, feels
just marvellous to control. There’s some
top-notch controller feedback
programming and sound design going
on every time you get behind the wheel,

to the car than the original could ever

i dynamic day/night cycle rolling through
: magical dawn to cosmic night, you're
» glad of aquatic transport’s inclusion.

Taking to the air is a real pleasure in

| free roam mode, too. The detail of the

i world below you scales very well at

. higher altitudes, retaining the

: atmosphere of each location, weather

+ scenario, and time of day. The stunts you
lending a deeper sense of connectedness

pull - loops, knife edges, flying upside

' down and at low altitude - feel limited

“THERE’S SOMETHING NEW AND
UNDISCOVERED IN THE TOYBOX;
SOMETHING TO WORK FOR™

offer. You do have to take down the

traction control quite a bit to unleash it,

though: on default assist settings, with

the car practically driving itself, it feels

stiff and unsatisfying, like a sandwich you

forgot about then tried to eat upon

finding three hours later. We imagine.
Boats... Well, boats are as enjoyable as

it's possible to make boats, we

suppose. In the absence of real

twists and turns (because

you're in open water) the

challenge and gratification

is instead found by picking

ultra-efficient lines between

waypoints and gunning it

with the left stick cocked

back for a touch extra speed.

Highly rubber-banded Al does its best

to make the racing close, as in other

disciplines, but it can't match land events

for sheer enjoyment. While they might

lack in high-octane competitive jostling,

however, boats make a fine mode of

virtual tourism transport. Journeying up

the east coast from Florida to New York,
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| after a couple of hours, but the scenery’s
. always there to keep your interest.

Then there are the bikes. These feel
like they’ve spent the least time in Ivory

i Tower’s game-baking oven, thrilling and

i preposterously behaved in equal

! measure. Street and su perbikes are sheer
i dumbed-down fun at 180mph,

particularly with the first-person
camera. Dirt bikes, however, just
don't feel quite right yet.
Their turning circles and
in-air behaviour, along with
rider animations, look and
feel unnatural and a touch
work-in-progress. That’s
reasonable at this stage, of
course: the game’s literally a
work in progress.

It'saliving

Few games offer this many transport

: types, and none do so with the added

| deal-sweetener of swapping between

i them mid-race. We'd expected that The
Crew 2 might make more of that feature

We hope there’s a service station coming up some time soon - we're dying for a
Wimpy and a bag of Percy Pigs.
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Ubisoft’s technical prowess at building
vast open worlds shows through in
every horizon - it'sa map you want to
explore for exploration’s own sake.

in its career mode, but multi-vehicle races

were rare in the first four hours of career
mode that we played, triggered only
when we levelled up in popularity. It feels
more like a free roam treat than a core
component of career mode racing, and
frankly we're fine with that.

Structurally, career mode works in a
similar way to the first game - event
types are split by vehicle type and
discipline, and new disciplines are
unlocked by gaining popularity. Which

E 5
[ ]

e

The number of licensed cars is greatly
expanded since the original - and
licensed bikes, boats, and planes join
theminthe garage.

you do by winning races, duh. Complete

thefirst tier of street races and you'll

unlock drift events (which feature a

. fantastic handling model, something

. very few games succeed in with their

. drift modes). Nail the first few off-road

. buggy races and motocross becomes

. available. In this way, it always feels like

. there’s something new and undiscovered
. in the toybox; something to work for.

The central quandary of The Crew

' remains the same in this sequel as in the

i
¥ I

Al drivers might be rubber-banded slightly too much at this stage - they’rea
menacing pack in your mirrors throughout.

www.gamesradar.com/gamesmaster
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Determined to offer something fresher
than tired old urban circuit racing,
elevated race layouts like this feel like a
new challenge. Seatbelts on, mind.

: first game, though: does it make full use
of that fantastic - honest-to-goodness

fantastic - world map in its events? We

haven't played enough yet to make that
+call, but it's obviously been a big focus for
i Ivory Tower, evidenced by the breadth of
. vehicles and disciplines. And the worst
case scenario is that you'll have to look
for the best journeys yourself, crafting

_ road trips by dropping a waypoint
somewhere and venturing yonder by

' land, air, or sea. ™ Phil Iwaniuk

e

= o
-

Instant Reacti

...................................................................................... A N

A world map that makes for

gaming’s best impromptu
road trips. Oh, and air, sea, river,
and cross-country trips too.

Although car handling has
° come a long way from the
original game, dirt bikes still feel a
bit janky and simplistic.

THRILL-O-METER
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Fun, squared. No bloat, no dour plot
- just you, your steed, and the world.
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Preview

Format PS4, XO, PC Publisher Square Enix
Developer Eidos Montreal ETA 14 September

SHADOW OF THE
TOMB RAIDER

The beginning of the end. There wiill
be blood. And tears

t'stestamenttohow : pretty formulaic, despite Lara revealing a
influential Star Wars ' couple of new tricks (as well as the

is that the second . rappelling, you can now find cover in
oneusedtobethe | wallsof ivy). But was anyone looking for
‘dark’ one, and the : a reinvention of the formula? Really?
third one had the ! .
teddy bears in. In 2018, though, 5 Doom raider
darkness reigns. You'’re not a hero . It's the story we're here for, the tale of
unless you have a bag of issues. . how Lara Croft, entitled but grieving . .
Batman sears his symbol into people’s ;| orphan, became the Tomb Raider. And Lara’s climbing axes are back, but

flesh. Superman is responsible for i it's here that everything is different. Lara she can now also rappel up and "%:‘-H
genocide. And Lara Croft? She’s so . begins this adventure in a Mexican town, down cliff faces, and hide in the N, ”‘ﬁl‘;-}:&f*" \
vain, she probably thinks this preview : celebrating Dia De Los Muertos - The grasnery i e s casper cover: !‘5} s: N, VO RN
is about her. (Itis.) Day Of The Dead - with Jonah. It b Uﬁf‘"“%‘;!\., e
looks amazing. What follows are . NIRRTt

To give credit where it's due, segments where Lara

the game she’s in looks uncovers a conspiracy
amazing. In our hands-on (cut-glass-gasp: “Trinity!”),
with Shadow Of The Tomb Lara decides to end the
Raider, Eidos Montreal’s conspiracy, Lara ballses it
final instalment in Lara's all up and costs people their
origin story, it's essentially a lives. And then, wracked with
greatest hits package of the two guilt and grief, she has the
preceding games. If you're a tantrum to end all tantrums. It’s left to
newcomer it holds your hand while you Jonah to put her in her place.

learn the ropes (which in a new twist, you ' Mechanically, Shadow Of The Tomb
can now use to rappel down cliff faces).If : Raider doesn’t look like it's going

you're a veteran, it's a nostalgic primer for E anywhere new. Emotionally, it's fresh

the adventure to come. The action is . territory all the way. B James McMahon

Instant Reaction

ottt e b e e

Appears to mine crevices in

Lara’s story that we’'ve never
delved into before. Proper
grown-up storytelling ensues.

If you're looking for Shadow

to feel different from Tomb
Raider and Rise, you may be
disappointed. It feels very familiar.

THRILL-O-METER

The rebooted trilogy ends with
Lara’s darkest chapter ever.

While the game starts in Mexico, with an absolutely gorgeous-looking Day Of The The underwater segment we play makes us feel the sort of anxiety we come to the
Dead festival, Lara’s journey will take her further into South America, to Peru. series for. And that’s before the eel turns up...
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Format PS4, PC Publisher Double Fine
Developer Foam Sword ETA Summer

KNIGHTS
AND BIKES

In need of adventure in 1980s
Cornwall? On your bike!

o object harks back
to childhood likea
bicycle. For akid,
riding one opens up
thefreedomtogo
on all sorts of
adventures, which is precisely the
spirit Foam Sword’s game embodies.

You play as best friends Nessa and
Demelza (a real friend can drop in to
control the latter), seeking adventure in
their Cornish island hometown Penfurzy.
Though the wonderful art style

portrays this through a child's
eye, there are hints at
something darker
underneath, especially

when we play a segment

set in a scrapyard,

traversing a dilapidated
landscape, while abandoned
mines float on the water, liable to
explode at the slightest touch.

The first puzzle finds our path blocked
by a fence that we can only get around
on foot, so we fiddle with a nearby crane
to figure out how to bring our bikes over.
The bikes will be upgradable, though in

our demo they're mainly used for speedy
travel, which serves as a good excuse for
impromptu races with each other.

Bound together

Although it has the look of an old-school
top-down JRPG, combat is real-time and
more like a simple beat-em-up, while the
tykes carry age-appropriate weapons
such as Frisbees and water balloons to
hurl at their imaginary foes. There’s room
for co-op tactics - Nessa can drop one of
her water balloons for Demelza to kick at
the enemy for greater damage, and
the two high-five to heal - not
that we find an encounter
challenging enough to
properly try the latter.
Despite Earthbound
being cited as an influence,
difficulty doesn’'t appear to
be a priority, especially for
Demelza, who's been designed
for a more button-mashing player two,
like a younger sibling. It still makes for a
charming experience, while the rural
island setting is certainly something
different. Knights And Bikes pedals to the
finish line later this year. @ Alan Wen

k gloomy,
but who hasn’t snuck off to such
places as a kid in search of mischief?

Instant Reacti
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The whimsical art style

shines, and a game about
friendship that includes co-op play
will always look like a winner.

The puzzles and combat

don’t feel particularly
challenging, the Earthbound
influence seemingly dropped.

THRILL-O-METER

3145

A charming adventure to stir
childhood memories of friendship.

Following the two girls’ adventures is their pet goose Captain Honkers. He doesn’t do
much, but you can pet him. Which is pretty brave - geese are savage.

www.gamesradar.com/gamesmaster

Combat takes place in real-time, with inanimate objects coming to life as a product of
the children’s imagination, to be defeated with Frisbees and water balloons.
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Taking out enemies who can call for
backup is your number one priority.

Format PS4, X0, PC Publisher Funcom Developer The Bearded Ladies ETA Winter

VIUTANT YEAR ZERO:
ROAD TO EDEN

Duck and cover

here’s no shortage
of games set after
armageddon, but
we defy you to think
of any that featurea
humanoid talking
duck. Not just a duck either; Mutant
Year Zero: Road To Eden, besides
having a pretty awkward
title,ishometo
many other

. anthropomorphic creatures and
. mutated people, evolved to better

survive the wasteland they inhabit.

They’re Stalkers, mutants sent out from a

. last remaining refuge for humans into

the world beyond to search for supplies

to sustain the community. A dangerous
: line of work. Dev The Bearded Ladies

. invited us to have a closer look, and the
. team of mutants we're shown are

suitably grumpy about their lot.

That colourful cast serve as the
soldiers for XCOM-style turn-based
strategy action. There’s a cover system,
unique abilities, and tough-as-nails
enemies - but also a few significant

twists on the familiar formula. For
starters the emphasis is on
stealth and exploration.
Outside of combat you
control your squad directly,

Howler Ghoul

2

moving them about big areas (that all

. connect to form a larger world) and
: trying to avoid being detected by
roaming foes. It’s a nicely detailed world,
: and we see some fun little bits of

. world building, such as the

. Stalkers thinking the poster

' for a cartoon moose

. mascot is some kind of evil

. deity from before the end

: times. The tone of the

. game is definitely a touch

. lighter than most

. post-apocalyptic titles.

While undetected, you can initiate

: ambushes, giving yourself an

. advantage. If you're seen, though, the
. enemy gets the first turn and you'll be
scrambling to make sure they don't alert :

more enemies. Silent weapons are

' encouraged, and prioritising enemies

who can call for reinforcements defines

>
74

= ;-..'*;3

the game’s rhythm: explore, find your

i enemies, pick out the dangerous ones,
i and begin picking them off. If you're
i smart, you'll avoid an all-out firefight.

 Alter egos

: The game’s other big twist is mutations.
i Your characters are customisable
i outside of combat but rather than

simply grinding up a big skill tree,

abilities you unlock are part of an

interchangeable roster. You're

encouraged to switch things up and

tailor your squad for each encounter.

i We see the aforementioned talking
i duck given bat wings (yes, even though

he's a duck), allowing him to take to
the air and earn a boost to
range and damage. There’s
also rock skin, which as
you might imagine,
makes your character all
the tougher to Kill.
Fights themselves do
strongly resemble XCOM
even if the precise flavour is a
little different. But the stealth layer

around combat gives Mutant Year Zero
something of its own, and with
i ex-Hitman devs on board, there’s every

reason to believe they’ll make it work.

' Their aim, however, is to make a less

fiddly stealth experience, simplifying
loads of actions and making enemy

www.twitter.com/ gamesmaster
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The ghouls got themselves a machine of their own. Thank the Elder it's out of power.

Sneak into the Ghoul base and this giant, mutant-killing robot is yours to seize control of. It’s out of power when you find it, but as
you're here to snatch a generator anyway, you might as well have some fun...
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The Ark is the game’s hub and the last, post-apocalyptic refuge
for humanity. Duck-man-ity. Whatever.
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Red Skull enemies are simply too difficult and require
more practice in the zone to defeat.

]
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Though broken up into sections, there is a huge world
for you to explore, with secrets to find.

vision clear so as to avoid confusion. . Ghouls. Making their way to the central : tothe wind and go in guns blazing. They

They want to avoid scenarios where base is methodical. The generator they | put up a good fight but their foes Instant Reactlon

players are frustrated because it wasnt | possess is used to power allmannerof : descend onthem furiously. Enemy |

clear what they did wrong. " defences, so our plucky heroes must 5 types such as the Heavy Ghoul smash
The section we see is from the make their way around, creeping . through walls and charge directly for

mid-game, and already Mutant Year through several outposts en route to ' your team, knocking them down and

Zero looks quite polished. The . another way to enter the fort. " putting them out for a turn. It's safe to

environments are lovingly detailed, with Once there, a stealthy entrance . say our heroes don't last long and are

some really atmospheric lighting -dark | allows them to sneak in and tinker with | quickly taken apart. This really

shadows and thick fogs, the beams of . the Ghouls’ massive robot. Dronesand : emphasises just how essential stealth is

your characters’ torches guiding the . mechs in Mutant Year Zerosworldare | tothe experience. Thisisn'ta game

way. Everything apparently takes place programmed to hunt and kill mutants, . where snea king around is a mere option

in Sweden so the developers are . but if you sneak up on one, it's possible | -it's a vital part of gameplay, and it’s the

drawing from their surroundings, and . tohackitand useitfor yourownends. | special DNA that sets the game apart

that knowledge of the environment i . from XCOM. THRILL-0-METER

shows. The objective for the Stalkersis D“Ck hlll'lt . While for now the experience is

to obtain a power generator from a . The developers also show us a completely single-player, the developers B n B

violent clan of mutants called the . playthrough where they throw caution | have said that multiplayer may be

' added post-release. Stealth + strategy + talking ducks =

: , . i i inth king.
“THE TONE OF THE GAME IS e e ey —

DEFINITELY LIGHTER THAN MOST [ Betereitisiimsinstien
POST-APOCALYPTIC TITLES”

a thoughtful, sneakier take on a winning
www.gamesradar.com/gamesmaster JUNE 2018 GM 37

A simple but clever stealthy

twist on the XCOM formula.
Though derivative, the world is
engrossing and fun.

There are a lot of great

turn-based games out there
- does Mutant have enough twists
to stand out from the pack?

' turn-based formula. ® Sam Greer




Format PC Publisher Failbetter Games

don’t need rails...

elayed after layoffs
at Failbetter Games,
Sunless Skies
continues to add
new content

through Steam
Early Access, the most recent update
bringing a second region to explore:
Albion. Your flying steam locomotive
- sure to raise some eyebrows among
train spotters - is the least strange
thing to be found in these skies.

Imagine someone had tried to draw the
British Empire at its height, but taken the
term ‘exploded diagram’ too literally, and
you've got Albion. You're certain to run
into a famous Westminster clock
floating about in Sunless Skies’
weird gravity-free world, but
it's the unfamiliar and the
unknown that carve the
heart of this narrative/
survival RPG.

Sunless Skies, like
Sunless Seas before it, is a
game of questions. Who are
you? What do you want? What is the
airspeed velocity of an unladen steam
train? It then goes on to provide answers,
in some depth, as each choice you make
builds a story around your captain’s
deeds. No explanation is given for the

The settlement of Titania, built on a giant plant, is looking for money to grow. At least
they’re not asking us to haul them a city’s worth of fertiliser.

38 GM JUNE 2018

Preview

Developer Failbetter Games ETA September

SUNLESS SKIES

Rails? Where we're going we

60

complete

character portraits on offer. Much of the
' game is exploration, plugging forward

. into the mists with an eye on your

5 supplies, but the rewards for new

. discoveries are ample. @ Jan Evenden

The Clockwork Sun fills your crew
with terror as you approachiit.

shattered state of the world, nor how,

. shorn of the necessary mass to retain an
. atmosphere, life is able to continue on

the rocks, crystals, and giant plants that

i make up the floating remains.

London calling

+ When flying, a neat trick is the use of the
 locomotive’s headlight - if an object casts

ashadow, it's in the same plane as you. If

. it doesn't, thenit's below you and can
+  safely be crossed without a collision

damaging your hull. There’s more to

+piloting a flying train than avoiding
i damage, however. You're armed, but

firing generates heat, and too much heat

is a bad thing. Your loco runs on fuel and

your crew on supplies, both of which
must be husbanded, while your
crew’s fear must also be
managed. The cold terrors
of the High Wilderness -
metal fish and swarms of
bees are the least of your
worries - extend to the
amount of reading on offer,
but it’s worth squinting slightly
to draw in the exquisite exposition and

Instant Reaction

ottt e b e e

An exciting world full of

intrigue, danger, canning
machinery, and flying trains. Even
the bees are to be reckoned with.

There’s a lot of holding the

‘forward’ button while your
train chugs across cloudy wastes,
with nothing interesting in sight.

THRILL-O-METER

5 -

B B

F A

A .
e

L = '...

We can’t wait to see which London
landmarks get into the full game.

[ouarmal

Combat with other airborne locomotives is a good way to gain cargo - or to lose your
life. Who knew steam trains could be so demanding to drive?

www.twitter.com/gamesmaster



Format PC Publisher Devolver Digital
Developer Sectordub ETA Winter

PIKUNIKU MAKE IT RAIN!

Take a wee snikupiku at this

tfirst glance, this . delightful and pleasingly easy to read. If
surreal title is just there's something your little red blob
another minimalist can't doit'simmediately apparent - no
platformer, . guesswork required. It’s a pretty
populated with stress-free platformer but not because
bouncing, colourful : it's devoid of challenge . Rather, that
shapes. But look below the surfaceand : visual clarity ensures you're never

your'll find there’s far more to Pikuniku. butting your head against a wall that you
It’s a game of countless bizarrelayers, : shouldn't be, or approaching thingsin
like some sort of mutant onion. the wrong way.

The actions you can perform are great
You (and a friend if you choose) playasa : fun, too. You can draw your legs up into
small red blob named The Beast, who your body, enabling you to squirm
awakes in a cave and is guided to the +through tunnels like a bouncing bean. Or
outside world by a friendly ghost. There kick doors open with a satisfying thud,
the local folk are surprised at how your big stretchy legs firing out like

decidedly not monstrous The Beast is battering rams. Play with a friend and There’s more than cuteness to
and exploit you... er, thatis, enlistyouin | you'll be pushing buttons for each other the world of Pikuniku. This
cleaning up their mess. It'sa humble start | to reach platforms and cross obstacles. entrepreneur is weirdly sinister.

but don'’t let the cutesy visuals trick There’s a whiff of Beautiful

you, because from there things Katamari to what we've seen of
slowly grow into a strange Pikuniku so far, but it's not
tale about capitalism and quite that bizarre. It just

" . :
deep state conspiracies. delves into deeper themes I sta nt R :tl
using a similarly surreal n eacuon

Yes, really.
B e e e et e e e e e T

visual style. There are no

Beast mode giant, rolling balls of stuff Colourful and deilightful,

The colourful, simple visuals though. Not in the bit we play, : bb:?Ut witha """:l“'d plﬂth .

are a great juxtaposition against at least. du ng _':"WEY ur:e:',zlneat t

the twisted plot, though, and sell the . Pikuniku’s bizarre mix of cutesy bbbt vt

absurdity of it all perfectly. Thankstothe : visuals and absurd, atypical themes has . . ,

physics-driven animation, the wiggly \ expertly raised our curiosity. Strange it chalilegnug:;ggI::E;:;:gt;: o i'm going fo give you something |k
mﬂvement.uf The Beast’s legs as they may be, !Jut it made us smile and we engaging, but ultimately

wobble their way across all sorts of + can't wait to unleash The Beast for

enjoyably stress free.
ourselves. ® Sam Greer

x THRILL-O-METER

B B B THE SOUND LF THE BEAST COMBES TO EAl YO I

terrain makes the platforming both

A strange little game, but one full of
great surprises.

ocr
e

The townsfolk are ultimately a bit disappointed with the fabled Beast. And then Don’t forget to explore beyond ground level. There’s plenty hanging overhead for you
proceed to set you to work, the exploitative sods. to have fun with - if you can work out how to reach it.
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Preview

Format X0, PC Publisher Capybara Games Developer Capybara Games ETA Winter

BELOW

An adventure with real depth

ong development

periods can often

spell trouble for

games. Many titles

come out the other

end ashadow of
what was promised. Below has beenin
the making for five years - that’sa
lengthy project for any studio but truly
a gigantic task for asmall one such as
Capybara Games. In the case of the
mysterious Below, though, time
doesn’t seem to have tarnished it at all.
If anything, from our time withit, it’s
made the game all the better.

It's an action-RPG with survival and
roguelike elements. You must collect
resources to feed your adventurer as you

¥)

navigate randomly generated areas, and

. your progress is dependent on your
. survival, with permadeath an

ever-present threat. ‘Harsh but fair’ is

what the developers are aiming for.

You start on the shore of anisland

. during a storm. Are you stranded, or did
you come here by choice? Wandering to

. the top of the cliffs that make up the

5 surface you find a stone structure, a dark
. entrance that leads under the island. Your

cute little character looks minuscule

standing in front of it. It's a perfectly

. ominous start, immediately firing the

. imagination. Down there are cavernsfull
of winding paths, obstacles, and enemies. !
. With melee combat and survival

5 mechanics, it at first looks like familiar
. territory - just another procedurally-

The visuals have changed since the initial announcement five
years ago, with the game now darker than ever.

It’'s very easy to get lost beneath the
mysterious island. You'd better

hope the light doesn’t go out.

generated RPG dungeon to battle

. through, right?

Yet Below feels quite different,

. something special in its own right.

. Though Capybara Games has created

. several games in various genres since its
. breakout title Superbrothers: Sword &

. Sworcery, Below feels like the successor
:to that stylish adventure. Musician Jim

. Guthrie, who composed the soundtrack

. to S:S&Sis collaborating to provide the

. already hugely atmospheric soundtrack,

i but the similarities actually go much
i further than that.

Dungeon faller

| While Below is more mechanically deep
than Superbrothers, with more
| fleshed-out combat and a full inventory, it

shares many of the same special

. ingredients. It's partly down to the sound
and visuals, which make it all so

: immersive. The sound especially is

' incredible: rain and wind, footsteps on

“BELOW ISN'T AN INNOVATIVE
GAME BUT IT NONETHELESS
FEELS GROUNDBREAKING™




stone, all authentic enough to suck you
right into the game. Close your eyes and
you're still in Below’s depths hours later.
The art style is a treat too, with its endless
shadow and swirling fog, but it’s the
perspective that makes it all work. A tilted
camera angle emphasises your descent,
making every staircase look terrifyingly
steep. There’s also no HUD, so everything
Is communicated in-world. Below wants
you to be lost in that space, to engage
with it directly with as few menus as
possible. Without distractions or barriers,
the experience of exploring Below is
extremely compelling.

Below isn't as humorous as
Superbrothers, though, so
don't expect off-beat
characters to make an
appearance and lighten the
adventure (though we still
hope a guitar-playing
Guthrie pops up again
somewhere). In the caverns of
the island you are very much
alone. Below’s world is foreboding, full of
mystery and danger. Capybara Games
has nailed the feel of an adventure into
the unknown, where each discovery feels
like a significant part and not a
perfunctory stop on the way to other
things. Even the first deadly inhabitants

. you encounter only add to the mystery;

. they're not skeletons or goblins, but

5 strange red wisps that charge on sight, a

. decidedly more surreal, alien enemy than
' is the norm. We're still wondering what

' that's all about.

- Dark holes

. In that deep, dark world you'll be
: venturing between campsites (your save
5 points, where you can cook food using
. different recipes to restore hunger and
' health). They're quite cosy, those little
. spots, which naturally remind us of Dark
Souls’ famous bonfires, your only refuge
in a lethal world, though with a
little tent and cooking pot
they’re just more homely
than the sword-in-ash
checkpoints. But the sense
that something is lurking
just beyond the light of
your little fire looms...
To make it to the next
campsite you'll be seeking items
. to open up the world or help you
© navigate its treacherous depths. None of
them come with a description of their
: function beyond a name, so you've some
. discovering to do. We love how you can
see your backpack filling up with items
. too - no bottomless bags for this

X
.
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Crafting is a vital mechanic for keeping your little adventurer alive in this
underground world - and naturally, death means losing everything.

+adventurer. It helps make your hero

: seem real and vulnerable, their backpack
5 clanking full of objects, in a way few

| videogame characters feel.

There are different weapons to help

5 you fight your way through, but Below

« avoids the trap of stats fiddling and

| instead gives weapons meaningfully

+ different uses. Your sword is quick and
comes with a shield, but the spear gives

Sights and sounds are utterly

engrossing, and they
combine to create anincredible,
unnerving atmosphere.

The mysterious world draws

you in, and loads of exciting
secrets to discover keep you
exploring, searching for more.

THRILL-O-METER

Wonderfully crafted - it’s destined
to rise above the competition.

There are loads of mysteries waiting to
be uncovered, provided you can
survive long enough to find them.

BELOW

you reach. It all feels good and hefty,

+ something tricky to pull off when the

| camerais so far from the action. None of

+ that’s new or novel, but in the context of a
game that makes every discovery special
. andeach step along the path a significant
+ challenge, those elements become all the
. more meaningful.

Below’s ideas aren’t so new really, but

it nonetheless feels groundbreaking. It

strips away the flab of bloated RPGs and

delivers a lean RPG that’s just all the good
. bits. A proper adventure, with a real

+ sense of mystery. It's so refreshing to play
:  something that feels like it exists in its

own little bubble, completely detached

from all the trends of modern RPGs.

We came away from Below feeling

: refreshed. This is something cool
and unique in unexpected ways.
. Our next adventure Below

. cannot come soon

. enough. ™ Sam Greer
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Everything and anything will go
wrong. Make sure you remember
where you left the fire extinguisher.

AN

Format Switch, PS4, X0, PC Developer Inertia Game Studios
Publisher Inertia Game Studios ETA Autumn

CATASTRONAUTS

Star wreck: into larkness

Instant Reactio

B e S e e

Chaotic team action that

manages to avoid outright
frustration. There's no risk of
ruining friendships, either!

It's not as fresh as

Overcooked; the idea of
working together under pressure
will be familiar.

vercooked inspace. : forcing you all to seek shelter in a special
FTL with + room or get crisped.

multiplayer. .

Summing up agame Dl'i':lmatlc ﬂal'e

in elevator pitches In an environment as chaotic as this the , _ THRILL-O-METER

can easily be i game has to communicate very clearly s ) . —— B B B
condemning, butin Catastronauts’ | what's required, and Catastronauts i o | V. ) -
case it perfectly encapsulates how excels at this. Big, easy-to-spot objects, = '1 _ ' |
simple the conceptisto clear buttons, and distinctive | -\ Small-scale co-op joy for friends
understand and just what characters ensure mayhem " and family. It's looking a laugh.
ingredients it brings may ensue but the screen is
together. More not impossible to parse.
importantly, if either of Things are always on the -
those premises don’t complete /[~ brink of catastrophe but it AN\
sound enjoyable as heck P _,_.::;"if never feels completely
then we can’t help you. *» unmanageable. The game

walks a fine line, but the result is
Catastronauts is a four-player : so much fun to play with friends. We
co-operative title in which players must often find ourselves on the verge of
work together to keep their ship in one panic but never outright shouting or
piece as it does battle with an enemy . screaming. There’s just enough pressure
vessel. There are fires to put out, repairs to keep us engaged and encourage us to
to be done, and someone needs to communicate without ever tipping
arm the cannons! Phew. It's over into frustration. Don't

a lot, and there expect this game to destroy

aren't always ' any relationships.
enough tools ’ | Catastronauts looks

for the job. poised to be your next local

Then there co-op obsession. It's not

are levels with quite the game changer AT

special Overcooked felt like, but it's Q m' _ ( =

modifiers, such every bit as enjoyable to play. We = —

as one where a can't wait to spend our office lunch

solar flare cooks times utterly failing to keep our ship When the solar flare approaches your beleaguered spacecraft, you'd all better get
up at random, in one piece. M Sam Greer inside the special shelter or you’ll end up... overcooked.
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Riding feels great -

everythingis responsive and
fast. And those dieselpunk retro
stylings are cool.

The controls take a bit of

learning, which makes fora
slow start. You won't be roaring
into action right away.

THRILL-O-METER
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Fun and stylish, thisisa
fresh-feeling action side-scroller.

STEEL RATS

The developer calls the world of Steel

Rats ‘dieselpunk’ - an alternate version
of the 1920s-40s with crazy tech.

R NS

Format PS4, XO, PC Publisher Tate Multimedia
Developer Tate Multimedia ETA Autumn

STEEL RATS

Sworn enemies of the biker mice

hile adeveloper’s Though it’s a side-scroller Steel Rats
natural instinct doesn't just exist on a left-to-right plane;
whenconceivinga | you change lanes on the road with a flick
game aboutbikers | of the stick. Couple that with the ability to
whotakeonahorde : turnwiththe pushof a button and you're
of dangerous robots soon chaining together stunts and

in analternate 1940s America might ' attacks while weaving your wheelie way

be to make it a fully 3D racing title around obstacles.

or similar, Tate Multimedia

instead opted to createa HOt Whee|5

side-scroller. An odd Your bike gives you some

choice? Perhaps. Butit’s special abilities. Most

one that absolutely pays importantly, you can turn

off in spades. the front wheel into a

spinning ball of energy,

Steel Rats promises which is useful for attacks

high-speed action, but to start ' and allows it to attach to metal

with you'll be pretty slow as you stop surfaces, so you can ride up and

and start, trying to master the controls. down walls to cut through levels. This

Thankfully it isn’t a punishing game, and verticality makes Steel Rats feel distinct

even when you start you'll from other vehicle-based games.

be able to get through This is a game of simple pleasures.

levels, you'll just do y. ” Crash through robots, ride super fast,

it ata crawl. The = , - and look really damn

controls are _ ' o cool doing it. We can't

odd but they wait to rev up our

certainly engine for another go.

make sense. W Sam Greer
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In any Lovecraft-inspired game
you're sure to see more fog than
clear blue skies. It's in the rules.

Format PS4, X0, PC Publisher Frogwares Developer Frogwares ETA Winter

THE SINKING CITY

Something smells fishy

or adude whowrote

mostly about how
hopeless everything
is, Lovecraft has
sure achieved some
success, eh?
Videogames of late, especially, have
fallen for the horror writer’s fiction,
with his ideas and tentacled beasts

The Elder Scrolis to Bloodborne. Now
The Sinking City wants to dip its toes
into those monster-infested waters.

It's an open-world detective game set in
the 1920s, in the city of Oakmont, New
England, which was flooded many years

44 GM JUNE 2018

previously. That flood brought with it

5 many strange things, yet the inhabitants

don't seem bothered at all by the

appearance of monoliths or sea

. monsters. Cthulhu in the shed? This lot
: have got jobs to do mate. Speaking of

. which, main character Charles Reed is
. still operating as a private detective,

. completely unfazed by the slowly
making their way into everything from
. take a boat to work. Which is perfectly

. believable given the wooden voice acting
. of everyone around - they don't seem

mutating populace or the fact he has to

bothered by anything.
Reed’s certainly got his work cut out

for him. With murderous cultists, missing
. persons, and an ancient conspiracy, this

5 detective has a lot on his plate, which is
good for us players at least. In the section

we play we're tasked with finding

a missing husband, starting by
' interviewing his wife.
: Drawing on the developer’s
background creating
. Sherlock Holmes games,
. The Sinking City places a
: real emphasis on
investigation, with minimum
. hand holding. If there’s a place you
. need to go to, for instance, you won't be

getting a waypoint. Instead you'll be told

. an address, and then have to look it up
' on your map. The woman mentions a

street where her husband was last seen,

Y

i so we head over in our rickety little boat

to get on his trail. As we do we see slimy

i things moving about in the waters
 between old buildings.

Keeling time

We arrive at the location mentioned and
+ find a crime scene. Things don't look

good for the missing man, but this is
where The Sinking City shines. The heart
of this is the Case File, where all an
investigation’s clues are
gathered for you to peruse.
Witness statements,
evidence, photographs:
they’re all there for you to
arrange and make sense of
on your own. While some
clues and crime scenes will be
highlighted, you'll have to identify
and photograph others for yourself

before they're added to your case file.

There’s a brief interruption in the form

of combat here, where hallucinations
i draw nasty, spider-like beasties into the

www.twitter.com/gamesmaster




world. It's functional but certainly a weak
part of the game, and based on this we
hope the final product doesn’t have
much in the way of shootouts. Soon
enough, we go back to the investigation.
We gain a vital clue by noticing an
occult symbol painted on the wall (in
blood, of course) which makes us feel
more involved than most games do
when it comes to detective work. That
arcane sign is something we can take to
the library to find out more. Again, there's
no hand holding so we're left to look
through the big list of books and find the
relevant topic for ourselves. From there
we learn the symbol is popular among

Forget cars or horses: you'll need a boat to travel around the city, which has never recovered from the devastating flood.
Just keep an eye out, because there's something in the water...

The voice acting is pretty stiff in the demo we played. Here’s

hoping the final game’s quality is better.

LS

. fishermen. That gives us another pointer,
. 50 it’s off to the docks to see if anybody
. there knows anything.

This moment is, in our hands-on,

. where The Sinking City becomes most

tantalising. Our investigation can branch

" in two directions. We follow the obvious

clues, and the advice of the fishermen,

. (who are also literal fishmen - smello

sailor!), only to be led into an ambush

that leaves us at the hands of a cult, with

repercussions to follow in the main story.

. However, if you're observant you can

discover a few clues that allow you to

. catch out the fishermen and avoid the
ambush, for a more successful result to

“WITH MURDEROUS CULTISTS
MISSING PERSONS AND AN ANCIENT
CONSPIRACY, THIS DETECTIVE HAS
A LOT ON HIS PLATE"

www.gamesradar.com/gamesmaster

This is Charles Reed, the game’s glum detective. Why thelong
face, Charles? Boats make you seasick or something?

. your investigation, and presumably a less
battered investigator.

At the moment The Sinking City’s

. writing and voice acting are lacking - it's
5 story’s more than a bit dull - but the

. prospect of a open-world investigation

5 game is appealing. You feel like a proper

detective and it makes your interactions

with the world, regardless of the story and

characters, rewarding. If the final game

can deliver on all that promise, it could be
a splashing good time. M Sam Greer

Instant Reaction
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Really captures the feel of

handling your own
investigation, including letting you
make mistakes.

The characters and story are
° pretty weak, with wooden
voice acting from most
performers not helping matters.

THRILL-O-METER

3/4)

Promising, but we're not sure if it’ll
sink or swim.
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Burning everything in sight

never looked better - we
want to torch things just for a look
at the lighting effects.

Places to heal are often too

few and far between, making
death all the more frustrating, as
well as inevitable.

THRILL-O-METER
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A roguelite that casts a spell of
complete carnage.

Format PC Publisher Nolla Games
Developer Nolla Games ETA Autumn

NOITA

A a®
. < -
_.'
ﬂ [ ]

Blast through the ceiling and you
can bring that fire or water
tumbling down on foes. Or yourself.

A roguelite for anyone who ever

wanted to watch the whole world burn

ive minutes into our
time with Noita,
three things
become abundantly
clear.One: the
game’s lighting and

pixel art style is gorgeous. Two:

controls are snappy and

responsive. And three:

everything - and we mean

everything - wants you

dead; even your own

weapons willdo you in if

you aren’t careful.

This magical action-roguelite

comes from the creators of

Crayon Physics Deluxe and The
Swapper, but here ditches colourful
puzzles and cloning devices for a set of
magic wands and a barrage of brutality,
courtesy of the many nasties lurking
around the shadowy, procedurally
generated environments.

Speaking of environments, every pixel
in them will react to what you do. This
allows each dank area you traverse to
become a destructible playground. So if

you think that a sturdy ledge or a wall will
keep you safe, then you've got another
. think coming.

- Baptism of fire
Noita is an unforgiving game, but the
" nature of the world does help you (and a
friend in local co-op) out in a plethora
of unique and deadly ways. For
example, igniting a barrel of
radioactive sludge and
tumbling it into a gaggle of
ghouls results in a fiery
green explosion big
enough to rival the Battle Of
Blackwater, while breaking a
lantern above a support beam
showers enemies below in a blazing
' inferno. If environmental hazards aren't
' your thing, then you can customise the
. magic in your wands to create spells that
. can freeze, melt, or even evaporate your
foes. Variety truly is the spice of strife.
: The chaotic battles and volatile
" landscapes have us hooked from the first
. destructible pixel. Looking for a
challenge? Then this is definitely one to
' keep on your radar. @ Corey Gittins

www.twitter.mmfgamesmaster



Format Switch, PS4, XO, PC Pub Studio
Evil Dev Studio Evil ETA Summer

SUPER CANE
MAGIC ZERO

From the mind of ltalian animator Sio (of
‘Learn To Count With John The Toilet’
fame. No?) comes an RPG where... well,
nothing makes sense. Steeped in his
random style of humour, how much you
get out of Super Cane Magic Zero will
depend on how funny you find, for
example, the phrase ‘bacon explosion. It
misses more than it hits for us, though
the action is agreeably chaotic, especially
in co-op, with the fun twist that you can
pick up and either throw or eat almost
any object. ® Robin Valentine

PREVIEW ROUND UP

Format PC Pub Humble Bundle
Dev ZA/UM ETA Winter

DISCO ELYSIUM

Formalt PS4, X0, PC Pub Starbreeze/505
Games Dev Overkill ETA Winter

OVERKILL'S THE
WALKING DEAD

It was starting to look like the secrecy
would last as long as Robert Kirkman's
comic series, but Overkill has finally
started to spill its guts. We knew it was
being designed as a co-op FPS forup to
four people. What's perhaps surprising is
the importance placed on story, which is
set to be central to the experience.
Speaking to our GamesRadar cousins,
Overkill repeats the questions “What did
the government do? What happened to
the military?” hinting that its game will
explore these issues. @ Luke Kemp

Format Switch, PS4, XO, PC Pub Warner
Bros Dev Traveller’s Tales ETA 13 July

LEGO THE INCREDIBLES

This latest blocky adventure will let you
play through the events of both the
original film and the new sequel, with all
the brick-stacking, character-switching,
and puzzle-solving you'd expect. And
when you're not making your way
through the story, you'll be free to

i explore the open world city and battle
with supervillains for control of each
district, as well as customise your
character’s appearance and powers to
your liking. Next issue we'll have a full
hands-on and interviews with the team -
don’t miss it! @ Robin Valentine

Otherwise known as The Game Formerly
Known As No Truce With The Furies.Or
‘squiggle’. Maybe. Anyway, what we have
here is a police story with a real
difference. For one thing, exactly what
kind of cop you are, we're promised,
really is your decision. Through a
combination of character building and
decision making, just how effective,
brave, focussed, and/or randy the
character will be up to you. A police RPG
with a huge number of ways to approach
and solve the case? Sounds worthy of

+ Investigation to us. ¥ Luke Kemp

Format PS4 Pul Sony
Dev Insomniac Games ETA 7 September

Venom nom nom

ou’re excited for this
game, aren’t you? It’s okay,
don’t be shy; we all are.
More details of Arachnid-
Chap’s new adventure are slowly but
surely creeping out, including the fact
that he is to be played by Yuri
Lowenthal (the voice actor who's also
played, among countless others,
Prince Of Persia in Sands Of Time,
Alucard in Castlevania, and Sasuke in
the Naruto anime). And we've seena
nice chunk of gameplay too.

Have you seen Infinity War at the talkies
yet? If so, you've seen Spider-Man in a
particularly natty high-tech suit. Pre-
ordering the game nabs you a pack of
three for his PS4 incarnation to wear,
including that one, meaning it should be
available to everybody eventually. More
importantly, the web swinging looks
pretty darn cool. The speed and angle of
your swing is determined by momentum
and when you release the line. Hit a
building mid-swing? You won't stop
moving; you'll run up it (or across, if you
prefer). Extra-hairy legs remain
unconfirmed. ® Luke Kemp

GM Instant Reaction
THRILL-O-METER 3/4/5]

Looks unlikely to be Peter panned.

www.gamesradar.com/gamesmaster
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With each fight, you’ll have to do more
with less. Bit like print journalism.

b,
Format PS4, XO, PC Publisher Another Indie Developer Dark Star ETA Autumn

SINNER: SACRIFICE
FOR REDEMPTION

Sin when you’re winning

mplete /S
P N
20

R 7 £

LT\ e

farit’s not nearly as tight as its
inspirations, with controls feeling a bit
loose or unresponsive at times. While it
would be unfair to expect a small studio
to deliver something that feels as fluid

with each fight you'll get weaker, with
less health and stamina. Yes, in contrast
to almost every RPG ever you're
strongest at the beginning of the game
and each victory is only going to diminish
you, meaning you'll have to consider and functional as Dark Souls, the game
carefully which order you want totackle | itself makes the comparison unavoidable.
these bosses in. Figuring out who you Here’s hoping the central mechanic adds
find toughest is going to be vital in enough to ensure Sinner avoids the
planning your battles. bonfire. & Sam Greer

Combat itself will be familiar to any
Souls fan - you'll be dishing out weighty
combos of light and heavy attacks, with |
health items that recharge between
fights. However, from what we've seen so

here’s no shortage of
Dark Souls clones out
there but while most
go bigger, Sinner aims
to be more compact.
This takes the brutal combatand 5
twisted creatures of those games but
uses them for an elaborate boss rush.

In a dark grey world you must use
shrines to activate battles with various
foes, each one a tough-as-nails encounter
that would feel right at home in any of
From Software’s works. The twist is that
the fights can be tackled in any order but

GM Instant Reaction
THRILL-O-METER 13/4]5

Will its reverse-RPG twist be enough?
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Battleroyale gaming might still be in its
mfancy, but the well already runs deep.
Outside the big three, Boss Key recently
launched gaudy, 80s-themed Radical
Heights in extreme Early Access -akait
has lots of placeholder objects
everywhere. Survivio conveys all the
tension and dramaasa 2D top-down

48 GM JUNE 2018

Exclusive Feature!

|

shooter, while SOS gives 'Twitch viewers
something to do: vote on the items
players come across - weapons or health
packsif they like you, bombsif they dont
‘The Darwin Project, currently in early
access on PCand Xbox One, lets players
track each other via footprintsin the
snow, telltale fires in the distance, and

THE OTHER TITLES IN THE MIX...

cluesleft after crafting items. Paladins
and Dyingl.ight are both gettingin on the
action with their spin on battles royale

and there are even a couple of promising
VR projects; Pavlov VR and Stand Out:
Battle Royale VR. Can any of them topple
thebig three? Its still the Wild West out
there, so anythings possible.

www.twitter.com/d




LAST MAN SFANDING

STANDING*

2018's best battle royale games go head-to-head

.,

—

o you know what the very best would ignite a revolution in multiplayer gaming. Fortnite, "‘“ﬁ " \
thing aboutgamingis? Correct:it’'s = which began life as a very different online co-op game ‘s" 4,.
that moment when youwalkoutof about fending off zombies, underwent a dramatic

the dark tunnel into the world at transformation by developer Epic and is now a full-blown

the beginning of Oblivion. Butdo phenomenon played by millions of battle royale fans.

you know the second best thing? H1Z1, technically the oldest of the three, has struggled to
It’'s the medium’s ability to recalibrate according to keep its audience from wandering off towards its rivals,
changing tastes and trends, giving birth to new but has seen dramatic improvements to core gameplay

genres and experiences. Two years ago battle royale in the run up to full release, including the innovative
games were not, to use the vernacular of the time, a vehicular ‘Auto Royale’ mode.
thing. Today it's the most popular genre in gaming. The battle for supremacy could rage on between

these three for months - maybe even years - to come.
During that stratospheric rise, three giants emerged that But there’s no point dragging things out, so let’s pit the

would pull in players by the millions and draw fierce trio against each other in a... battle royale for battle

divisions between communities. PlayerUnknown’s royale games, if you will. Which has the best world map?
BattleGrounds is credited with popularising the genre, Which nails the feeling of headshotting an opponent?
drawing in daily player counts of two million and, during Which is the least tainted by loot boxes? It’s time to find

its Early Access phase on PC, lighting the match that out as PUBG, Fortnite, and H1Z1go at it.
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xclusive Feature!
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THE MAPS]

With three of the biggest games in 2018 bundled into a
figurative plane, the first battle they face is that of
locations. While some in the genre use procedural maps,
PUBG, Fortnite, and H1Z1 all use set ones. PUBG’s Erangel
and Miramar dwarf those of Fortnite and H1Z1, so it’s off
to a good start. Plus, it has two maps whereas the others
have just one each - ouch, we're seeing light grazes on
H1Z1 and Fortnite already.

Size isn't everything, though. It's what's contained
within those square kilometres that counts, and it's here
that the fight becomes closer. All three games go for an

‘inexplicably abandoned rural town’ vibe, with Fortnite
opting to name all its locations after non-existent Mario
Kart tracks. ‘Flush Factory'? ‘Greasy Grove? What? The
map gives the impression you're parachuting down to
the set of Funhouse, but in reality it's the same deserted
burgs as in the other games. With no vehicles in Fortnite
It takes a long time to get anywhere, and the topography
between building clusters isn't inspiring. Much the same
can be said of H1Z1, although it can at least be traversed
by several vehicle types. PUBG's sitting pretty this round:
Its underground passages, derelict ruins, quaint towns,
and military bases are filled with character. Plus - stop us
if we've already said this - it has two maps.

WINNER!

{PUBE] [PUBE] + H1 -1+ FORTNITE
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H1Z1 and Fortnite are licking their wounds, but if they can
find a health pack they're still in the fight. Speaking of
which - who wins the loot game? In PUBG you've no
guarantee of a decent weapon after five minutes of
scavenging, such is its restrained item spawn policy. It's
frustrating to be mown down by an AKM-wielding foe
(where did they find that scope in just 45 seconds?) but
equally rewarding to find something of use. Because of
that item scarcity, people gravitate towards certain high
drop percentage areas, creating high risk/reward
scenarios at the power plant, military base, and school.
The same’s true of built-up areas in Fortnite, although
you'll find a half-decent weapon in almost any building.
It's less about sprinting around hopelessly with a pistol,
and more about finding a better version of the assault
rifle you already found. Introducing a colour-coded
weapon hierarchy is a deft touch from Epic, and both
PUBG and H1Z1 take a dint in their health bars as a resuit.
H1Z1 features varying weapon quality too, but the
armoury itself is uninspired next to PUBG’s quasi-Soviet
arsenal. Fortnite’s MMO loot, PUBG's realistic approach,
and H1Z1's detailed but predictable weapons areina
deadlock. Everyone’s been bloodied by this round, but
there’s no clear winner. The zone’s shrinking, though...

WINNEIR!
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THE COMBAI

It's time for the warriors to whale on each other. Who
wins? Well, combat’s handled very differently by the
three titles. Fortnite and H1Z1 opt for third-person
gunfights, whereas PUBG allows third- and first-person
shooting. In Fortnite that perspective is a necessity of its
crafting interface - you need a wide field of view to place
walls, so when you're not looking down a sniper scope,
you're in over-the-shoulder cam. It's the same for H1Z1,
albeit without the large-scale building element.

So does PUBG have the advantage? Yes and no. It's
certainly easier to play when you can peek round
corners in third-person and then go back to first-person
for aiming. Count that as a few direct hits on its rivals,
then - but only flesh wounds. Because PUBG can be
clunky. Collision detection and camera head-bob have
long been problems, and by contrast Fortnite and H1Z1
feel COD-level slick. Some retaliatory rounds fired into
PUBG's squishy bits there.

But who's this storming in from the leftfield? H1Z1
finds a middle ground between Fortnite’s lightweight
gunplay and PUBG’s clumsy simulation, delivering
meaty weapon feedback over long and short range. It
possesses the combat mechanics you can place the
most trust in, and the sweetest headshot kills of the lot.

Hl 1
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As the zone shrinks to a pinprick we come to the most
important battle of all: who has the best hijinks? Battle
royale games rose to their current heights off the back
of Twitch viewers tuning in to watch streamers play
them, and act all silly. Then there's co-op team play, in
which you mess about over voice chat until a dot on the
horizon prompts radio silence. Whether you're watching
on Twitch or in-game spectator cam because you died,
battle royale games should be great fun for an audience.
H1Z1 has player-friendly features such as a swappable
shoulder cam, weapon crafting, and a generous helping
of vehicles, but somehow it isn't as much fun to watch as
it is to play. And Auto Royale mode, intended as a
high-octane all-car spin on the formula, falls flat as a
spectacle. You drive around a course, you meet another
car, one of you blows up. End of.

No, this one’s going to be fought between PUBG’s
player-baiting and Fortnite’s madcap ingenuity. PUBG's
community has dreamed up all kinds of dirty tricks, from
playing dead next to a supply drop to littering houses
with items so they appear unlooted. Comedy gold when
unsuspecting players wander in. But the slapstick of
Fortnite’s "you're shooting me so I'll build a giant
staircase to escape up this cliff’ crafting system wins out.

WINNER!

FORTNITE

www.gamesradar.com/gamesmaster
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THE END GAVE

Sprinting towards the safe zone, the three games ready
themselves for the end game. The odds are tipped
evenly, and the winner will be decided according to how
they draw each round to a close.

Genre-wide, flat finishes are a problem. The same
thing happens in cup final football matches: with so
much to play for, everyone’s more concerned about not
losing than with winning. Thus you often end up with the
battle royale equivalent of a scoreless 90 minutes: ten
people lying motionless in various bushes. PUBG and
H1Z1 are equally guilty of this, bringing together those
who've avoided detection all round and have yet to fire a
bullet, and who'll be damned if they start now. It’s rare
that the conclusion has any real drama to it - often an
unsighted sniper bullet concludes the match.

Fortnite is the exception. Its building system means
that the closing minutes of a round are spent hastily
erecting forts and luring other players out of theirs.
There’s still an element of camping, but with the
destructible, rebuildable scenery involved it's a more
dynamic situation. And that proves to be the killer blow.
Congratulations to Fortnite! Flip to the next page for our
interview with the triumphant victor.

OVERALL WINNER!

FORTNITE

LAST MAN STANDING

BACK TO
WHERE IT
ALL BEGAN

Letsstart by stating the obvious: the
name of the genre and many of its
conventions date back to the 2000
movie Battle Royale, in which
Japanese studentsendureaterrible
school trip involving being made to
hunt and kill each other on aremote
and inescapableisland. From thisthe
location, the diminishing safe zone,
and the concept of weapon foraging
were inherited by the genre See also:
'The Hunger Games.

AntVenom and SkyDoesMinecratft
began running Minecraft servers
based on the above moviesin 2012,
while at the same time modders
were trying something similar with
Arma Z2mod DayZ. One of those
modders, Brendan PlayerUnknown
Greene developed a particularly
popular mod called Battle Royale. He
adapted it for Arma 3, then worked as
a consultant on H1Z1 before
eventually releasing
PlayerUnknowns BattleGroundsin
March 2017 Epics Fortnite, in
development six years before
release in June 2017 cribbed the
formula for a spin-off mode, and by
delivering battleroyale gamingto
console gamers before anyone else,
withitsadded crafting twist, founda
massive audience.

HI1Z1, meanwhile, which had begun
in2015asazombie survival
experience similar to the original
concept for Fortmite, split into two
projectsin 2016. Just Survive
retained the original survival vision,
while King Of The Kill offered the
popular battleroyale stylings.
Leaving early access in March 2018,
KOTK became simply H171,and had
lost its once-huge player countsto
PUBG and Fortnite over the previous
year. Its now the cheeky outsider
looking to win back supremacy from
PUBG Corporationand Epic
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WE CHAIL WITH FORTNITE'S DESIGN LEAD ERIC WILLIAMSON

GamesMaster: ['irst of all, congratulations
on how well the gameis doing Fortniteis
officially GMSs favourite battleroyale gamel

EricWilliamson: Thank you!

GM: How did theideato create thebattle
royale spin-off mode come about?

EW: TheFortnite team had experimented
with PvPmodesafew timesduring the
development and they were a lot of fun, but
eventually they shifted focus on the PVvEto
make sure that was really solid coming into
what would eventually become the paid
Early Accessperiod. Sometimelast year, the
idea of bringing some kind of PvPback into
the game came upagain.

Theteam had been enjoyingalot of
different types of last-man-standing games,
and thought it mightbea coolidea to
experiment with that formula, but using the
unique action-building elements that were
already in Fortnite We started that work in
July andit showed very early on that there
was promise, so we were really excited to get
it out to playersas soon as we could to start
gettingfeedback.

GM: \What expectations did you have for
how popular the Battle Royale mode would
be and what the fan reaction would be?

EW: [ here werent any real expectations..
wed hoped players would have fun,and

so we coulditerate on it and improveitif
players enjoyed it

GM: [here are other battle royale games
about, but Fortnites the popular one. Why do
you think it's been such a smash hit?

EW: Thisishard question to answer, because
therealot of things at play. But wed like to
think that our guiding principle that fun
should drive our decisions - whether were
talking about adding new weapons of
gadgets new skins, or new gamemodes --has
certainly helped.

GM: Whatsitbeen like behind the scenes
dealing with such a huge spike in popularity?

EW: Well we wanted feedback from players,
and theres certainly no shortage of people
telling us what's working, whatisnt, and what
they want more of Of course,also making
sureour serverscan handleall of it has been
achallenge and were making good progress
on that.

GM: What are your plans for the future of
Fortnite? Any additions?

EW: \We have some cool surprises in store.
Well keep listening to players, updating the
game and adding new items limited time
modes,and more.

GM: Were looking forward to them!

wed wanted to get feedback from them early

52 GM JUNE 2018
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The backstory of Prey’s space station can be seenin its design -

the fact it was originally built in the 1960s is reflected in the i
retro-futuristic look, and the lush art deco architecture reflectsthe '
limitless resources poured into space travel in this world.
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IN APPRECIATION OF GAMING'S MOST IMMERSIVE SCI-FI SETTINGS

or as long as it has existed, the rules when creating a fiction of your own, whether convincing and compelling settings, from space stations,

humanity has cast its eyes it's set in the near future or some time a little farther off. to cities, to planets, and even galaxies.

towards the stars, imagining You can take known facts and cutting-edge theories and

what worlds circle them. ask ‘what if... to your heart’s content. S DEICE bOlI I'Id

Similarly for as long as games The thrill of discovery and excitement at unlimited “For me, | want to be transported somewhere,” Ricardo

/ have existed, developers possibility propels some of the hardest-working Bare, lead designer on Arkane Studios’ intergalactic
have been endeavouring to bring those stars developers creating sci-fi games today. And one of the immersive sim Prey tells us. “Somewhere I've never been
just a little closer, using ingenious and most vital aspects of their craft is the creation of before. And when | get there | want to have a feeling that
sometimes confounding feats of artistry to let
us immerse ourselves in otherworldly locations . .
that aren’t anything like our own.
) /N . e A

Science fiction is a popular toybox for the gaming

potentatotmeunnonm voucortraverosice. 1. FEEL LIKE 1T COULD BE(
potential of the unknown. You don't have to stick to

56 GAM JUNE 2018 www.twitter.com/gamesmaster



freighter is to crack open planets and mi
notably lea{ecnrrle__g of the Dead Spa E

| bL : cues froph Ron Cobb’s lived-in desi
- Alien, but it manages to create sui
the abundance of darkened corr
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Everything in a location needs an
apparent function, like the utility
tunnel running through Talos 1.

anything is possible. Even though | know it’s literally not
true, when I'm playing a game | want it to feel like it could
be.” Set in an alternative timeline where JFK wasn't
assassinated, allowing the USA's mid-century space
program to accomplish its full potential, Prey’s setting,
the purpose-built space station Talos 1, certainly fulfils
this immersive ambition.

Following one of the most mind-altering opening
sequences to a game in recent memory, you step into
the main lobby of Talos 1. “Ready for your first real view
of the world?” asks January, your main contact
throughout the adventure. However you respond, you're
almost certainly not ready for what's coming. After
escaping the horror that is the Typhon alien menace,
you turn a corner and are greeted with an awe-inspiring

www.gamesradarcom/gamesmaster

Isaac Clarke’s slow decent into madness abnarc the USG Ishimura is
one of gaming’s most memorable ad\{élwms -.and the ship itself
plays a huge role in that. The sole purpose of this intergalactic

em for resources. This
2 might take a lot of

as of its own thanks to
'forced to traverse.

Details right down to the posters on the walls mattered
to the Observer devs - the world was created insuch a
way that it could be expanded in future.
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rong is as iconic a sci-fi locat
they come in the world n#-
videogames. A submerged city:
originally intended to become a
place for artists, philosophers, and
scientists to escape the restrictions
of post-WWII political restraints,
tﬂ‘lﬂ&ganch ness to Rapture that
mnw_s tough to replicate in other
settlngs even in 2018. Run-down
axeasﬁuch as Arcadia, Olympus
- Heights, and, of course, Sander
{ ohen’s culture-filled Fort Frolic all
= feffthew own unsettling stories
¥ Eﬂm‘ést through design alone,
~revealing more about the
collapsed society. Bioshock is an
underwater treasure trove of
~complex ideas, but this sense of
coherence helps to ground you.

k< 2

view of the Earth. In one simple moment, Arkane makes
you realise your place in the universe. Suddenly, you feel
as insignificant as an ant.

As stunningly fantastical and well-realised the visual
design of Talos 1is, however, for Ricardo the key to
keeping players immersed is to construct a very
plausible foundation which can then be iterated upon.
“We wanted to make the space station one of the main
characters. So, the key thing was for us to establish its
history. Even if all that stuff doesn't make it into the
game, it informs all the choices we make,” he says. “We
wanted to make sure that we went into detail about ‘how

Observer’s bleak environments
& convey the sense of a society falling
1 apart at the seams.

ORAE
SEJILN_CLS_AREIHQSEYOU
INTERACT WITHI

L
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did the station get built? ‘Who were the first people
there?’ Then those decisions get reflected in all the
individual spaces you'll come across.”

The necessity to retain a sense of reality within the
fictional world isn't something exercised solely in sci-fi
games developed at triple-A level. For Rafat Basaj,
producer and brand manager on last year’s ambitious
psychological cyberpunk survival horror title Observer,
this element is just as critical. The retro-futuristic,
run-down Krakow apartment complex at the heart of
the game feels real owing thanks to the game’s
willingness to reward player curiosity.

“We knew we had so much potential to expand the
world. We actually wanted to build it to have options
maybe to expand on it at some point in the future, or, if
not, to fill it with enough detail to make the world more
viable,” explains Basaj. “...The world just kept building
and building, and we wanted to push all of that into the
game in various ways. The talks you have with the
tenants. The emails you can find on PCs in the world. We
just had so much of it that we wanted to use.” Filling a
contained setting with small nuggets of detail is an
effective method of infusing believability into these
far-off worlds, and most sci-fi games, Observer and Prey
included, employ the technique regularly.

Lost in space

Interaction can go way beyond simply looking at things
within the environment. The most memorable settings,
like the most memorable characters, are those you
interact with, making use of the carefully-placed details
- though that can cause headaches for developers.
“Having an enclosed space station, as with Talos 1, is
actually easier for us in the sense that we don't have to
care about where a player goes or what will happen if

www.twitter.com/gamesmaster




PLANET ZEBES =
SUPER METROID

That the atmosphere and mood of

Zebes is still imprinted onto

people’s minds, even though we

first touched down upon the planet

in 1986, when polygons were a

mere flicker in someone’s eye, says

a lot about Intelligent Systems’ i
world-building artistry. While -
guiding Samus through the inner
workings of the planet in the
original Metroid had its charm,
returning to the hostile location in
Super Metroid saw it surpass any
prior expectations we may have
had. The otherworldly whirrs and
bloops of the soundtrack,
emboldened gloom of each zone,
and ethereal Chozo imagery all
combined to convincingly
transport you to this isolated,
volatile territory.

\

they jump out of the location,” Bare tells us. “Because the
player’sin the box, itisn’t such a worry.”

This is particularly an asset in Prey, where the Gloo
cannon actively encourages you to explore the station
in creative ways. It's an item which makes sense both as
a tool (functioning similar to Isaac Clarke’s plasma cutter
in Dead Space) and as a weapon. “There’s a couple of
ways it connected to the level design. It certainly
encouraged level designers to place things and hide
things in interesting vertical spaces. We accounted for
instances like ‘Hey, what if | made a Gloo ladder up
here?” says Bare. “Let’s put something up here for
players to find.”

Setting stars

Successfully immersing players in a sci-fi setting, then,
ultimately comes about as a result of a cohesive setting,
complete with both a history and incidental details, plus
that maintained illusion of limitless possibility. “You can't
have an immersive sci-fi setting without a really robust
back story, great characters, audio cues, music - it all has
to work together and come together to this near-perfect
spot,” states Observer’s Rafat Basa,.

Karen Segars, lead architect on Prey, agrees. “As
clichéd as it is, make sure you have a bathroom,” she
jokes. “You want it to feel like a believable space, not just
cool sci-fi elements all mushed together.”

So many games now err towards scale over detail,
crafting huge open worlds that, by their nature, paint
with a broad brush. We just hope that narrative-driven
sci-fi adventures like these, with their intricate, detailed
settings, don't fade away. They bring something unique
to gaming, fulfilling our basic desire to explore and ask
questions, all while keeping things tightly-knit, personal,
and surprisingly closer to home. B

www.gamesradarcom/gamesmaster

The interior design of Talos 1takes inspiration from the
real-world Viceroy New York Hotel, complete with
mahogany wall panels and brass detailing.
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| MAKING YOUR OLWWN GAME HAS NEVER BEEN ERSIER

e’re living in a golden age of indie
titles. Every month, every day,
exciting new titles are released
covering every genre imaginable.
( Some of those have even been
Game Of The Year contenders. Not

Od fnr.son'ieﬂnng developed in a bedroom. No,

- TWINE

Let's start with something nice and easy. Twine is a tool to make text-based
games. Basic? Sure, but even with its simple options you can build engaging
and clever games. The only skills you need are the ability to write and some

( patience. Some very basic coding is required as you'll need to format text so
that it links to other pages and acts as a choice, but other than that it's super
simple. The blueprint-style layout that maps out your interactive story is very
intuitive to read and use - you'll pick it up in minutes.

Start by putting together a short story, maybe with one or two major
choices and a few endings. Don’t overdo it, see how you manage with your
first project and let your ambition grow from there. Try to avoid making your
first project a novel-sized bit of fiction. Maybe you think you can write
something of that length, but if there are multiple choices involved, that size
could easily double or triple. You also have to be aware of the player. Are they
going to be able to sit through all this? Aim for something that takes a few

( minutes to play through (it's a lot more work than it sounds). Slowly grow the
size of your projects once you have an understanding of what's involved.
Overambition has been the death of many budding games!

Twine can only make text adventures, but
practicing on it will give you a good idea of
what game development is like. And while
text adventures may look very basic,

plenty of great and engaging games DIFFICULTY
' have been made with Twine. Fiction VERY EASY

can be engaging in any form, after all,

and some of the very first games WHERE

ever made were text adventures - so BITLY/GMTWINE

it's a proud tradition! COST

.. . . ._. F R E E
B A 00— S B - {8~ S 3 i e~ S B i
}: Insist that nothing is wrong and change the subject

1: Defensively ask what she means by that

2: Notice that your hands are shaking

You are deeply depreased Even activities you used to e

You are not curently seeng a therapist.

Wou are not currently taking medication for der DEPRESSION QUEST

60 GM JUNE 2018

really, people in their bedrooms are making some of
the biggest smash hits around. And here’s the thing:
if they can do it, why not you?

It's never been easier to get into game development.
Various engines and tools, all relatively affordable or
free, are available. If you've a passion for games, anidea

~ MADEINRPGMAKER

I’)C;;.] hold Uktl
No interest for you and you exist N a near-constant state of lethargy

you want to turn into something real, then we're here to
help you find your feet. Plenty of people have already
done it, and so can you. Making an entire game isn't
easy but over the next few pages we're going to show
you the best tools available so you can find out which is
best for you and your project. So who knows? Maybe
one day your game will feature in GamesMaster!

RFO [TIHKER

If you're a fan of JRPG classics such as the older Final Fantasy titles or Chrono
Trigger then this engine will allow you to make games in their vein very easily.
The editor’s interface has lots of options for those not proficient in coding, so
you'll find it fairly easy to learn with no experience provided you're willing to
delve into a little bit of scripting. While this is really only built to make one type
of game, the luxury is it makes making that type of game as easy as can be.
Even if this is your first attempt at development, RPG Maker will help you put
together something very playable really quickly.

It comes with a load of its own art and audio so you won't need to create
any of your own assets to be able to build something. Expansion packs for the
editor also offer loads of different assets should you need something more
suited to your game - though you do have to pay for those.

With a little creativity, though, you don't necessarily have to make an RPG
full of turn-based battles. Narrative-focused titles such as To The Moon were
made using RPG Maker, and it's possible to use the engine to make puzzles
and cutscenes. Some developers have, with the help of plugins, even
managed to make point-and-click adventure games.

The lesson to take away from RPG Maker is that all
that matters is you use the engine that's right
for you. You can then bend it to make the

games you want. As with most tools, if DIFFICULTY
you're willing to get creative you can VERY EASY
use it to do so much more than you

might at first imagine. And you can WHERE
get started with our easy step-by-step BITLY/GMRPG
guide over on p64 - perfect for COST

building your confidence.

WITH EXTRA ASSETS AVAILABLE
AS PAID EXPANSION PACKS

www.twitter.com/gamesmaster
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This is where accessibility and possibility combine nicely. GameMaker remains
one of the easiest game engines to use, with an interface that allows you to MADEINGAMEMAKER
put together games with no or very little coding. Basic functions such as player
movement and Al pathfinding are pre-built into the engine, allowing you to
focus on more complex or unique features for your game. With just a bit of
patience and a few tutorials you can put together something simpleina
matter of hours.

As easy as it is to put together a game without ever delving into coding, if

| you're willing to learn some programming then what you can build with
GameMaker is truly astounding. You're limited to 2D visuals, but beyond that
RPGs, shoot-em-ups, platformers... they're all within your grasp. The coding for
GameMaker is all in its own proprietary language so you'll have to learn the
way it does things, but anyone who has dabbled in C+ or similar should find
plenty that is familiar. GameMaker provides a strong foundation on which you
can build your own code, but within a few weeks of using it, you'll probably
find yourself never touching the pre-built functions and simply coding all your
own ones. It's a good way to learn because you can focus on one aspect at a
time: movement, projectiles, spawning and so on, with the engine filling in the [ | Gunpoint (above) was created by just a
gaps with its own solutions wherever you want it to. single person in GameMaker. But for - T

There’s also a marketplace where you can import features built by other small teams huge RPGs are also viable. 5pE|_[_| NKY -j
users into your game - sometimes for free, sometimes for a cost. If you're
starting out this can be a way to help build your game, especially if you're
working on your own.

Art and sound might not be things you have the skill set to create but there
are ways round that. You can collaborate, of course, but even if you're working
on your own there are tools such as Piskel, an online sprite maker, that make it
very easy to create assets for your game. Sounds can be acquired from a host
of online libraries such as FreeSound, where music and effects can be licensed
for your game, usually for a small fee.

GameMaker's only limitation is simply that it's a 2D engine. Beyond that, it’s ARE A BOTTOMLESS RESOURCE, AND THE INDEPENDENﬁZY RUN DISCORD
possible to build any kind of game at all. It's a very easy to learn engine, but SERVER PROVIDES ONE-TO-ONE HELP. WHEN "0‘,', GET INVOLVED IN
capable of so much. For beginners, we recommend this one very highly. GAMEMAKER YOU BECOME PART OF THE FAMILY™ JUJU ADAMS,

PROGRAMMER ON HYPER LIGHT DRIFTER AND SWORDS OF DITTO

F

DIFFICULTY
EASY

‘ WHERE
BITLY/GMGMAKER

COST

£27

WITH MORE ROBUST AND
EXPENSIVE PACKAGES + FREE
TRIAL ALS0O AVAILABLE.

huge variety of games - even bizarre

fighting games such as Nidhogg 2. 1
|
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‘ free has put it in the hands of thousands of creators, and not only has this

‘ to do a Google search first - you'll be surprised how much you can accomplish

I Building 3D assets for your Unity project will be a difficult hurdle for many.
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No engine is as prevalent throughout indie games as Unity. Being available for

MADE IH l.llll'l"lr

benefitted players, for budding developers it means there’s a wealth of
tutorials on how to build a whole variety of games, both 2D and 3D. From
platformers such as Oddworld New'N'Tasty to lush survival and horror titles
such as The Forest, Unity can be used to make almost anything.

Unlike GameMaker or other, simpler, engines, Unity has no built-in game
functions. To use it, you're going to have to get your hands dirty and do all the
coding yourself. Unity uses C#, so anyone familiar with that scripting language
will find themselves at home. For those unfamiliar, there are loads of videos
available online to help you get started on virtually any feature you can
imagine. There's no one way to approach a problem either; player movement
can be handled in dozens of different ways depending on the needs of your
project. Finding which solution is best for you can be daunting, but thankfully
Unity also has a massive community which is very approachable and willing to
help. Be polite and you should have no trouble getting a helping hand. (Just try

-

A S

before needing to involve others.) It's not just indies entrusting their
| Unity also has a massive asset store that will allow you to import a variety of - projects to the Unity engine. Blizzard
‘ models, features, and tools at varying prices. Some are even free. When you're used it for the massive Hearthstone.

starting out, it's perfectly reasonable to use every tool at your disposal, so don't
be ashamed of using these assets in your own project. They've been put out
there to help you.

As mentioned, the asset store can provide those for you if needed, but if you'd
rather create your own then there are free pieces of software such as Blender
that will allow you to create 3D models.

Unity is a tougher place to start than GameMaker but it opens up a world of
possibilities for those who would rather make a 3D game, and thanks to a
huge, helpful community it’s still pretty easy to learn. With a constant stream of
improvements the engine is only becoming more capable. Hugely successful
games have been made in it. Maybe it's time for yours to join that list.

ODDWORLD: NEW "N TASTY ~ CITIES: SKYLINES K @ ¢

"'- -

“UNITY’S PRETTY INTIMIDATING TO GET STARTED WITH, BUT THERE'S LOADS
OF HELPFUL TUTORIALS BOTH ON YOUTUBE AND UNITY’S OWN PAGE TO GET
YOU UP TO SPEED. AS WELL AS BEING GREAT FOR GETTING TO GRIPS WITH
HOW THE ENGINE WORKS, YOU’LL ALSO END UP WITH ATON OF CODETO
REFER BACK TO IN FUTURE” NATALIE CLAYTON, CREATOR OF TRANSIT

I'+'|

B
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- RN . o S The utterly gorgeous Ghost Of A Tale
" Dy fi o TR0 = g Ly b | 88 T was made in Unity, and whileitlooks |
‘f':' DIFFICULTY A, R /3R TR W AAA, this was all made by one person! |
MODERATE ; 2 ' 5
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BUT ACCESS TO CERTAIN
FEATURES STARTS AT
£25 AMONTH

GHOST OF A TALE
|
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The Unreal engine, a behemoth that has been used to make many of the
biggest games ever, has been around for decades, and it has a proud history of
fuelling waves of graphically impressive titles. Now Epic Games has made the
fourth iteration of Unreal free. The same engine used to make the likes of
Gears Of War 4 or Injustice 2 is now in the hands of independent developers.
It's not as prevalent as Unity among indies, but it's arguably far more robust.
Like Unity, Unreal will require you to start coding to get anywhere; there are
few pre-built game functions to help you start. There is, however, the

' Blueprints system, which offers a visual way to script and map out your game.
It still doesn't allow you to make something without coding, but it might help

: make it easier to keep track of everything in your project and see how it all

works together. It's certainly more helpful than digging through pages and

pages of code to see what’s what.

There also are a number of what are essentially templates that can provide
things such as the basic setup for a third-person game, giving you an
already-animated model so you can drop a basic player avatar into your game
to get you started. That's only relevant for certain kinds of games, but if your
project does align with it then Unreal will get you off to a good start, taking
care of a few basics - though you'll ultimately need to take it the rest of the way
+ on your own.

It also has many lavish graphical features available. It's relatively easy to
. make something that is immediately quite visually striking. Looks aren't
everything, but they're nice to have, eh? There’s a great pipeline for Vo N : N
implementing art, which makes things much simpler with great results. i Y . .” Unreal has long been a staple of
The whole engine is also open source, so is constantly being improved by = aon triple-Atitles, but now indie projects
the community in conjunction with Epic Games. With time more functionality __ =} cantakeadvantage of its capability.
is being added but it's also being made easier to use. There are plug-ins and y N
assets now available which might help you get started making that platformer
or action game you've got filed in your head.
This isn't the easiest engine to learn but it will allow you to give your games q - :
' . the look of a large-budget production on a millionth of the budget. If you've an FINAL F AN'E ASY
ambitious project and a lot of drive, then this could be the right engine for you. 7 REMAKE
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. HELLBLADE: SENUA'S SACRIFICE

DIFFICULTY
MODERATE

WHERE
BITLYGMUNREAL

COST

BUT YOU MAY HAVE TO PAY
A ROYALTY FEE

B T

Ninja Theory’s Hellblade uses the
Unreal engine to deliver blockbuster
graphics on a small budget.
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We’re going to show you how to make your
first quest! First, just start up RPG Maker
(We're using RPG Maker MV). Click File and select
New Project. When it’s finished loading you
should be looking at something similar to this
screen. As you can see, there’s already a player
character in place and some space for themto
move around in. Good start!

e
-

File Edit
MName:
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[ Conditions

v Switch

Variable
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Switch Selector
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Item

Actor
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Type: Fixed
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Bt star'tEd in RPG Maker with nur simple stEp -

<, = you'll have yourguin game inna time
B\
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For this quest, we’re going to create anitem
to collect - a crystal. Go to Tools>Database
(or hit F9). Here will be alist of the items in your
game. Increase the maximum by 1and you’ll see
a new item slot appear. Click on that and edit the
properties. Call it Crystal, give it a description if
you want, and make sure that Consumable is set
to No and Occasion is set to Never.

Copy Delete Clear
Event Page Event Page Event Page

- [ pe81 Crystal Start |

Lrystal Emd

Tick Switch in the Conditions box, and click on the Switch box next to it. Here you will create the
switches that will define the start and end of your quest. So click on the first switch on the list and call it

Crystal Start. Click on the second and call it Crystal End. Make sure you select Crystal Start for this switch,
then hit OK. Now this item will only appear once your quest has begun.
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Next, you want to go into Event mode. In Map
mode, you can edit the scenery, but in Event
mode you can create NPCs, items, battles and so
on. So double-click on an empty square near
your hero and it will bring up the event editor.
Call this event Crystal. Pick a nice crystalimage
forit,and make sure Autonomous Movement
Type is Fixed.

Next, create a New Event Page, which wiill
give you a second tab for this event. Make
sure this has no image. Now, go back to the first
tab and in the contents click on the first lineand
go to Show Text. Enter something like “You
found the crystal!” On the next line click and
select Change litems. Pick Crystal from the list,
and make sure it’s set to increase by 1. Finally,
add another line with Control Self Switch, and
makeit Aand On.

www.twitter.com/gamesmaster



To create an NPC, your quest giver,

double-click on an empty square around the
player character and create a new event. Pick a
friendly image for your NPC. Set Autonomous
Movement to Fixed. Now, you wantto createa
conditional branch. Set it to Switch, select Crystal
Start from the drop-down menu and have it set
to On. Also ensure the Else Branch box s ticked.

D001 - Bent Editor
Fils it
Harme: ok Mo C
| |Lrystal Collector|

Autonomous Movemont
Type: [xed

Spogd: T w2 Chowesr =

Frivy: 5 Mormal

Options Priority
| Wnlking Same % characters =
Fhepping
Hrectbon Fix Trigger
Throigh ACtson Button

For your NPC, Create a Control Variable in the

next line and select Crystal from the listand
then select Game Data>ltem>Crystal. Now the
game will check the number of crystals the
player possess when they talk to the NPC, to
determine whether they’ve finished the quest or
not. Later, we’'ll give the NPC some dialogue for
these different situations.

Delate Clgar

Event Page Cvert Page Cvent Pags Event Page

Under the Else line, add some text for when you speak to the NPC but the quest is yet to be completed

- try “You haven’t found it yet.” Underneath the next Else line is where you’ll determine the dialogue
for when you haven’t accepted the quest yet, something like “Could you find my magic crystal for me?”
Then add a Show Choices, with Yes and No, so the player can accept or refuse the quest.

File Edit Mode Draw Scale Tools Game Help

20F W

A B

W Tutorial

 Hwareel

1 With that, you should be done! Test your game using the test button in the top-right corner and run
through your quest. You now know everything you know to make a simple quest with branching
dialogue. With those basics covered you're ready to build to more complex adventures - good luck!

www.gamesradarcom/gamesmaster

DO IT YOURSELF!

Next, add another Conditional Branch, setto

Variable. Pick Crystal, set to =, pick Constant,
set to 1. Tick Else Branch again. In the next line,
create a Control Switch set to Crystal End. Pick
Crystal; make it decrease by a constant 1. The
next should be Gold, increase by 200. Now your
player’s rewarded with 200g for completing

", '._ o K -y " : i 1 =, x '..I o ]

1 0 Below When Yes, put a Control Switch for
Crystal Start is on with another line of )

Show Text: “Thank you!” Then, below When No,

have another Show Text: “Fine then, loser.” It's )

time to create a second event page and there,

make sure the NPCimage is added, tick Switch

beneath Conditions, and set it to Crystal End.

Now add some show text saying, “Thanks for

finding my crystal!” and maybe add “Here’s your

200g reward!” too.

I =

O OoO®

-
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7

{* Part of the reason the game has been
so long in development is Lazar’s
meticulous attention to pacing.

For the first two years of
development, Adrian Lazar worked
alone. Then he managed to attract
funding from an investor: enough
for him to quit his job in 2015 and
recruit two employees the following
year. The three employees of Planet
Alpha Game Studio are supported by
a small team of external contributors,
who are assisting with sound, music,
and gameplay programming.

The Best Of The Indie Scene!

Switch, PS4, X0, PC

Planet Alpha Game Studio

PLANET ALPHA

B i

2018

bit.ly/gmplanetalpha

A journey to another world - in more ways than one

he power to change
day to night - or vice
versa-isan
immediately
appealing one. Who
hasn’tfelt thesun
streaming through their window in the
middle of a glorious kip and wanted to
make it bedtime again? But in this
atmospheric platformer from a former
lo Interactive alumnus, it’s got a rather
more important use: creeping around

e

Sometimes you’ll pause for a moment just to take it all in. And sometimes because
walking forward would mean getting crushed by an 80-foot dinosaur.
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in the darkness on a hostile planet

+ might be the only way to prevent

yourself becoming an alien snack.

The idea for Planet Alpha has been
rattling around Adrian Lazar’s brain for

. close to five years now. It all started at the

e

—

end of 2013: during his Christmas holiday
from work, Lazar found himself “bored to
death”. So he started workingon a
project in his spare time. “l was working
on Hitman at lo Interactive and | needed
something that wasn’t about brutally
murdering people,” he laughs. On a whim,
he played Eric Chahi’s Another World and
that set the creative wheels in motion.
“ljust loved its atmosphere,” he says.

For Planet Alpha’s visual style, Lazar
took inspiration from somewhere very
different. “I moved to Copenhagen nine
years ago and | was so blown away by
the long twilights that we have here,” he
explains. “When the sun sets, it can last

like an hour or more - it’s just amazing.”
When he tried to replicate it in his game,
Lazar was struck by how the adjustment
in lighting changed everything. “Visually,
in trying to recreate that as an artist, | saw
it as an interesting challenge. And, of
course, technically it’s really difficult
because everything needs to look good
at any time of day.”

A cunning planet

From what we've seen, Lazar has little to
worry about on that front. Thisis a
heart-stoppingly handsome side-scroller
- inany one moment you'll withess
extraordinary sights, such as colossal

. spacecraft flying past extraterrestrial

whales, swimming gracefully through
purple skies. It's a world that feels
thrillingly alive; even without your
intervention, it flourishes, following a

» natural day-night cycle that you can

control. Deep within its dense jungles

“YOU'LL WITNESS EXTRAORDINARY
SIGHTS, LIKE SPACECRAFT FLYING
PAST EXTRATERRESTRIAL WHALES”

www.twitter.com/ gamesmaster



The game’s incredibly vibrant palette is a reaction against the “grey, desaturated, monochrome” games Lazar was playing during
his final months at lo Interactive. Greys and browns are in short supply here - and the game looks all the better for that.

The flying whales remind us of artist Roger Dean’s "70s prog rock album covers.
Though we’re still not letting editor Robin play his Yes albums in the office.

you'll find large mushrooms that stretch
upwards, seeking the sun’s rays. Alien
structures, too, respond to light and dark.

Many of these changes aren’t merely
cosmetic; they affect the way you
progress through the game. Lazar won't
be drawn on details - though it doesn’t
take a genius to imagine how you might
use those

it slowly, creeping around to avoid deadly
. creatures, or solving environmental
brainteasers. But then you'll find yourself

: sprinting at full tilt, sliding down slopes as
. shots from a background battle fragment
platforms in the foreground. Lazar is

: keen not to overplay these moments,
however: “We're not just throwing

something into
force it. Of course,

mushrooms - but he *ﬁﬁ! LIKE THIS? TRY THIS! LIKE THIs >
A

cc:nfirm.s that new E" / 2 '\ Z Wwehave f}ur

areas will only h m t h.s. = platforming
become accessible o z moments where
atcertaintimes,and ¥ | Outwardly, PlayDeadss Inside = things have to
that your approach g | Wouldseemtohavelittlein | 3 collapse and you're
to any situation or Z | commonwithPlanetAlpha | % (unningand yeah,
threat will be z|  beyondalsobeinga Z  thoseare fun. But
similarly affected. If & | Side-scroller. Yetitssimilarly | 3 ,,ce should act as
yvou need to sneak E atmospheric: see for yourself E a surprise: we want
around, then '%\ atbitlviam pd inside  / s tomake them fit
nightfall should SIHL AYLSIHL 3NN iSIHLANLESMY  the environment
provide useful cover and happen at the

from enemies. “We're trying to tie all of
our gameplay pillars - the puzzles, the
platforming, the stealth and the
exploration - to the day-night cycle
somehow,” Lazar says.

To maintain the organic feel, the
game’s pacing will be dictated by the
setting. For the most part, you'll be taking

www.gamesradar.com/gamesmaster

i right time just to keep things fresh.”

- Alpha’s papa

. As an artist, Lazar is obviously a fan of

: visual storytelling. So while Planet Alpha

. will have a narrative of sorts, don't expect
knotty lore spread across dozens of

. collectable documents or audio logs.

“Sometimes, there will be things that are
way bigger than you, and you cant do
anything but just watch and sometimes
you can actually influence things. But |
think it's more interesting and more
challenging to tell a story without forcing
the player to read it. We have a very basic
alien language with symbols
representing alien words, and people that
want to learn more could decipher those.

But the story will be pretty easy to
understand without having to do that.”

In other wordes, it's Planet Alpha's

world that speaks loudest. It certainly

O E R B N NN S O

captures the spirit of its biggest
inspiration, evoking Another World's
blend of wonder and danger. “| wanted to
imagine what it would be like to be there
in real life,” he says. “You'd be worried
about what's going to eat you or maybe

: falling to your death, but you'd also have

| this feeling where you don't know what's

dangerous and what’s not. Like if you see
an interesting creature you can't decide if
you should run or approach it. It’s like a
nature documentary somehow - | keep
picturing David Attenborough looking at

1 stuff. | think he would love this place.” Hey,
if it gets Attenborough’s endorsement,
. that’s good enough for us.

Second
Pitch

Loving the alien with
Adrian Lazar

Planet Alpha is

an adventure

that takes place
In a living, alien world
where you have the ability
to control day and night. It
combines fast platforming,
challenging puzzles, and
stealth moments with a
unique art style to create
an unforgettable
experience. We're trying to
mix different genres and
gameplay mechanics into
something unique. People
that play the game are
saying that it’s like nothing
they’ve played before -
especially when it comes to
other platformers. The
game doesn’t just stand out
just stylistically, and it’s not
just about the day/night
system which is our
poster-child mechanic. It
goes deeper than that into
the atmosphere and the
way we tell a story, and the
feeling you get from
switching between different
mechanics - you’ll go from
puzzles to stealth to action
to platforming, and we're
hoping to connect
everything in an organic
manner that doesn’t feel
forced. This contrast and
this change of pacing is
what helps the game stay
fresh - we're seeing people
who come to play the game
for one hour staying
for three or four.
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PC Jump Over The Age Feb 2020 bit.ly/gm_otherwaters B lIt

N OTHER Perfectly
WATERS Formed

Soaking in the aquatic ambience

ame ideas can come at the l
unlikeliest of times. For
Gareth Damian Martin, !

inspiration struck during a
long holiday, while he was I

Heart Machine’s blistering debut

5 is punctuated by intense,
swimming in tHEREgEan i precise bursts of combat, but for
Sea. It was the summer before his 30th E the most part the eponymous
birthday, and as the clear Grecian waters drifter is left alone as he probes
washed over him, Martin vowed to make a the mysteries of a diseased
game as a present to himself. i, ' _ _ world. This is comfortably one
.| Selecting atarget before rotating the central dial of the t distinctive irdie
) ) | lets you determine Ellery’s heading. Some
But In Other Waters is not that game. "l worked :. destinations are off-limits without suit upgrades. gﬂmESOf recent years.
on a game called Salt that | built in Twine, which j
was about swimming and thinking,” Martin tells . Metroid Prime is a big influence. "l think a lot
us. “You have to keep pressing the spacebar to of games set in alien worlds want to be about Five years in the making, this
keep swimming to keep the narrative going - if . exploration but in the end they're really about retro-styled adventure from
you stop pressing it and let the stamina bar : combat or resource management,” Martin says. lone developer Thomas Happ
decrease, then you surface.” . “l just didn’t want to make that compromise. may be indebted to Metroid, but
While making Salt, Martin started to think | 1 wanted to make a game that was actually it has ideas that are all its own.
about combining a text-based game with the ' about studying alien life in a real sense, rather An arsenal of weapons helps
kind of mechanical interactions you'd find in a " than being about studying it a little bit and then ou dealwiththe W” s threats,
more conventional videogame. “| becamereally | shooting it and using its body parts to fuel some WM V16 Desst Tenue Wite
interested in this relationship between those ' kind of engine.” Though that's not to say that ﬂppllﬂﬂtl'ﬂns', factnn_ng L0 YO
two things and started to think about how it ' the ocean won't be hostile. You'll need to CXPENMIN N CrEaLVE Vi)
could expand into a bigger game.” He hit upon upgrade the suit to pass through toxic regions,
the notion of an artificial intelligence driving the and not all the aquatic life will welcome you.
mechanisms of a diving suit. " The minimalism and tactile shapes in the ¢ #3(\ ( Terrariain space, basically, and
This way he could feature more involving | elegant interface - which in itself feels slightly w FOV'Q e that's nobad thing. In truth, this
interactions, such as monitoring the suit’s . alien - have led someto suggest it would be 3’! S ﬂ) sandbox exploration and
i : : : : , b T Pul (@ ® settlement-building adventure
oxygen and running its internal processes, while | perfect for smartphones. While Martin says he’s O PR 4 C has :
maintaining the text element as a narration of | keento bring In Other Waters to mobile, it feels e T A GIECREr Sefse Of PUIPOSS
: ; 1 : . - O C than its earthly counterpart,
sorts from an active character. So while In Other . particularly at home on PC with the extra screen 2 A, ﬂ ith rssions ahvinaits
Waters is about xenobiologist Ellery Vas, who's | space that affords. “The idea of solitude and the " o B > o ik
: : 0 : = _ ; : o, B stronger forward momentum
looking for her partner, Minae Nomura, within i unknowability of the ocean is something that’s e S for those who prefer amore
an alien ocean, the player takes the role of the really important to the game,” he says. As things structured experience
suit’s Al, which must scan the local area for signs stand, you're just a tiny dot in a huge ocean. We
of life, grab biological samples, and more. can't wait to feel the impact of the full game.

Still in Early Access after 18

R months, System Era’s
Martin is producing an illustrated book | ) open-ended adventure has
too, containing pictures and biological LR - expanded, offering more
details of the fictional creatures. .y ~ comprehensive base-building

on top of its terrain-deforming
core. Astroneer’s brand of
freeform funisideal if you're
simply looking for a planet on
which to potter about.

This prose-powered adventure
invites your lonely astronaut to

explore lost civilisations and
essentially write their obituaries.
Sometimes you’ll be asked to fill
in the blanks, while other places
give you a launchpad from which
e W totake off on writerly flights of
N il s fancy. Intriguingly different.
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pening your

debut trailer with

a clip of abullish
Nigel Farageisa

pretty ballsy
move. But then

Not Tonight was always goingtobe a

political powder keg, with its
hypothetical scenario where Brexit
talks have collapsed and a far-right
party has taken over. “lt wasn’t
meant to poke a wasp’s nest,”
creative director Tim Constant
insists. “It’s just meanttobean
interesting alternate future of
Britain, but simply mentioning the
word ‘Brexit’ is so divisive.”

Not Tonight didn't actually have any
connection to Brexit when
development started. Inspired by
Papers, Please and memories of
struggling to get into clubs in his late
teens, Constant came up with a
concept for a game where you would
play a bouncer. He built a prototype
system, and then the EU membership
referendum happened. “All of a
sudden there was this comparison
between you being a doorkeeper

IELE '
o 2118

'DUB

m—F ) | | f—

Panic Barn

NOT TONIGHT

Bouncers plus Brexit equals comedy?

going to stop letting people into the
country. It all began to fall into place.”

against this oppressive rule.

' juggle, with guest lists and VIP

dress codes to consider - all while a

. ticking clock adds extra pressure. But
. there’s a life outside work, too:

earn (or spurn, by turning a blind eye)

for a while, and you might be able to
: afford a silly outfit that’ll keep punters

5 queue for longer - a moment of dark

' of risks more games should.

@
o
PUB;

Uac.k!

FTYLE

o Everyons Kkes a
m comedian! T
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2018 bit.ly/gm_nottonight

Format PC Developer Small Island Games ETA 2018 Web bit.ly/gam_haiku

#4 HAIKU
ADVENTURE

A game of monkeys, magic, and
meticulous metre

and then the possibility that we were

Your protagonist's European
heritage is enough for the new
regime to consider you a second-
class citizen - as such, you're exiled to

aiku aren’t + striking art style, inspired by traditional
supposed to be + Japanese woodblock prints, and the

regional Britain and forced to work as written, Small haiku naturally followed.
" adoorman. More anti-European Island’s Ceri Your wandering poet uses the lines
' legislation is introduced and you Williams tells us. he collects to assemble haiku that
must choose between keeping your Rather, he says, essentially act as transformative spells
head down and doing the they’re supposed to be found. As such, of sorts. Initially, the effect will be subtle,
. government’s bidding or rebelling a point-and-click adventure where but as you grow as a poet you'll be able

+ to change your environment quite
radically. The magic of metaphor
might, for example, allow you to
describe a sunset as if the sky is on fire,
producing a huge wall of flame that
burns a path through a forest. Or the
. way you describe a river could shifta
scene’s orientation entirely, so that it
becomes a waterfall.

“It's something we hope is a little bit
new,” Williams says. Haiku as magic?
What a delightful concept. ®

lines of five or seven syllables (in
keeping with the traditional 5-7-5 haiku
structure) are the items you must
locate to solve puzzies makes a
wonderful kind of sense.

You'll have multiple queues to

-

queues to manage, contraband and

-

“Initially the very first spark of an idea
for the game came from seeing
pictures of Japanese snow monkeys
sitting in hot thermal baths in the
winter,” Williams explains. From that
unusual imagery came the game’s

“THE IDEA CAME FROM IMAGES
OF JAPANESE SNOW MONKEYS™

members of the resistance will show
up at your house, and the money you

-

is a crucial factor. Stick to the script

-

intrigued, and thus more willing to

humour in a satire that takes the kind

1D Pleaze

Your home may be a pigsty but you'll want to spend any spare cash on outfits,
since they come with different perks to make your job easier.

N\

www.gamesradar.com/gamesmaster

Environments will be populated by other characters and animals in the finished
game, with delicate animations bringing these gorgeous paintings to life
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How WE scoRE Thesmall print: We rate games in comparison to

0-39 Awful Avoid it as you would a bullet with your name on. what else is available on the same system, in the

! . Notawarded
40-59 Poor Major issues here that won't be solved with a hug. same genre, and for the same format at the time of

1 ﬁ'.'ﬂr

711} based simply
,A |') on score, but

' rather given to

games that possess a

special blend of qualities.

For instant classics that

you won't regret owning.

' il - NN, K. TEN i

60-69 Decent A mixed bag filled with sweets and sharp stones. release. So this year’s FIFA might score less than a
70-79 Good Some flaws, but still a very enjoyable experience. FIFA from three years ago, but still be a better

80-89 Excellent Buy it, love it, thank us when you're done. . game. Because time, and our expectations, move
90-100 Outstanding A rare and essential piece of brilliance. . on. Hey, you're smart, you get it...

e

——
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Format PS4 Publisher Sony
Developer Sony Out Out now Players1

PS4's latest must-buy reboots a killer as a fab dad

ony Santa Monica Studio has done what
many thought impossible: it’s made

Amazingly, he’s a caring father who's capable of showcasing
nuanced emotion. In transforming Kratos from dirtbag deity
Kratos likeable. Back in his PS2 and PS3 to doting dad, the studio has pulled off a Herculean feat. Not
days, the surly Spartan was perhaps the that the big H turns up in this captivating, killer reboot, you
most unpleasant, hate-filled characterto : understand... mainly because our brassed-off pal punched

ever appear on PlayStation. Butnow? | his face to bits in God Of War Ill. Naughty Kratos.
After exhausting (and garrotting) Ancient | on R1and R2 rather than the face colossal, decaying window dressing. Row
Greece, Santa Monica Studio haswisely | buttons; the action now revolves around . around the soothing waters of the Lake
turned to Norse mythology to a central, sprawling Midgard hub area; . Of Nine in a rickety boat (which proves

re-energise the iconic series. God Of War while seamless cutscene transitions surprisingly satisfying to steer). As a
brings its violent brand of muscular . mean you won't encounter a single . graphical showcase for Sony’s hardware,
combat and epic setpiece spectacle to loading screen throughout this God Of War belongs in the same bracket
the Nine Realms: a Norse kingdom made | ultra-aggressive adventure. as Horizon: Zero Dawn. It's a

up of the likes of Asgard, Midgard, Visually, the switch to Nordic myth . spectacular-looking game.

Niflheim, and Jotunheim. Oh,and itsone | makes for a spectacular setting filled with
that's held together by the branches of a astonishing sights. Over the course of 30 AShES tO EISheS

magic tree, called Yggdrasil. Naturally. hours - this God Of War is much longer This is also a far more mature experience

The switch in mythology isnt eventhe | thanits predecessors - you'll witness . than past GOW titles. In the years since it
biggest change. There's no question this some of the most impressive, scarcely put out 2012's God Of War: Ascension, it’s
is the freshest entry in the series since believable scenery on P5S4. Stare up in clear Santa Monica Studio has grown
Kratos’ Ares-annihilating debut in2005. | awe as atitanic turtle towers over a . dramatically as a storyteller. While the
The set camera angles of past games blisteringly colourful, blood-red meadow. ! base plot is simple - Kratos and Atreus
have been replaced by an intimate Fight Draugr warriors in the frosty . set out to spread their wife/mother’s
behind-the-shoulder viewpoint; the . plains of the Mason’s Channel, with the ashes from the highest peak in
Spartan’s light and heavy attacks now live | corpse of the giant Thanmur providing . Jotunheim - the pair’s fractious,
ultimately loving bond fuels a number of
quietly moving scenes.

The script is far stronger than its
predecessors, balancing subtle character
building with moments of levity... usually
offered up by a severed head sidekick. A
. special mention for Kratos' new

——

——

. e ST

“AFTER EXHAUSTING ANCIENT GREECE

KRATOS TURNS TO NORSE MYTHOLOGY
TO RE-ENERGISE THE SERIES™

www.gamesradar.com/gamesmaster JUNE 2018 M M

Did Dave cry during Kratos’ best fatherly moments? He'll never tell.




That sure is one sizeable turtle.
The witch who lives inside quickly
becomes a useful ally.

voice-over artist, Christopher Judge. He's
brilliant. The Stargate SG-1 actor maintains
a stern facade for much of the game, but
he also brings a pained sorrowfulness
and tender paternal pathos to the story’s
most decisive moments. Unlike TC
Carson's supremely shouty, brazenly
obnoxious take on the character, Judge
succeeds in making Kratos a conflicted,
truly three-dimensional lead.

The world the baldy brute inhabits is
also more fully formed. Structurally, God
Of War is surprisingly similar to Rise Of
The Tomb Raider. The central realm of
Midgard is a streamlined sandbox that
links more linear areas together. The
lion's share of combat normally takes
place in these more confined areas, but
between main story quests, which you
can tackle at your leisure, you're perfectly
free to spend a lot of downtime messing
about in the Lake Of Nine.

There are many diverting side
activities to get wrapped up in. Spirits of

fallen soldiers litter the land, and you can
. choose to help them for coin and XP that
can be spent on buying better armour

. and more advanced moves for the new
Leviathan Axe - more on that later. Some
. will ask Kratos and Atreus to retrieve
artefacts (a skull and decomposing
hands count as ‘artefacts’, right?), while

: others request Spartan and son destroy
Norse symboils, like a statue of Thor.
There are also shackled, screen-filling
dragons to set free, glowing green ravens
: to shoot down, granite-hard Valkyries to
defeat, and various collectibles to stock

: up on. This is a generous package stuffed
with rewarding, worthwhile distractions.

While leisurely ticking off side-quests

is a@ hoot, God Of War still revels in savage
: skirmishes. The revamped combat
system feels radically different to what's

: come before. Mechanically, it has as
much in common with Dark Souls as it

. does its PS3 predecessors. The refreshed
. camera angle makes fights feel more

“THE SPARTAN’S ADVENTURE

MIXES SEISMIC BOSS BATTLES
WITH QUIET INTROSPECTION™
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immediate and claustrophobic, and

+ when you couple this with the new
optional lock-on, the comparisons with
From Software’s legendary series

: become readily apparent.

' Face the axe

Also, the Leviathan Axe is all sorts of

. excellent. Unlike the Blades Of Chaos,

. Kratos” homicidally hacking instrument

. of destruction is deadly at range as well
as at close quarters. Hold down L2 and

. you can hurl the axe at enemies like it's a
. super murdery boomerang - a quick jab
. of Triangle will swiftly bring it back to the
. Ghost Of Sparta’s waiting hand. Cutely, its
ice powers are also employed in some

: canny puzzles, which usually revolve

. around freezing switches to lock bridges
. and other contraptions in place. It’s a
terrific weapon and ensures God Of

. War’s razor-sharp combat remains as
engaging as ever.

That Kratos barbaric battles are still so

. compelling shouldn’t come as a surprise.
' What is a borderline shocker is how

. much the fallen gods latest feels like a

+ Naughty Dog game. Considering the

. Close proximity between Santa Monica
Studio and PlayStation’s premier

. developer, perhaps that's not a

Meet Kratos’ pride and joy

treus eventually proves to
be an invaluable ally
during combat. Once you

upgrade his bow, Kratos Jr will
happily arrow and distract
enemies with deadly precision.

Certain witch-like baddies are
only vulnerable after Atreus has
tenderised them with a few
well-aimed skewers, so it’s always
valuable to keep the pint-sized
monster basher around. A word of
warning, though: there’s a good
two-hour period late in the game
where he gets super-annoying.
Prepare to grin and bear it, God Of
War fans. After all, not every
character can be Chris
Judge-likeable.

www.twittercom/gamesmaster




Brilliantly scripted and with the same epic setpieces
you'd expect, this is the best GOW in a decade.
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Kratos may be a Dad Of The Year contender, but he'’s

still an absolute savage during combat.

monocle-dropping surprise. Whether it's
the procedural Uncharted 4-style
conversations that pepper boat rides, or
the close-up camera and combination of
Joel-esque walk and buddy platforming
manoeuvres from The Last Of Us, God Of
War has learned some valuable lessons
from Sony’s misbehaving pup.
Impeccable pacing is another quality
Kratos has inherited from Team Nate.
God Of War has always excelled when it
comes to seismic spectacle, but the
Spartan’s Norse adventure confidently
complements seismic boss battles with
moments of quiet introspection. Whether
fighting a Smaug-dwarfing wyvern or
watching as Kratos relives haunting
(extra-sociopathic) Ancient Greek
memories, the hair-challenged hero's PS4
debut is immaculately paced.
Unfortunately, the move from
Zeus-bashing to assaulting Odin’s cronies
isn’t entirely successful. In short, and
partly because of the movie magic of
special effects genius Ray Harryhausen,
Norse mythology simply isn’t as iconic as
the Greek equivalent. Stoving in troll
heads doesn'’t feel as significant as
ripping the lone peeper out of a
monstrous cyclops’ socket, and in
general, the rather generic ghouls PS4

www.gamesradar.com/gamesmaster

always worthwhile.

God Of War pits you against are nowhere
near as recognisable as the conga line of
gorgons and minotaurs Kratos used to
regularly disembowel. Admittedly, the
main villain is interestingly portrayed, but
once you've murdered the king of the
Greek godes, killing a mere underling of
Odin just can’t compare.

The concept of the Nine Realms isn't
fully realised, either. Only five regions are
actually accessible, and of them, only
Midgard feels fully fleshed out. Perhaps
the other regions may appear as DLC
down the line, and the core game is
generous enough that Santa Monica
Studio could justify that decision. Still, it
feels like a bit of a tease to have these
four inaccessible worlds dangled
tantalisingly in front of you.

Daddy issues

Narratively, the game isn’t entirely
successful, either. At points, Atreus
becomes an unbearable pill, though in
his defence, a quick press of Square
usually ensures he’s a steadfastly reliable
arrowing tag-team partner. Tonally, God
Of War isn't wholly comfortable in its skin.
A pair of bickering dwarves act as
comedic foils, but their lines only hit
marginally more than they fall flat. Still,

GEARUP FOR AFIGHT
Examining Kratos’ shiny new armour and
artefacts systems
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nlike in past entries, Kratos is more or less fully
customisable. The biggest change comes with an
extensive new armour system. Once the Spartan earns
an adequate amount of currency, he can go to one of
two dwarf brothers, Brok and Sindri, and either upgrade his
clobber or buy superior duds.

What gear you choose can have a significant impact on combat,
with certain chest plates improving your defences, and other
gauntlets amping up your attack. Either way, it's a system that adds
a welcome tactical layer to GOW's primal encounters. Whatever
bonuses you end up prioritising, experimenting with layouts is

This armour system also ties into the gear-enhancing artefacts
that can now be plundered from chests around the world. Various
degrees of increasingly rare trinkets are often locked away in
chests that are usually opened with a spot of light puzzle-solving.
Purple artefacts are the least common and most powerful, and
some will reduce the cooldown on Kratos' formidable special
attacks, while others dish out health for every enemy you kill. With
such an eclectic array of enemies to brutalise, mixing and
matching artefacts and armour is essential.

Being able to further personalise Kratos also draws you even
closer to the god, strengthening your bond with a character who
has never been more relatable.

compared to Kratos’ past titles, rebooted
GOW is a wholesale home run.

When you add up the Spartan’s
successes, the god-ruining antihero’s
PS4 debut should be considered a
knockout victory. This is a superbly
paced, deftly written, visually spectacular
showcase for PS4 that shows Sony still
rules the roost when it comes to console
exclusives. It doesn’'t matter whether
you're playing the game at a rock-solid
1080p/30fps on the base PS4, or in the
eye-arousingly pretty 4K mode on P54
Pro: adverts for Sony’s world-conquering
consoles don't come any stronger. God
Of War should absolutely be considered
in the same breath as Uncharted 4.

Kratos' six years away from the
limelight has been more than worth the
wait. God Of War has taken cues from
recent PlayStation greats, and the lessons
it's learned have been to the series’
benefit. Not only has this long-standing
franchise reinvented its structure and
combat, it has, at long last, made its
protagonist a relatable character. If you
own a PS4, there’s really no reason not to
own God Of War. While the combat may
not be quite as addictive as GOW llI, this
is arguably the most successful series
reinvention since Resident Evil 4. W

GOD OF WAR

LOVES...

It could be PS4’s best-looking
game. Holy hellit’'s handsome.

Kratos is finally a sympathetic,
relatable character.

Combat is still brilliant and the
pacing is exemplary.

Atreus (admittedly for plot
reasons) can get annoying.

The weakest full-fat GOW is no match
for this revitalised redux. PS4 God Of
War is far more interesting than this
half-baked prequel.

God Of Warll

Kratos' first sequel is still the series’
best game. Beautifully paced and
featuring the finest boss fights around,
it remains the one to beat.

D NELD TO KNOW

Though neither Thor
or Odin appear in the
game - sorry, Chris
" Hemsworth fans

- other Norse
legends do feature.
Admittedly, they're
not quite asiconic as

* Greek gods Zeus
or Poseidon.

JUDGEMENT
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%

An excellent, essential
update of a PlayStation
icon. Kratos has never
been more relevant
. ™ orrelatable.
Ml Dave Meikleham
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You can have a hat in any shape and
colour you like, as long as it’s gold and
spiky. Kingship is hard.

Nothing lifts the spirits like seeing an
enemy king fleeing in terror. Except
maybe seeing him in pieces.
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Format PC Publisher Sega Developer Creative Assembly ETA Out now Players 1-4

TOTAL WAR SAGA:
THRONES OF BRITANNIA

Smart new direction for an old series gets Offa on the right foot

eing aking is simple,

right? Shiny, pointy

hat to wear, special

important chair to

sit on, steady supply

of feckless peasants
to torment. Simple and fun. But
nobody ever mentions the betrayal, or
the demands, or the crushing and
constant requests for equitable wealth
distribution. Uneasy lies the head that
wears a crown.

It seems Creative Assembly has
employed a specialised coronet-
bolstering department to make that
crown even heavier. And it’s a good thing.
Thrones Of Britannia does something no
Total War has done before, which is make
you feel like an actual king, miserable
man-management and all. Instead of
being an omnipotent and
unqguestionable monarch, you muddle
through a febrile peace in one the most
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tumultuous periods in British history -
878 AD. The Vikings have been stopped

but not defeated; Britain is still occupied;

and various hungry powers tear at the

. flesh of a kingdom too small to share. And,
. as the leader of one of the game’s ten

. playable factions, it'’s your job to carve

. yourself a healthy slice. Every success is

. shared. Every failure is your fault.

That all sounds very Total War, and it

looks familiar, too. At first glance, nothing

much seems to have changed. We're

back in the British Isles, where we've

' been in so many previous games in the

. series: Medieval, Attila, Kingdoms, Rome.
. But it only takes five minutes with the

. new campaign map to appreciate the

. differences. This is the richest Total War

. map to date, densely packed with walled
. cities and satellite villages, featuring

focused, engaging points of conflict.

Places you never dreamed would make it
. into a videogame are here, and there’s a
: specific thrill in seeing your own naff

town demastered for a bygone age.
Forget Stamford, hello Steanford!

~ Axe nicely

. The density is intimidating at first. There’s
. almost too much information to parse,

. and spending money upgrading

. vulnerable villages seems frivolous.

. Whereas your main cities are garrisoned

and can repel an invading army, the

. smaller settlements are completely

helpless. Unless your army is nearby,

. they can be sacked or occupied without

. afight. But this is one of the game’s many
. Clever tweaks, and it forces you to play

. differently. Instead of a network of

. neatly-defended towns, you're
encouraged to range across your

borders with an agile, reactive force.

. Fight on too many fronts and it's

' impossible to defend your lands. This

. forces you to consider every conflict,

. expand carefully, and be constantly wary
. of your neighbours.

www.twitter.com/ gamesmaster




What happened to that general who kept asking for more land to secure his loyalty? Not sure. He definitely wasn't tortured, divorced, and forced into a certain-death battle, if that's what you're implying.

It also leads to another first for a Total
War game: being locked in constant
conflictis a terrible idea. There's a war
fervour meter, which will decrease as you
spend time locked in fruitless campaigns.
Your subjects will start to crave peace,
and become dissatisfied. Unlike previous
games in the series, it's not merely a case
of balancing your wealth against the size
of your army. Being at war is stressful.
Food supplies will diminish if managed
badly. Far-ranging campaigns require
supplies, which can only be restocked in
your own regions. These thoughtful,
almost punitive touches force you to
consider everything before committing
to a campaign. It also resembles the
more nuanced mods available for classic
Total War games; hardly a surprise, since
game director Jack Lusted started off as
a modder himself. ‘Occasional War Saga’
might have been a more accurate name.

Another layer of realism comes from
the way units are recruited and
upgraded. Military buildings are
completely gone. Instead, you upgrade
your troops via tech trees. It's a sharp
departure from the way things have
previously worked in Total War, but an
intriguing one. Your settlements become
hubs of commerce or religion, rather
than spawning pools for fighty men. And
when you do recruit troops, that works
differently, too. You can't just conjure a
giant army because you've got the coin
to pay for all those soldiers. Instead,
recruited units start in a depleted state
and gradually grow to full strength. It's a
sensible, evocative tweak, which makes
you feel like you're slowly mustering a
force rather thanfilling in slots on an
army card. It's also more enjoyable to

play, with less chance of a previously
defeated army rocking up on your
borders with a slavering 20-stack horde
they magicked from nowhere.

Branching out

Tech trees, too, have changed. You now
earn the right to research new
technology by upgrading the right
buildings or recruiting the correct
number of units. It sounds like a
backwards way of doing things, but it
works - and it also crystallises the
differences between factions. You won't
find the same disparity between forces as
in Total War: Warhammer, but they are all
different. Some factions have to expand
into new territories before they can
unlock tech trees. Irish factions, for
example, don't have access to the same
trading buildings as English ones
(ignoring for the moment the fact that
neither Ireland nor England technically
existed during this period). Elsewhere,
sea-based Viking factions can earn extra

www.gamesradar.com/gamesmaster

KEEP NOBLES IN
THEIR PLACE

If money doesn’t work, try
using torture

lot, and they get fractious if
they feel they’'re being

ways of ensuring they don't try
anything too rebellious.

You can pay to secure loyalty, but
remember nobles who can be
bought command less respect.

Turture is the quickest way to win
an argument. Just don’t expect
your victims to stay loyal forever.

By any means necessary

rushing your opposition isn’t |
‘ the only route to success. i

A wise general explores all |
their options before committing. If
you don'’t feel like subduing your |
enemies by force, there are other
ways to win. Weaker factions can be
made vassals - saving you the
trouble of crushing them - and i
increasing your fame via building
and researchis also an option. :

our generals and governors
can be an unruly, ungrateful

treated unfairly. The following entries,
in order of desperation, are some easy

A TOTAL WAR SAGA: THRONES OF BRITANNIA

wrong wife will do the opposite.

as you expand - you can always
steal them back later.

Still disloyal? Try assassination, or
an enforced death in battle. They
look heroic; you solve a problem.

money by trading slaves, and don’t suffer
the same attrition penalties as other
factions while at sea. It makes for arich
and varied game that never feels limited
by the realistic setting.

It's not all new, however. Battles still
feel very similar. Sieges have been
upscaled after the reductive city
engagements in Total War: Warhammer,
and capturing a garrisoned settlement
feels like more of an achievement. But if
you didn't love the combat in previous
Total War games, this won't convert youl.
And Thrones lacks the wild variety of
units seen in the Warhammer spin off.
But truthfully, it barely matters. The
significant changes here happen on the
campaign map, and they're almost all
welcome. The main conquest is no
longer just set dressing, but a real,
reactive, exhilarating story that lives up
to the ‘saga’ element in the title. It's not

. always easy, and the constant

appeasement of needy nobles might

. frustrate those who just want a clean

path between battles, but if you've ever
craved a Total War game that does
intrigue as well as it does excitement, this
IS a welcome new direction for Sega’s
venerable strategy series. Wearing the
crown might be uneasy, but it's worth
every sleepless night. B

F’nclmg the rlght WIfE fur anoblecan
help calm them down. Of course, the

Nobles love land. Share your estates

LOVES...

War feels like a grand undertaking
- and winning feels even better.

Micromanaging estates makes
you feel like an actual monarch.

HATES...

Battles are still largely the same
as they’ve ever been.

The units feel ordinary after
Total War: Warhammer.

Total War: Rome 2

Thrones somehow manages to have
more depth and intrigue than the
faction-rich Rome 2, while still being
far easier to manage.

Total War: Warhammer

It's a close run-thing, and the two are
very different games. But our hearts
still belong to the Old World. We love
battling with orcs.

1 NEED TO KNOW

A Thisis the flrst ina
planned series of

' Total War spin-offs
with the ‘Saga’ name.
Theideais they focus
in on pivotal
moments in history,
spanning shorter

| periods across
smaller areas.

JUDGEMENT
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%

An exhilarating
departure, full of
character, which still
feels like a classic
Total War game.
Matt Elliott
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What happens in the office once every 60 seconds? Sam mentions Lightning Returns again!
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As basic as the visuals are, they’re
extremely evocative - you’ll grow
to love this world.
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Format PC Publisher Devolver Digital Developer JW, Kitty, Jukio, and Dom ETA Out now Players1

MINIT

Against the clock

ife really is short,
isn’tit? Well, if you
think you've gotit
bad,imagine you
only had 60
secondstodo
everything. That’s the situation of our
duck-faced protagonist in Minit, who's
caught in arecurring 60-second loop:
after that time almost everything
resets and they’re sent back to their
home to start all over again.

The challenge of the game is to see how
much you can accomplish when you
have only a single minute to go
anywhere, fight anything, or solve any
puzzle. While it might sound potentially
frustrating it's not as punishing as it
initially appears, with shortcuts around
the world eventually presenting
themselves and items carrying over
between lives. What this limitation does,
as the best do, is force you to get creative.
It compels you to learn the world, how to
navigate it more quickly, how to save
precious seconds by cutting across a

corner or avoiding a group of enemies.
Which works because there are many,
mostly intuitive, ways to do so. It's an
environment made to be broken by the
player’s input - or at least bent.

It's not all problem solving, though.

There’s plenty in Minit that’s playful, there :

to be discovered and enjoyed for its own
sake. The watering can you'll unlock isn't
just for getting past obstacles, but also
makes a great prankster’s tool. Having all
these little jokes and secrets is what
makes Minit's world feel alive and real,
not just like a series of puzzles. The
characters who populate it bring life to it
too. Short though their dialogue is, each
made us smile in their own way, and they
just make Minit a lovely place to be.
Despite the spectre of death hanging
over the game at all times, it’s ultimately
a chilled-out space to inhabit.

- Time flies

The minimalist black and white visuals
help things along nicely. They’re cute for
sure, adorable little sprites full of

. personality (matched by a truly

“WHAT THIS LIMITATION DOES, AS
THE BEST DO, IS FORCE YOU TO GET

CREATIVE

76 GM JUNE 2018

TO LEARN THAT WORLD™

wonderful soundtrack that makes the
most of the 60-second loop) but more
importantly the stark simplicity makes it
easier to read, to figure out what you can
and can’t do, what shortcuts can be
taken, and what secrets are out there.
Simplicity is Minit’s major strength.

. There'sno complex combat system, or

levelling up, or sorting through loot.
There are a few unlockable items and
abilities, but really it’s all about that
central concept, and every puzzle and
obstacle relates directly toit. Thisis a
game about one idea, donetoits
absolute best and played out over a

. couple of hours. Minit, like the loop of its

premise, is a short, focused experience
that makes every single moment
memorable and clever. There are echoes
of the original Zelda games in Minit, but
they're the distillation of all the best
moments, with all the padding that
comes with combat and boss fights cut
out. Though it plays nothing alike it
reminds us most of Superbrothers:
Sword & Sworcery, a game that wants
you to get caught up in moments and
ideas, to be in awe of all these magical
little sequences rather than invested in
complex mechanics.

The haunted house. The secret
temple. The hidden oasis. Minit may be
short but every part of it is going to stay

+with us for a very along time.

LOVES...

Its core ideais brilliant, and
never outstays its welcome.

The visuals are lovely - nostalgic
yet refreshing.

Learning its world and how to
bend therulesisajoy.

It’s full of memorable and
genuinely funny characters.

] B
i - h-

Both striking games, with memorable
visuals and cute, animal-like leads, but
Rain World fails to deliver as perfectly

on its premise as Minit.

Superbrothers: Sword
& Sworcery

While fantastic, Minit didn’t quite get
under our skin the way this Capy
Games classic did.

® NEEL VORNGW.

. Minit was made in 2D
' game creation
system GameMaker
- check out our easy
guide to making your
own videogames
over on p60 to find
out how you could
= create anindie title
like this!

JUDGEMENT
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%

A simple idea that
wastes no time.
Clever, imaginative
and full of personality.
A mini-masterpiece.
Sam Greer
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Will Laurence succumb to referencing the Monster Mash in this review? No, but if he did itd be a graveya--no/
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Monstrous abominations have never been so adorable
and characterful. Do we have to pick just one?

\t was cleay: it had to be ove of them... but who?

Format PC Publisher Those Awesome Guys Developer Beautiful Glitch ETA Our now Players 1-4

MONSTER PROM

Love in the time of monsters

f American movies
are to be believed,
the school promis
avital landmarkin
everyone’s life. (Not
everyone has them,
and some of us had videogames to
play. Can’t go to a loud room full of
drunk students when it’s Raid night -
come on, think about this.)

A hit on Kickstarter back in late 2016,
Monster Prom promised a unique take
on the dating sim, the visual novel, and
the concept of beauty itself! Well, the first
two. Everyone’s pretty conventionally
cute here. At any rate, it’s finally here -
does it give us what was promised?

Ghoul friend

Monster Prom is an intriguing mix of
traditional visual novel mechanics and
party-game zaniness. One to four players
take control of young monstrous
highschoolers, and in the three weeks
before prom go about courting one of six
potential prom dates: Liam the hipster

vampire, Damien the psychotic demon,
Scott the jock werewolf, Miranda the
posh fishgirl, Vera the mean-girl gorgon,
and Dolly the party-mad ghost. Each
player has a certain number of turns
(which varies depending on the number
of players and chosen game length) to
take part in school activities, improve
their stats, and endear themself to the
monster of their dreams. At the end, you
must choose a monster to ask to the
prom - whether they say yes or not
depends on your performance.

The major selling point of Monster
Prom is the absolutely fantastic art. It’s
cute, it's expressive, and it'’s charming.
Characters have a range of expressions
and outfits, and there are tons of unigue
scenes to be found. Despite sometimes
being pretty horrible individuals, it's hard
not to love all of the main cast due to the
high-quality artwork. The style might not
appeal to those looking for grit and
realism... but then those people shouldn’t
be buying a game called Monster Prom.

The writing is bubbly and, more often

. than not, genuinely funny. It's pretty

“MONSTER PROM IS A FUN
DIVERSION, BUT IT HAS SOMETHING

OF AN IDENTITY PROBLEM™

www.gamesradar.com/gamesmaster

risque, with drugs, sex, and general
misbehaviour a constant topic of
conversation. The main flaw of the
writing is that it can be a little too quirky
at times, to the point where it becomes
grating. There’s only so many times you
can chuckle at a hyperbolic joke about
dancing cats, creative arson, or
meta-memes. There’s not a great deal of
depth either. The storylines are quick and
comedic, which is as intended (each run
takes about 30 to 60 minutes), but this
doesn't motivate repeated playthroughs.
The game does have laudable inclusivity,
with pronoun options and no restrictions
on character sexuality.

Monster Prom is a fun diversion, but it
has something of an identity problem. Is
it a visual novel with many paths,
designed to be played many times to see
all the endings? Or is it a silly party game,
meant to be enjoyed with drinks and
friends? It has quite confusing mechanics
that require repeated playthroughs to
understand, which would suggest the
former. But it’s also silly and kind of
shallow, and quickly gets repetitive when
played alone. There are secret endings
and hundreds of possible events, butin
order to see them you may have to wade
through the same series of events
dozens of times. It's definitely worth
playing, but don't expect more than a few

' hours’ entertainment. B

LOVES...

The characterful art is almost
worth the price onits own.

The funny writing hits the mark
more often than not.

HATES...

Mechanics can be confusing,
and it’s unclear what stats do.

There are hundreds of events,
but each run plays out similarly.

Better than...

HuniePop

Monster Prom isn’t perfect, but at least
itisn’t shameless cheesecake. And
trust us, being ace at tile-matching
games will never lead to true love.

Though infamous pigeon-dating sim
Hatoful Boyfriend has lower-quality
art, it's a much more coherently quirky
skewering of dating sim tropes.

If the base game
sounds a bit scanty to
you, you could
always wait for the
planned DLC, which
should add new
storylines and
characters, including
a romance-able
Eldritch Horror Girl.

JUDGEMENT
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It's fun, with great art
and enjoyable
characters, but lacks
narrative depth and
gets repetitive.

Laurence Phillips
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Review

HE DROPSHIP FOR'EVAC

with /4 unit(s) o 1 Round(s) .
SALL BAPELL AN CONVOY UNITS MUST ™7

SURVIVE

-1 INITIATIVE
KNOCKDOWN: PILOT INCAPACITATED!

Format PC Publisher Paradox Interactive Developer Harebrained Schemes ETA Out now Players1-2

BATTLETECH

Go ahead, mech my day

ax ‘Peanut’ Mullen

stands alone. The

mech he’s strapped

into has lost both its

arms, and its chest

plateis sparking
ominously. With no weapons, he can’t
shoot the final enemy, and on its next
turn a volley of rockets will turn his bot
to scrap. This is his last chance. He
charges, flinging headfirst into the
enemy in a crunch of metal. It recoils,
staggers, and topples over. Peanut
survives, but all around him are the
smoking remains of the rest of our
squad, three pilots dead in the
wreckage. “Mission successful,” the
game declares. That’s one way of
looking atit.

In BattleTech, failure is unavoidable.
You're outnumbered in virtually every
fight, and if the enemy rockets don't blast
you to bits then the heat from your
weapons will fry your pilots inside their
suits. To stand a of chance of surviving its

. turn-based battles, you have to think five
. moves ahead.

On your turn, you move one of your

. four mechs alimited distance on the
. battlefield, and then attack an enemy.

The further you move in a turn, the more

‘evasion’ you gain, which makes you

+ harder to hit. Your mechs carry a variety

. of weapons, from missile launchers to

. lasers, and each one works best ata

. specific range. The idea is to attack from

. arange that gives you the best chance of
hitting - the percentage is shown

on-screen - while ensuring you keep an

eye on your heat gauge. If it gets too
' high, you'll take damage.

Enemy mechs can take a beating, so

:to kill them quickly you'll need to target
' individual armour parts, ripping them off
. to expose the fragile structure beneath.
. Arms, legs, and sections of torso all take

damage separately, and you can focus

. fire either by positioning your mech

. towards the side you want to target or by
. taking ‘precision shots’, which use up the
. morale that builds throughout a fight.

“IT'S REMARKABLE HOW MANY
FIGHTS COME DOWN TO THE WIRE”™
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Fights feel overwhelming at first

because the game doesn't bother to
explain its systems in any detail. Some
attacks will damage a mech’s stability,

: raising a separate gauge, and if it'’s high
enough they’ll fall over. But the game

never tells you what types of attacks will

make your opponents trip up. It never

. properly explains what the different

. indicators for lines of sight are (red,

. dotted white, solid white), nor does it

. walk you through the armour system

. that sits at its core. For the first six hours

. weTe constantly failing and reloading. It's
+ not fun and, bizarrely, the game has no

. difficulty settings, so you're stuck with its
. wicked ways.

- Turning point

But when it finally clicks, you feel clever,

and you learn how to stack the odds in

. your favour. That means accounting for
. your enemies’ most likely moves, and

+ cutting them off. It means switching off

. some of your weapons individually to

. generate less heat. It means testing

. several locations before you lock in your
© move, so that you squeeze every last

. percentage out of your chance to hit.

At that point, the difficulty feels exactly

: right, and it's remarkable how many

When you shoot an enemy that’s been
knocked down, you can choose which
part of their armour to hit.

Exploring the galaxy in
Battle lech

nthe campaign, you’ll find some

I contracts on the planet you're

currently orbiting, but others will

take weeks to travel to. In that time,
you won't earn any money, so its
often best to exhaust all the local
contracts before you look for
employment further afield. If you
want, you can also just plot your
own course and fly to whatever
planet takes your fancy, hoping
there’ll be work for you when you
get there. Check each world’s
difficulty ratings before setting out,
though: going for theeasyonesisa
good way to build up some cash
early in the story.

www.twittercom/gamesmaster




What is the best randomly-generated pilot nickname in the game? Muffintop. They sound lethal.

If you overheat you’ll damage yourself, and you can

break your mech if you push it too far.

You plan your moves from a zoomed-out perspective,
and then move in to watch the action unfold.

fights come down to the wire, with all of
your mechs on their last legs as you
finally land the killer blow. It's tense, and
you're always worried that your enemy’s
next missile strike is going to be the one
that cripples you.

The campaign mode, which is the
centrepiece of the game, makes it
similarly tense off the battlefield. Set in
the far future, it sees you in charge of a
travelling band of space mercenaries
which gets pulled into a political
tug-of-war. You complete priority
missions to advance the story, and it'll
take you a good 20 hours to see the end,
but the narrative only really exists to
nudge you forward. The meat of itis in
managing your squad month-to-month.
You have running costs, so you need to
negotiate enough contracts to stay afloat
financially while slowly picking up new
pilots, mechs, and weapons upgrades.

Every month is a struggle. Peanut may
have survived, but the fact that we've
come back from our mission three pilots
light quickly takes its toll. We recover the
mechs, but the repairs are costly, and
they’re out of action for months while our
technicians bash them back into shape.
With no mechs, we can't take on any
more contracts, and we slowly spiral

www.gamesradar.com/gamesmaster
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towards bankruptcy. It's painful. We
reload a few hours back, vowing to keep
more mechs in reserve.

Again, BattleTech fails to explain your
management options in any detail. We
end up spending a solid hour digging
into some boring on-ship dialogue just to
work out the basics of what'’s going on.
That's not a good sign. But just like the
combat, it starts to shine once you get to
grips with it, and making ends meet feels
like a big achievement. The mech
customisation is the best bit, and you can
refit each one to your liking by adding
and removing individual parts.

Under the hood

We turn our Shadow Hawk into a melee

i specialist with a flamethrower and an

-
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i

arm mod to make it punch harder, and
transform our Centurioninto a
long-range specialist with a missile
launcher and a ranged laser. When you
combine that customisation with
levelling up your pilots’ various skKills,
your squad starts to feel unique to you.
The contracts vary from
assassinations to escorting convoys and
more inventive story missions with
multi-part objectives. They're mostly fun,
but some have portions that should be
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YOU MECH ME BETTER

The arms race never stops

t the end of each battle you're given a heap of new
items. The most valuable are mech parts, as you really
don't want to run out of working mechs (and therefore
an income). Get three parts for a specific type of mech
and your crew will automatically assemble them into the real
thing, ready to send into battle.

The next best items are new weapons. You can find upgraded
versions of ones you currently own that grant special benefits
such as a higher critical hit chance, or simply better weapons
within the same class type. If you acquire a weapon you want, you
can attach it to one of your existing mechs provided it can take
the weight. Upgrades take time, and we find that refitting our
mechs is one of the key restrictions on how often we can go into
battle. They can take 50 days or more if you're stripping them
down and rebuilding them - a long time to be out of action. It
quickens when you improve your ship, but it still feels like an age
when you've got jobs to do and crew to pay.

Your engineers can only work on one mech at a time, which
means that upgrades slot into a queue. Line up a couple of major
refits and throw in some urgent repairs from a recent contract and
you're looking at months without a full complement of mechs. It
therefore always feels like a balancing act: should you upgrade
your mech and put it out of action, or should you make do with
what’s currently working for you? It's a tricky decision, and we
struggled to find a sweet spot.

cut entirely. In escort missions, you have
to clear a site of enemies so that friendly
transports can move safely through the
area. There’s nothing wrong with that,
except that you have to then escort them
halfway across the map. The game
remains turn-based the whole time,
despite the fact there are no enemies
around at this point, and the friendly
vehicles move painfully slowly.

Also painfully slow are the loading
screens, which often freeze for 30
seconds before spluttering back into life.
We had some performance issues during
battle too, with the visuals consistently
freezing before big explosions. It’s not
enough to ruin fights, but it is noticeable.

It's a shame these minor frustrations
exist, because behind them lies a deep,
satisfying strategy game with an even
better squad management sim tacked
on. It could be kinder to new players, and
it's not exactly a looker, but it really
captures the feel of building up a group
of toughened mercenaries from nothing.
In fact, Peanut is still in our squad as we
reach the end - but instead of cowering
in a mech with no arms, he’sin a
behemoth with giant missile launchers
strapped to each shoulder, skilfully
raining pain down on his foes. &

BATTLET

LOVES...

Combat is deceptively deep and
always tense.

Mech customisation is brilliantly
in-depth and engaging.

HATES...

it doesn’t explain its systems, so
the first five hours are a slog.

Long load times and occasional
freezes are frustrating.

Better than...

MechWarriorOnline

This solid first-person mech combat
game shared its roots with BattleTech,
but it was too short on game modes to
keep players interested.

XCOM2
BattleTech shares a lot of XCOM 2's
DNA, but Firaxis’ strategic alien hunter

is more polished and explains its
systems more clearly.

PNEED T RROWE
EBhTTLET ==

B BattleTech is based
A BAsE OF ARMGRID SaMSAT ) the long-running
franchise of the
same name, which
Y originatedasa

tabletop gamein
1984. The PC/Xbox
MechWarriors games
are also part of
the series.

JUDGEMENT

R R

The testing combat is
fun, and managing
your squad of
nEEEREETE

even better.

Samuel Horti
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Whinge, whinge, whinge. Sure the people
are freezing to death but they could at
least try being upbeat about it.

\ H"‘x \ et 1&“”:\‘:.& Y

3 = 4 :E-Au .
%

I - - W
"%, % Those who seek hope, raise your eyes to the heavens!

4

Format PC Publisher 11 Bit Studios Developer 11 Bit Studios ETA Out now Players 1

FROSTPUNK

London calling to the faraway towns

here comesatime
in everyone’s life
when the decision
whether touse
children to mine
coal has to be made,
and in Frostpunk it comes pretty darn
early on. Set in an alt-history
steampunk 1880s after climate
catastrophe has frozen the Earth, coal
is in short supply and very much
needed for warmth and survival.

Of course we sign the law allowing it.
We're Victorians, from London, after all.
A child’s place is in the chimney, or in
t'mill, or down the coal mine. Someone,
clearly a time traveller from the 21st
century, complains that they should be
studying rather than working, but we're
not going to let such namby-pamby
concerns get in the way of getting the
coal in and stoking the boiler that keeps
us all alive. They can study when they're
warm... if we repeal the law.

Frostpunk, from This War of Mine

. veteran 11 Bit Studios, follows some

+ similar themes to that earlier game, but
instead of overseeing four survivors in

. abunker you're made captain of the last
+city on Earth, hunkered in a crater and

. huddled around a steam boiler for
+warmth. When the game begins you've
got just one generator and 40 homeless

citizens to provide for, but both these

+ numbers soon rise.

It's a tricky game to pigeonhole. It’s

+ a city-builder, certainly. Also a survival

E game. There’s a hint of the RTS in the way
you stockpile resources and unlock a

tech tree, and maybe god games like

Populous in the way you try to make a

. hostile land habitable for your citizens.

Mob the builder

. It's the city building that makes up the

. game’s core, and there’s something

. rather beautiful in the way your

. settlement grows around the circular

. base of a steam hub, its radial asymmetry

“THE GAME GETS HARDER WHEN
IT CONFRONTS YOU WITH THE
OUTCOMES OF YOUR CHOICES™
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+ growing ever-outwards as your gang of

. workers does its stuff. At first it's driven by
necessity and quickly reacting to

problems - food, warmth, shelter - but as

your city grows this changes. When you

+ can afford to wait a few hours before

: acting, perhaps because of stockpiled

+ supplies or the interminable wait for a
cooldown timer, and actually put a bit of

thought into what you're doing, you can

clump together similar buildings and
create districts.

Building isn’t helped by the janky

5 road-building mechanic, which sees you
: drag lines out from the central hub, tents
. and medical facilities shuffling aside just

enough to let it pass, before waiting for

. workers to turn up and start building. All
. buildings must be erected by a road,

. otherwise they won't benefit from a

. warming connection to the steam hub,

but it'’s not always clear why a particular

+ road or site isn't connected.

The day/night cycle sees a variation in

. temperature, and while the towering

+ automata you can construct or find will

. work tirelessly, your human charges

. need to rest. (Can't we pass a law against

that?) Night can be a slow time in

. Frostpunk, as while they’re happy to build
. inthe dark, your citizens get
: discontented if asked to work 24-hour

It's tough being a politician

s in real life, broken promises
A will anger people. Promise

to do something and you've
got a limited time in which to succeed
- commitments entered into rashly,
be it in the heat of idealism or
because of a misunderstanding of
the game’s systems, will be
punished upon failure by arise in the
Discontent bar and possibly riots
among the population. Learning to
manage expectations, to
under-promise and over-deliver, is
the key to maintaining a happy and
hopeful city. It's an excellent
representation of the way leaders
are expected to deliver on what they
say, and unlike in the real world the
voters never forget.

www.twittercom/gamesmaster
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These numbers
represent your
resources. You can
gather more or increase
your storage capability
if there’s a glut.

S

Gathered

ah
s around its hub,

the city has some The main causes of
. o~ Issues, evidenced by burnout among
q g ; utigfe)y  floating bars showing despots. Keeping Hope
e flagging worker up and Discontent down
numbers and low is key to your city’s

_ temperatures.
g' Make homes liveshle

(Y Sepure of leaot LIVEABLE living conditiont 15 Temes (10

Temperature view shows you hot and cold spots in your city,
and is valuable when working out where to place heaters.

emergency shifts in what they’ve made. jumble sales are more like it - we are
Two bars at the bottom of the screen | British, after all.

represent their feelings, the red A
e ——— Féte worse than death

Discontent line rising in tandem with 5
Soon, though, we begin to wonder if

your stress levels, an extra chunk on the
blue Hope streak coming like asoothing | fascism wasn't the more honest choice.,
warm breeze. We have midnight parades led by gangs
Comments from individual citizens of armed fanatics, who we've
encouraged with new laws and a building

rise from the bottom of the screen,
questioning whether you know what of their own. We even keep it heated so
they won't fall ill like the workers at the

you're doing or expressing dissatisfaction |

with another day’s work. There's more to sawmill do. It dawns on you that

stress you, though - losing a party of i Frostpunk, though not a difficult game,

scouts we send out to explore, whichhad : gets harder when it confronts you with

found lots of valuable resources, before the outcomes of your choices. We signed

they can return to the city proves those child labour laws blithely - though
never touched the option that would

particularly irksome - and little relief is to
be found in the frozen wastes even as i have led them into dangerous
i occupations - yet find ourselves

you discover the remains of other '
settlements and establish outposts to \ removing the kids from workplaces as
soon as more adults or automata

boost your resources.

Feeling that our masses deserveafew ' became available. The religious police
opiates, we institute a policy of i that make us so aghast when we see
encouraging church attendance. The i them on the real-world TV news is a force
religious buildings, though costly to . to be reckoned with on our streets,
erect, give a passive bonus to nearby signed into reality with a stroke of our
houses, and the Hope bar begins to rise. pen. Soon we're allowing displays of
We could have chosen another path, that public penance, even though this brings
of ‘order, but that sounded a bit fascist with it a threat of violence, just to prop up
to us. Vicars on bicycles and church : the Hope bar. We prop up a different kind

What do you get when you cross a snowman with a vampire? Frostbite

www.gamesradar.com/gamesmaster

We've got two
parties in the wild
here. They discover
new groups of survivors,
or resources, and bring
them back to the city.

survival.

79/340

Automata are ridiculous steampunk creations that march on
spindly legs like something out of Dishonored. We love them.

of bar for a while, thinking about what
we've done.

We wish there was a closer zoom level,

as watching our citizens wade into
chest-deep snow on a heroic hunt for
food or march around the central hub
with flaming torches is fascinating and
the graphical presentation exquisite.
Citizens are individually named, with
homes, workplaces, and worries of their
own. The labour that’s gone into this level
of detail, down to showing an
automaton’s footprints in the snow and
the movements of workers on a building
site, is hugely pleasing, and we would
love to inspect it more closely.

Frostpunk is a hugely admirable
creation. Its subject matter may be grim,
but a game about supplying heatto a
surviving colony inevitably brings a
warmth of its own when things are going
well - which, as long as you keep on top
of resources, isn't too hard to achieve.
The difficulty comes in challenging what
it tells us about ourselves, the lengths
we're prepared to go to to survive, and
what the continuance of the human race
is worth in terms of the suffering and
degradation endured by individuals in
the pursuit of a larger aim. i

FROSTPUNK

LOVES...

Characterful animations bring
the world to life.

The game invests real meaning
in bars going up and down.

There’s a chilly beauty to your
city planning.

The road-building system s
fiddly and unintuitive.

Better than...

The urgent nature of your survival
makes Frostpunk superior to almost
any other city building game, and it
looks great too...

...but its lack of an endless mode
means no long afternoons spent lazily
planning the precise shape of a new
housing block.

1 NEED TO KNOW

Unllke many ﬂther
city building games
= Frostpunkhasa
% defined end, but
there are multiple
scenarios to play
through and each
has replay value
® thanks to branches
on the law tree.

JUDGEMENT

S e,

%

City planning meets
the survival of the
human race in an
Arctic wilderness, and
it's snow joke.

fan Evenden
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finallylcaughtiuplwithlime?

The hero eats sushi they find in a bush; can | do that too? GM pro tip: no.
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Format PS4 (reviewed), PC Publisher Devolver Digital Developer Onebitbeyond ETA Out now Players 1-2

THE SWORDS OF DITTO

Repeat after me (and him, and her, and all them)

his is agame that,
when you die,
makes you wait 100
years before you
can play again.
“That’s quite some
loading time!” you’re probably
thinking to yourself, in yet another
example of that charming humour we
love you for. We've all had a chuckle;
now let us explain.

It's 2100 in-game years. The land of Ditto,
you see, suffers under a cyclical curse.
Once a century, the evil witch Mormo
arises to spread her darkness across the
world. At the same time, a random citizen
is chosen (by, er, a magical talking dung
beetle) to be the new Sword Of Ditto; the
chosen hero to stand against her. When
one falls, the other celebrates their
victory, and the whole thing starts over
again 100 years later. Unless you find a
way to break the curse...

In gameplay terms, therefore, you play
the same mini-adventure over and over
again. How to stop this getting very old

very quickly? Procedural generation of
the world, of course! The placement of
every item, enemy, and NPC is different
for each go round; even the name of the
town is randomised. This works well for
the caves and dungeons you'll be
exploring, which always feel unique.
There are, of course, some constants.

You get a set number of in-game days
(dependent on difficulty) before the big
fight. You can sleep through them and
skip to the main event, but you'll weaken
Mormo by finding and destroying her
‘anchors’. You'll need a ‘legendary toy’ to
solve the puzzles in each anchor
dungeon, so the ideal pattern is toy
dungeon - anchor dungeon - toy
dungeon - anchor dungeon - Mormo's
castle. Although dungeons are always
unique, it seems a shame that there is
only a total of four of these toys.

Sword off

If/when you die, the next Sword gets to
keep your experience and cash by
raiding the grave (lovely). All other items,

. including toys and food for healing, are

“THE PLACEMENT OF EVERY LAST

ITEM, ENEMY, AND NPC IS DIFFERENT

FOR EACH ADVENTURE"™

www.gamesradar.com/gamesmaster

Bring a friend along for local co-op, and
revive them when they fall with a hug.
That'’s the power of love!

+ story holding it all together. B

THE SWORDS OF DITTO

LOVES...

It's superbly drawn and
animated. Look at those screens!

Despite the repetition, it holds
your interest and remains fun.

HATES...

Rare technical hitches provide
unwelcome bumps in the road.

Only four toys to flavour
dungeons is disappointing.

The FlameinTheFlood
Another procedurally generated
adventure with striking art, but this
survival game s just a little bit too keen
to kill you.

Although the emphasis hereis on
survival in a harsh environment rather
than defeating evil, it offers a much
tighter and more varied experience.

usually lost. Nor do you get to keep any
stickers (see Need To Know, right).
Combined with the fact that enemies and
dungeons level alongside you, you'll
never advance to feel particularly
powerful. If you defeat Mormo, the next
Sword doesn’t even get your cash.

It would've been easy for combat to
prove dull, but this has been handled
very well. Most enemy types require
unique tactics if you want to defeat them
without taking damage. Some flinch
while others don't, some explode on
death, some have magic abilities, and
more. Overall, the experience remains
fresh over many hours.

Our pre-release build had muitiple
bugs on both formats and, while a day
one patch should have tackled the worst
by the time you read this, we'll be
surprised if everything is caught -
especially the unexpected side effects of
the procedural nature of the game. At
one point, for example, an enemy spawns
into a wall, unable to touch us. Elsewhere,
it appears that a total of three unsolvable
puzzles have been generated during our
14-ish hours with the game (thankfully,
none to a game-breaking extent).

It's great fun when things are going
smoothly, even if the repetitive nature of
the experience means each victory feels
slightly hollow. Just don’t expect a strong

i NEED TO KNOW
Find 'em, buy 'em, but
mr JENE gy most importantly
equip 'em! Stickers
- buff stats and grant
" abilities; level up to
earn more sticker
@/ slots and slap even
"% more on. It’s the best
way to strengthen
your character.

JUDGEMENT

S e e,

%

A little rough around
the edges but, aptly
enough, you'll keep
coming back again
and again.

Luke Kemp

B S e e s e

JUNE 2018 aM 83



Review *

o

This month’s biggest time
sinks on Team GM

1FROSTPUNK
PC

Keeping a colony of

desperate survivors alive in

afrozen post-apocalyptic

wasteland has proved to be

disappointingly easy

IS compared to managing a

"W\ games magazine.

WA  Robin Valentine, editor

SUPER MARIO ODYSSEY
SWITCH

Six months and 500 moons later, I'm
still chipping away at Nintendo’s
seemingly endless platformer. The
more | play, the more I'm convinced
it’s the best game on Switch.

MONSTER
HUNTER WORLD
P54

Still hunting - Capcom has
been adding new
monsters and events.
Maybe this really will be
the game that keeps me
playing forever.
Sam Greer, staff writer

FARCRY5
PC
’'m enraptured by the map editor, Far
Cry Arcade. It has a ludicrous number

of options, including assets from
AC Unity and Watch Dogs.

¢ THE SWORDS
JF DITTO

one where you canrevive
each other with a hug?
' / Totally adorable.

S
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3 Your tank gets a damage bonus for being at high

- ¢, health, while the berserker is buffed when his is low.

".R Deal @
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Format PC Pub Rablo Games Dev Rablo Games ETA Out now Players1

HEALER’S QUEST

Taking a heal turn

adventurers alive as they delve into
monster-filled dungeons (anyone

MMO will be able to relate).

=

his self-consciously
quirky RPG casts

tryingtokeepa

unappreciative

. ST §

Between dungeons, you'll travel across an overworld,

" fighting way too many random encounter battles.

weightless story. It's the sort of game

+ that treats simply invoking a cliche as
you as a healer equivalent to a joke - it's no surprise, for
example, to find its first dungeon full of
party of foolhardy, : giantrats.

Distressing damsels

This proves especially tedious when the
who's played asupportcharacterinan : game’s crude attitude to gender politics
rears its ugly head. If you thought we'd
all moved on from tropes such as

It's an intriguing idea, to be sure, but + perpetually horny men and women as
unfortunately Healer’s Quest stumbles in
the execution. The worst offender is the
writing, which cludges together a

quest rewards, you'd sadly be wrong.
The intent is parody, but it falls so flat as
. to mostly just be guilty of the things it
hundred tired RPG gags into a thin, : makes fun of and the adult ‘humour’ of

)

Nl  H lmnmtan

these scenes feels totally at odds with

. the game’s cutesy, welcoming art style.

Combat is simply dull, mostly

| consisting of just clicking on your allies’

. health bars when they get too low as you
| grind through semi-random encounters.
. A decently diverse range of spells to

. choose from, each with its own upgrade
. tree, adds some strategy, but with only

. four equippable at a time, there’s too

. little room to experiment. Ultimately the
. smoothest path through each dungeon

. is just to fall back on a few obvious

. standbys that unlock an hour or so into

. the game, quickly rendering battles

| totally repetitive.

Outside of your spellbook, you can

. also tweak things by adjusting your

. allies’ equipment, and deciding when

. they use their special moves. These

. options, though welcome for the depth
they add, feel at odds with the game’s

. central conceit- if you're the

. unappreciated underdog, why would the
. party let you dole out the loot and

. decide what they spend their money on?

We're unfortunately left with little

: good to say about Healer’s Quest.
Despite its original premise, it ultimately
brings nothing new to the already long

. overmined RPG
parody genre beyond O/D
: a pretty uninteresting
. twist on combat. B
. Robin Valentine

www.twitter.com/ gamesmaster



REVIEW ROUNDUP

o1

JOWNLOADS
The latest DLC and
expansions explored

If the news that Middle-earth: Shadow
Of War is removing its lootboxes has
you interested to peek back inonit,
we've got good news - there’s a whole
new DLC adventure for it out now! The
Desolation Of Mordor stars Baranor,
loyal captain of Minis Ithil, as he battles
his way through the deserts of eastern
Mordor. As a lowly human, Baranor
can’t come back from the dead or mind
control orcs, but he makes up for it with

N ‘ nmiiiintnmmnin an arsenal of canon-defying gadgets -

This version of the Joker is hopelessly in love with
an aloof Harley, and idolises Bruce Wayne.

including a Just Cause-esque grappling
Format P54, X0, PC (reviewed), Mobile Pub Telltale Games Dev Telltale Games ETA Out now Players1 hook and parachute - and an army of

launched its Warmind
ENEMY WITHIN -

investigating the ruins of
Maklng a monster get a new wave-based survival mode in

Easterling mercenaries.
. 4% Alsohoping todraw
'Y . playersbackinthis month
. N ,  isDestiny 2, which has
expansion. New
_ , s missions see you
" Clovis Bray,a Golden Age
megacorporation on Mars
responsible for all sorts of advanced
super-tech - including the Al Rasputin.
Along with this slice of story, you'll also
which hordes of Hive descend on a
Warmind antenna that you'’re charged

he idea that Batman

The game plays with, and frequently subverts, with protecting.
andThe Jokerare : B yourexpectations of a Batman story. And hey, while you're at it, why
morealikethanthe | not give Battlezone another shot, - %ij
formerwilladmit too? The new Gold Edition lets /*-/T/
- “two threads in : you play the PS VR launch

game without a headset for the
first time, and is also available
on Xbox One, with a Switch
version to come in the summer.
And if you own the original, you'll get
the update for free.
Also free are Total War
¢ Warhammer’s new Giant
a8 Slayers. These ginger
nutters fight for the
Dwarf faction with
huge two-handed axes,
" andspecialise in... well,
slaying giants, duh, as well

the same stitch”, as
this game puts it - isn’t new, but it’s
never been explored quite like this.

The first season of Telltale’s take on :
Batman was hit and miss for us, but it
laid solid foundations with its startlingly
original take on the caped crusaderand
his enemies. This second goround has
built on them admirably, crafting a far
more consistent and compelling story:.
The set-up sees Batman facing off

against supervillain group The Pact, with

+ ; , o ; . g as any other massive beasties
each member a fresh take on a classic troubled and in the sway of criminals, but And, ultimately, the player is given a that get in their way. As a more elite
villain - from Bane to Riddler to Mr not yet the murderous agent of chaoshe | remarkable amount of freedom in how upgrade over the standard Slayers, they
Freeze. Particularly enthralling is . might become. Crucially, thanks to the things end up. As with all Telltale games, should give your Dwarf armies a bit of
Telltale’s Harley Quinn, here a events of his introduction in the first many events are set in stone, but there’s added punch.
charismatic yet brutal leader invested season, he sees Bruce as his closest more genuine divergence possible here After all that excitement, you'll
with genuine agency of her own, rather | friend and role model, and how you . than we've seenin its past titles. The last probably just want a bit of chill-out time.
than a sidekick or victim. navigate that relationship shapes his . episode, particularly, changes hugely Cities: Skylines’ new Parklife

; | personality for both betterandworse. | based on your choices. expansion should be just the
C|0WI'II I‘Ig EII'OU I'Id It's a fascinating twist on the classic After a rocky few years, this is Telltale :113:3:';:'::135 r:‘:‘:rd
There’s action and mystery aplenty pairing that plays with their familiarity to back on top form, with 0 setting up your own little spots
across the five episodes, but the real core the audience - in every warm momentor : one of our new /0 of peaceful greenery in your
of the story is the relationship between | sudden spat, our memories of the favourite Batman bustling (all the people - oh so
Bruce Wayne and John Doe’. Johnis a . hundreds of Batman-Joker stories that stories in any medium. many people) metropolis. Lovely.
sort of Joker-in-the-making, deeply . have come before add a brilliant tension. ;| M Robin Valentine
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THIS MONTH IN...
VERDANT
VACATIONS

The Elder Scrolls Online expansion, Summerset,
launches 21 May. No, not Somerset. Don’t expect to
be tracking down fine ciders or battling the Witch Of
Wookey Hole. Instead you'll be visiting the Crystal
Tower on the High Elves’ island home, joining the
mystical Psijic Order, and battling gryphons. There Is

jewellery crafting, though, so it’s not a whole world
away from the English county.

86 GM JUNE 2018
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Retroliaster

SWIICH

- =
-
g

The true masters remember staving

off dizziness when pulling off this

particular (literal) combo loop.
R

TONY HAWK’S
PRO SKATER 3

Reflecting on the Birdman's greatest hit

Developer Neversoft
Publisher Activision
Released 2001

We were suitably wowed by THPS3
back in the day, awarding the GameCube

t might haverisked for making sure players would play again
being lostinthemix; : and again, get better as they played, and
one of the middle + 50 want to play even more. Those Format PC, GameCube, GBA, PS2, N64, PS1 version an impressive 92% on its release.
releases in the early cunning devs... Getit From the likes of eBay or Amazon The PC, Xbox, and PS2 all saw very slight
runof TonyHawk’s It wasn't just more of the same - that - + variations of the same game released
titles, bridging a wouldn't be characteristic of a true locations (albeit with fantasy skate (which version you chose came down
generation and withoutasoundtrack : legend. No, THPS3 added one element + parks; Rio de Janeiro isn't so friendly more to controller preference than
quite as good as those of the two that made sure the series was never the towards real skaters), special hidden . anything else), while the previous
games preceding it. And yet Tony same again, and that no head-to-head characters from the likes of Star Warsand : generation ended up with a PS1and N64
Hawk’s Pro Skater 3hasgonedownin : contest between friends would ever be + the X-Men, and the ability to make your version that, pretty much, just added the
history as the best in the series for low-scoring: the revert. A legitimate own custom skater - and suitably : ability to revert to Tony Hawk’s 2. Even
many a purist. . skateboarding technique, yes,butmore  : overpower them as you earned attribute these downscaled versions were great

i e importantly a bridge between landing improvement points - meant there was a fun, it has to be said, though the real meat
The Ol'lgln after a series of tricks and jumping into a good deal of variety throughout. There's was with the consoles (and computers)
The birth of the Birdman’s third licensed : manual, allowing the combo to continue. also the fact THPS3 was playable onlinein | with more horsepower.
game couldn’t have been more banal: Combos - and scores - were once limited certain circumstances. The PC version
there had been two previous titles with : by how long you could stay in the air or + offered an online mode, and it was the The |EgaCV
Tony Hawk’s name attached (and so two keep your balance on alip or rail. The first game to be playable online on PS2 While extreme sports games centred on
previous opportunities for Brits to act : ability to revert dumped this limitation, + (THPS3 actually released before the . other stars never quite captured the
confused as they thought it was a game and with it we ended up with one of the console’s online adapter). Basically, there magic, the Tony Hawk name retained its
based on comedian Tony Hawks) and best combo-based multiplayer games was a lot going on beyond the ability sparkle and Pro Skater 3 was followed by
both games had done really well, so anybody has ever seen. . torevert. But wow, that revert was a 10 sequels of ever-decreasing quality.
Activision ordered a third entry from the genuine game-changer. Some were good, some moments in

team at Neversoft. By this point the - The legend

:?r:l:-lt;l:szdczzﬁ;eszti]:Tr:rjl:a levels, in ::3“;::5;“;1&;1::::3:3:‘2?‘fEVE"L ! W E E N D E D u P W I T H 0 N E OF T H E
enough fun played alone, though the true E B EST CO M BO 2 BAS E D M u L'I'I P LAYE R

which you were tasked with a variety of
goals impossible to complete all in one joy of the experience was playing with

sitting, thus encouraging repeat . friends trying to outdo one another. St G A M ES A NY BO DY H AS EV E R S E E N ”

playthroughs. A straightforward template : the mix of real-world skaters and
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All hail the brilliant, new for this game,
revert-into-manual combo extender.
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The PS1and N64 versions were fun, but
really just upgraded versions of THPS2.

them were great, and some were
genuinely awful - please don't ever be

tempted to try out Tony Hawk: Ride, even

if the skateboard peripheral looks like
fun. But however good, or poor, the Tony
Hawk’s games that followed number
three ended up being, none managed to
capture the sheer joy of THPS3.

So it was that Activision went back to
the well and tried to recapture that old

glory, but with Neversoft tied up in Guitar

Hero updates and working on parts of
Call Of Duty: Ghosts there wasn't much
chance of any of the original team
working on these attempts to bring the
past back. Tony Hawk’s Pro Skater HD
was a remake of the first three games in
shiny high definition, and played like a
much buggier version of said originals,
though with the ability to revert in any
level from any game, while 2015's Tony
Hawk's Pro Skater 5 was a cynical,
rushed attempt at reliving past glories
that failed spectacularly in more ways
than one. And so we end up here, today,
with the absolute knowledge that the
greatest game this series ever produced
- and one of the finest games of all time
- was the third one in a sequence of 19.
Who'da thunk it? ™

www.gamesradar.com/gamesmaster

Skeleton
Warriors

Neversoft’s first game was based on
the short-lived (and excellent)
cartoon series of the same name.
Sadly it was a forgettable
side-scrolling slasher, notable for
little else beyond the license - and
the fact bats would explode when
hit with your sword. Fortunately this
wasn't the beginning of a trend for
the studio, and better things were
soon to come.

Well before Red Dead Redemption
(but just after its often-overlooked
forebear Red Dead Revolver),
Neversoft brought us a taste of
open world westerns that went
down pretty well back inthe day. It
was never going to be an all-time
classic - and Rockstar’s game blew it
out of most of our memories - but
Gunwas afungameinits ownright
that’s worth tracking down today. If
only to see Neversoft was capable
of making games thatdidn'thavea
license attached.

Apocalypse

Those better things, though, didn’t
arrive in the shape of Apocalypse

- the game not based on any movie,
but for some reason featuring the
digitised mug of one Bruce Willis
nonetheless. Not even a bunch of
quips from the guy we all know as
John McClane could save this
utterly mediocre shooter from
deserved oblivion. At this point it
may have been hard to believe that
Neversoft was destined for
videogaming greatness...

Spider-Man

In the year 2000 we were still getting
over the fear of the millennium bug
(we were stupid back then), so the
appearance of anything known to get
rid of troublesome bugs was more
than welcome. Fortunately Neversoft’s
take on Spidey ended up going down
in history as one of the best licensed
games ever made, with the Tony
Hawk’s engine used to superb effect.
And its use of all-encompassing fog to
excuse its low draw distance was so
ballsy we have to respect it even now.

Guitarh ero lll: ..
Legends Of Rock

With Harmonix taken under the
wing of MTV in 2006, Activision
needed a new studio to work on its
flagship strum-em-up. And what
better team than Neversoft,
accomplished as it was with all
things licensed? GHIll was the first
Hero title from the team, and while it
lost an indefinable something from
the Harmonix days, there’s no doubt
the adopted parents of the franchise
gave Guitar Hero a good go.
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'DESTRUCTIVE GAMES

* Because who doesn't love a bit of smashy-smashy?

s much as it’s fun to destroy things, to knock s =2 e : - —
them down, to make a mess in the real world, kot | '__'_-: = > ) g —
you always have to tidy up at the end of it. Or - - =
you get in trouble for ‘making a scene’. Or the = _ _
police are called. Basically it’s just better to L o S 5
annihilate things in the world of games, where Y e _ = o |
destruction can be ramped up to ludicrous levels and the Py _ e e o

authorities never have to be called. Also you never have to tidy up, e e . 3
which is a far worse punishment than anything the legal system y : /
could dole out. With the spirit of breaking stuff in our hearts, here - g e
are six of the best games that embrace a destructive spirit in their T 7

own way. They’re all, it’s safe to say, smashing. I =

T

Mercenaries took its ‘Playground’
title to heart, offering the chance to
eliminate entire regions of the
map - albeit temporarily - in
your quest to apprehend
war criminals.

There are games with hammers,
then there are games with ostrich
hammers. This was the ultimatein

destructive mucking about - you

could destroy almost everything
created by humans should
you so wish.

This turn-based tactics game took
destruction to ridiculous levels, and
often found players finishing levels
with literally nothing intact. Best of
all, you could destroy things for
a tactical advantage...or
just because it’s fun.
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BLAST
CORPS
(NG4-1997)
One of Rare’s first games on N64

was an unexpected gem, offering
you all the glory of workingas a
bulldozer driver clearing the way for
a truck carrying a nuclear warhead.
Whether you failed or
succeeded, destruction was
always guaranteed.

DEFCON
(PC-2006)

Now for something a smidge
different - while Defcon didn’t
include the visual destruction of the
other games on this list, most games
did end with billions dead and
countless cities destroyed in
anuclear fire. So, you know,

a regular Saturday
evening.

THE
INCREDIBLE
HULK: ULTIMATE
DESTRUCTION

(GameCube, Xbox, PS2 -2005)
Well the clue’s in the name. Hulk’s
adventure was an exercise in how

todiluteits titular character
down to his most defining
activity: breaking stuff.

www.gamesradar.com/gamesmaster

Remake Request!!
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L

Freespace 2

Format PC Developer Volition Released 1999

The vanilla package you get from Steam and GOG is still good fun,
but what makes space sim Freespace 2 really shine in the modern
era is its army of mods. As well as just making things look a bit
nicer, you can go further and change the entire game to
campaigns based on the likes of TV shows Battlestar Galactica
and Babylon 5 - all for free.

Classic Moment!"

L ]
Moonstone: A Hard Day’s Knight
Format Amiga, PC Developer Mindscape Released 1991
A cult fave with a truly classic moment at the end of most battles,
Moonstone was a multiplayer RPG in which you were able to lop
the heads off your friends in spectacular fashion. Or, of course,
they could be the ones doing the lopping. It remains a brilliant - if
rather gory - way to end a pitched one-on-one swordfight, and an
enduring memory for those who lived (and lopped) throughit.

T
The Elder Scrolls 111: Morrowind

Format PC, Xbox Developer Bethesda Softworks Released 2002
There are fan-made projects to dress the Elder Scrolls’ most
fantastical entry in shiny new clothes, but there’s one remake we
want: an official Bethesda do-over, for Switch. Being able to get
lost again in the world of Vvardenfell, marvelling at those massive
mushrooms and accidentally killing a god (thus rendering further
story progress impossible) - all on the go? That would be bliss.
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We talk to artist Laura Mercer about her
cosplay creations - and what it takes to
make a full-body Hogger costume

Mercer posts videos on her YouTube channel explaining in detail how she

creates her impressive costumes. Here’s a skinless Hogger. " y Lighter than some of Mercer’s

. other cosplays, Hogger’s whole
: head and neck structure weighs
s five and a half pounds.

here’snoshortageonlineoffans’ | After | was satisfied with my tests, | moved into the Mercer doesn't just look the part, she embodies the

real-life interpretations of their | actual construction.” . essence of the character. When asked why she chose

virtual heroes, and whilefamous Mercer admits to spending almost 500 hoursovera ! Hogger, she says: “I had two goals: | wanted to prioritise

facessuchasLaraCroftandSolid | year on the project. This meant five months of planning : movement and finish. | wanted to be agile in costume so

Snake are firm cosplay favourites, | and researching and seven months of building, .| could really put a lot of character into the performance.

other artists aspiretobringmore | including redoing aspects to ensure the finished piece . | also wanted a character that | could have a lot of fun on
niche characters to life, ones whose designs are | looked and moved exactly right: “I built the flexible neck . textures and weathering with. Hogger ended up being a
beyond the realms of possibility for allbutthemost : structure and threw it away three times. The fourth build perfect combination because he’s a maniacal,
talented and dedicated costume artists. Artistssuch | is the one that actually worked!” bloodthirsty, smiling, filthy hyena thing that lives in the
as Laura Mercer, aka Kazplay, whose work includes : = i . woods. | was very excited to make him look like he smelt
intricately detailed and extremely lifelike replica : BI 122 kld | really bad and to chase down people who were still
costumes of some of gaming’s coolest creatures. | All that effort paid off as she fought off competition from | scared of him from vanilla World Of Warcraft.”

. cosplays of the Prophet Velen from World Of Warcraft and ! Mercer’'s been honing her talent since an early age

Mercer regards her full-body costume of World Of . StarCraft’s Jim Raynor to be crowned the winner ofthe | and began creating costumes after starting college in

Warcraft's Hogger as her most ambitious cosplay to i 2017 BlizzCon cosplay contest. “It was incredible. | admit

date. Such an elaborate undertaking as this requiresalot | |was completely shocked and in denial when | was on éé I W A S V E RY E Xc I T E D
of preliminary work, as she explains: “| started by doing stage,” says Mercer. “It sank in after leaving the stage and

lots of sketching and making lists of features lwanted to | | couldn’t help but smile and cry. Winning BlizzConwasa TO M A K E H I M LO 0 K

try to have. | spent a lot of time researchingand testing | huge goal in my life for five years. Each year my skills ;

new materials | wanted to use. | sculpted maquettesto | improved and my cosplays got more ambitious. To ’ L I K E H E S M E LT
help me get an idea of the forms and scope of the body finally have achieved my goal was overwhelming,and to

shaping | needed. | took my tests a step farther by have so many people cheering and congratulating me R E A L LY B A D ”
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building a cardboard mock-up of the costume pieces. : made it an absolutely unforgettable moment.”
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Hogger accepted his BlizzCon cosplay contest win These creations can be randomly positioned around
with a moving speech of snarls and stomps. the house for maximum scares.

L

CASH AND CARRY

This £169.99 Destiny 2
Collector’s Edition iIs chock-full
of goodies, including a snazzy
Frontier Bag and a Frontier Kit
with a solar panel USB charger,
paracord, and solar blanket.
Warning: regularly indulge in
this Lund of extravagance and
your destiny Is |3tobab|y to part
with an organ or two.

World Of Warcraft is the basis for many of Mercer’s monstrously magnificent cosplays, such as Genn Greymane WHEEL OF FORTUNE
here, but she’s also a big fan of the Dark Souls, Zelda, and Uncharted series. If you Td | | | e to :ld d
| T ' |

a statue of JD
Fenix riding a
COG bhike added
to your hoard,
look no further
than the Gears
Of War Ultimate
Collector’s
Edition. Priced at
£199.99, this souped-up version
also Includes a frag grenade

2009, while 2013's BlizzCon costume contest marked Fully aware of the daunting nature of delving into the ke V C hal n, lith 08r {_1 P |]
her first foray into cosplay. Her talents span a wide range world of cosplay, Mercer has some apt advice for those Stee | b 00 |f\ an d Season pass.
of artistic media, including a degree in 3D animation, 5 considering taking up the craft: “Just start! Everyone
which led to her working on Animal Jam for five years. . starts somewhere, and you will learn more by actually WHADDAYA BUVI N,-‘,
. ' building, completing, and wearing a = : g
|I‘I f0r the 5k| “ cosplay to a convention than you IT dro pPpINg | 655 than £200 on a
Being able to use many skills is one Q,ﬁ"“s' SEE THIS! SEE THIS! 55&' will by just watching YouTube collector’s edition
of the aspects Mercer enjoys most ;;. tutorials or by always leaving your Seems s h eer | unacy,
about cosplay. “l use skills that | pick & see t h's E project unfinished.” She adds, then the Resident
up everywhere in my costumes. My E E “The El.l.liEkEI' your first one is done E'\fi | 6 | eat h er
mother showed me how to sew E ] tth quicker you can m-::we on and 13 El ot E E! It on
when_ | was very ygung and I. % || Gt 2 behind-the-scenes loolk at H'i bl.fl|d the next one with all the m | - ht be more
practised those skills by making W | Laura’s work and see how her l_lll things you learned.” o EFary Al
plush animals. | loved playing with iy cosplays cometogetherat |= As for Mercer, she’s got a few you f_ SJ[V 8. Ths
clay growing up and taught myself % bit.ly/amkazplay E more ideas for future costumes [ep lIca of Leon’s
how to make jewellery and '5’\ ) m that promise to be just as ]aC ket comes In at
miniature figures. | even use 7 » fearsome and fantastic - and £899. and

- - - STHL 33S iSIHL1 33S iSIHL !!s“ﬁ’b : ; - : : 'i's :
principles and skills learned in my every bit as challenging to build considerin o it’'s now sold

3D animation schooling inm - - as her previous award-winnin .

A | ) . °rP I out, expect to pay more should
cosplay work. | love watching tutorials on YouTubeand : work: “l am working on building a Bloodborne Hunter | = ack it d __
reading blogs from all sorts of creative folks to increase cosplay, and planning a few other beasts from that you mahnage L0 track It down.
my knowledge, and then | figure out how to apply those game. | am also working on scheduling my builds for

things I've learned to cosplay.” | next BlizzCon.” ™ Anne-Marie Coyle A AR RN
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THE LEGEND OF ZELDA: BREATH OF THE WILD
i o

Nintendo casually revolutionises the open-world genre with perhaps the best launch
title ever. Explore, fight, and cook your way across Hyrule.

Our definitive list of
the best games to play
right now

the experts (that’s us) to shine a light PS4 XO PC PS3 360
of clarity through your fog of
confusion. Over this spread you'll find
GamesMaster’s 100 per cent
scientifically accurate and indisputable
list of the greatest games on modern
machines - updated monthly - as well
as the top five most vital exclusives on
each of the major platforms. Pick one -
of these up and, buddy, you're going to ol
have yourself a good time. o f//{/

b,

THE WITCHER 3: WILD HUNT
X0

An unbelievably vast fantasy world, where grim adventure - and brilliantly mature,

engaging storytelling - lurks around every corner.

—

\ ’ T . " — T -
THE LAST OF US SHADOW OF THE COLOSSUS

/
MNaughty Dog’s greatest triumph yet: the dark and A perfect remake of a genuinely awe-inspiring
truly cinematic tale of Joel and Ellie, two adventure. So good we gave it our first ever 100%
survivors in a dying world. review score back in GM327.

. PN } 2 . ‘ 4
_ﬁ/ L8 {* -l
’ Sy .

DARK SOULS Il I'-'EI!?OHA 5

{XOfPC
Take on some of gaming’s most unforgiving The greatest JRPG on current-gen - a stylish,
enemies in weighty, impactful battles, There are rebellious story of teenage fury and surreal
few games more satisfying to beat. journeys into your enemies’ minds.

www.twitter.com/gamesmaster
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MONSTER HUNTER
PS4/ X0 fPC
The once-cult series finally hit the mainstream

with this stunning entry. Hunt big dinosaurs with
your mates and make armour from their bits!

: \ . ;..'i "-
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UNCHARTED 4: A THIEF’S END
PS4

An incredible end to one of the most spectacular
series around, seeing Nathan Drake off in style.
One of the best-looking games ever made.

MARIO KART

/
The definitive kart racer, now portable and

packed with new features on Switch. Own a
Nintendo console? This is a must-have.

TOWERFALL ASCENSION
[PS4/ X0 JPC/

A true legend of local multiplayer action that still
eats up our office lunchtimes to this day. The very
definition of easy to learn, hard to master.

T JUGGERHAUT

- - - mareeta

DOTA 2

PC

A strange and intimidating beast - but take the
time to learnits secrets and you'll find a game of
incredible tactical depth and variety.

BLOODBORNE
P54

Dark Souls’ more agile cousin, tighter and faster
but no less punishing, in a world of gothic horror
and Lovecraftian nightmares.

www.gamesradarcom/gamesmaster

The five best for each console

HORIZON: 2 DA SUPER MARIO ODYSSEY

PS4 /

A truly unique vision from the creators of Switch’s first Mario game is also one of the best
Killzone. Primitive humans hunt robotic beasts ever, taking you on an unashamedly joyous,
across a beautiful wilderness. globe-trotting adventure.
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MOTORSPORT 7

FORZA

/PC PS4/ /PC
The best entry in the series yet, and one of the Colourful characters and slick shooting make this
greatest racing games ever made. It's absolutely multiplayer FPS from the makers of World Of
gorgeous to boot. Warcraft utterly irresistible.

MIDDLE-EARTH: SHADOW OF WAR
PS4/ X0 fPC PS4/ 0 fPC
A turn-based strategy masterpiece that doesn’t Solid third-person action elevated by its
pullits punches. Try not to get too attached to incredible system of procedurally-generated
your soldiers, eh? orcs, each with their own personality.

HELLBLADE: SENUA’S SACRIFICE METAL GEAR SOLID V:

PS4/PC THE PHANTOM PAIN

A harrowing journey into a mythological PS4/ O fPC/PS3/

underworld serves as the perfect backdrop toan Hideo Kojima’s last hurrah brings open-world
exploration of real-world mental iliness. action to the revered series.

s .
HEARTHSTONE MARIO + RABBIDS
PC/ KINGDOMS BATTLE
Blizzard achieves the once-impossible - making
deck-building CCGs accessible to all. Prepare to Don't let its cute looks fool you - this is a tight and
lose all your free time in 15-minute chunks. devilishly difficult turn-based strategy game.

&= -..'-.' E::“ o : ..,:t._ .
RESIDENT EVIL 7: BIOHAZARD PYRE

PS4/ 0 fPC PS4/PC

First-person horror action that both pays fitting This spellbinding follow-up to Bastion seamlessly
tribute to the series’ past, and tries something blends intricate storytelling with... well, magical
totally different. Even more terrifying in VR. basketball, basically. Trust us, it works.




EYES OF
AKILLER

You've got to have a
T. rex part. We grabbed_
the best bit - those
shiny peepers.

Using cutting-edge genetic "éngineérin;x .
we've designed the perfect dinosaur.
Presenting: the GamesMastersaurus!

SOLID
CHOMPERS

Forget sharp teeth,
this beastie’'s got a

Y DEFENSIVE
CREST

Intimidating yet
practical, this spiny
ridge ensures a
safe noggin.

LOOKOUT
TAIL

No raptor’s ambushing
our girl - she’s alert to
danger from any
direction.

HEADFISTS @ St  RACING

Who needs rubbish § % STRIPE

little hands? These & This natty look keeps
bronto heads are her at the cutting
great for both battle edge of dinosaur

and grazing. fashion.
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