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Welcome
Like the Tarnished 

that adorns our cover, 

I’ve risen from the 

bottom of the page in 

order to bring you an 

issue packed with 

information on Elden 

Ring (p52). Diving 

deep beyond the 

Summer Game Fest 

announcement that saw it leap to the second 

spot in last issue’s Hot 50, FromSoftware has 

lifted the lid, revealing just why we’re all 

right to be excited.

Summer’s a good time for invention, and 

publisher Nacon leads the charge this issue. 

It’s revealed plenty of new details of an 

eclectic lineup that champions real creativity. 

It’s bringing us everything from manual 

skateboarding in Session to sucking blood in 

Vampire: The Masquerade  – Swansong, and 

even blasting crime in the newly announced 

RoboCop FPS (p6). 

If all that puts you in the mood for 

something different, check out into our pick of 

the best indies coming to PlayStation – Hades 

leads a colourful mix of games that should be 

on your radar (p64).

We also take a close look at some of the 

games that are pushing PS5 the hardest. 

Speaking with the Riders Republic devs (p42), 

we learn they’re making a bustling showpiece 

of adrenaline-pumping extreme sports you 

can play with pals. On the other hand, 

Rainbow Six Extraction (p34) poses a much 

more dangerous and alien challenge that’ll test 

friendships through its demanding co-op. And 

if it’s a solo outing you’re after, our hands-on 

with Tales Of Arise (p48) delivers our first 

verdict on the gameplay. It could prove to be 

one of the best in the long-running series.

We test big new PS5 updates in Doom 

Eternal (p90) and Metro Exodus (p76), both of 

which showcase how that extra oomph in a 

native edition can really elevate a game, and 

deliver the verdict on plenty of new releases 

across both PS5 and PS4. There’s a lot here 

that has me excited for the year ahead. I hope 

you enjoy reading all about it!

Milford Coppock
MANAGING ART EDITOR

Between Returnal and 
Elden Ring, Milf’s been 
going in circles. You 
mean Gollum isn’t in 
Elden Ring?

GAME OF THE MONTH
Doom Eternal
BEST RING
Autumn Ring (GT)

Oscar Taylor-Kent
ACTING EDITOR

play@futurenet.com
@MrOscarTK

GAME OF THE MONTH
Scarlet Nexus
BEST RING
Thief’s Ring (Demon’s Souls)

Miriam McDonald
OPERATIONS EDITOR

Fangs to Mim, we’re far 
from Dra-cool on the new 
Vampire game. Time for 
the team to put more 
garlic on the menu?    

GAME OF THE MONTH
Legend Of Mana
BEST RING
Goddess Ring (DQ11)

Jess Kinghorn
GAMES EDITOR

Jess claims to have been 
brain punked. Not by 
Scarlet Nexus, but by 
Doki Doki’s poetry.    

GAME OF THE MONTH
Doki Doki Literature Club
BEST RING
Judgement Ring (Shadow 
Hearts)

Luke Kemp
CONTRIBUTOR

We scraped the archaean 
goo from Luke and made 
him tell us all about 
Rainbow Six Extraction. 
No man left behind.

GAME OF THE MONTH
Metro Exodus
BEST RING
The phone (PT)

T H I S  M O N T H ’ S  I N D I E  H I T S

“IT’S A GOOD TIME FOR
INVENTION, AND
NACON LEADS THE 
CHARGE THIS ISSUE.”

SUBSCRIBE 

NOW!
SEE PAGE 062 FOR 

MORE DETAILS

Print only
If you just want a print edition then 
you’ll pay just £15 per quarter. Each 
issue is delivered direct to your door in 
environmentally-friendly packaging.

Print & Digital
Get the best of both worlds, with a 
print and digital bundle for £16.25 per 
quarter, for iOS, Google, Kindle, and 
Android devices. See p70 for details. 

WORTH

£15

Free docking station
Subscribe to PLAY – The Magazine  
and get a free Venom PS5 docking 
station worth £15 to keep your 
DualSenses well charged.
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Elden Ring
Why FromSoftware’s Tarnished 
tale will be an adventure to relish
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006  Nacon Connect  

The publisher reveals an exciting 

variety of titles in development.

010  Ghost Of Tsushima Director’s Cut

011  NBA 2K22

012  Nihon Falcom 
President Toshihiro Kondo talks 

about bringing games to the West.

014  Far Cry 6

015  AI: The Somnium Files – Nirvana 

Initiative

016  Gear 
This issue: collectible figurines 

and cosy Silent Hill homewares.

018 Avatar: Frontiers Of Pandora

020 Debate

024 Opinion #1

026 Opinion #2

Previews
034  Rainbow Six Extraction 

Eliminating the alien menace with 

your team and getting out alive. 

038  Project Zero: Maiden Of Black 

Water

040  Life Is Strange: True Colors

041  WRC 10

042  Riders Republic

044  Lost Judgment

045  Stranger Of Paradise Final 

Fantasy Origin

046  Marvel’s Guardians Of The 

Galaxy

048  Tales Of Arise

050  Death Stranding Director’s Cut

051  Earth Defense Force 6

051  Hunter’s Arena: Legends

051  F.I.S.T.: Forged In Shadow Torch

051  Demon Slayer -Kimetsu No 

Yaiba- The Hinokami Chronicles

051  King’s Bounty 2

051  Hot Wheels Unleashed

051  The Medium

Features
052  Elden Ring 

Hammering out the facts about 

FromSoftware and George RR 

Martin’s forthcoming dark fantasy.

064  The Indie Mixtape 
We single out the 14 indie games 

to put on your 2021 playlist.

Reviews
072  Scarlet Nexus

076  Metro Exodus: Complete Edition 

[PS5 update]

077  Alex Kidd In Miracle World DX

077  Olympic Games Tokyo 2020 – The 

Official Video Game

077  The Eternal Castle [Remastered]

078  Sniper Elite VR

080  Legend Of Mana

081  Little Witch Academia: VR Broom 

Racing

082  F1 2021

084  Dungeons & Dragons: Dark 

Alliance

088  Curved Space

088  Merrily Perrily

088  Vader Immortal: A Star Wars VR 

Series

089  Where The Heart Leads

090  Doom Eternal [PS5 update]

091  Doki Doki Literature Club Plus!

092 Guilty Gear Strive [online]

094 DLC & live games

096 Hall of fame: PS5

098 Hall of fame: PS4

100 Hall of fame: PSVR

RetroStation
104  Classic game: Beyond Good & Evil

106  Memory card 

107 Defend your hero: Noctis

108  Feature: Die Hard Trilogy 
Three games in one package? 

Welcome to the party, pal.

112  Play now: Sonic The Fighters

113  A brief history of: Ezio Auditore  

da Firenze

114  Parting shot
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Insider

 Walk around crime scenes 
and morgues, investigating 
decapitated heads.  

Getting you closer to 
PlayStation’s most 
exciting stories, 
people, and culture  

Vampires still have to 
make choices. Like who 
to bite, and what type of 
blood they fancy.
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Vampires, kickflips, 
revolution, RoboCop

12 NIHON FALCOM 
Localise four JRPGs at once? Mission accepted!

16 THE LAST OF US PART II
We’re clicking with this anniversary merch.

18 AVATAR: FRONTIERS OF PANDORA
Ubisoft’s Snowdrop Engine is upgraded.

Even your failures might look 
good on camera, but it makes 
it all the more rewarding to 
pull off your tricks.

e have to hand it to Nacon. The 
publisher knows how to get our 
attention – with a lineup that included 
a bite of everything. Literally, in the 
case of Vampire: The Masquerade – 
Swansong (whose release date shifted 

to Feb 2022), which gave the show a gory introduction. 
Games based on the World Of Darkness tabletop have 
been springing up all over the place lately, but for our 
money Swansong’s the one to watch.

It’s a narrative RPG, so don’t expect large skill trees of 
gore-soaked combos. But as it’s from Big Bad Wolf, the 
developer behind The Council, we’re intrigued. The action 
looks like it takes cues from the studio’s historical 
mystery, which combined dialogue choices and light 
adventure game elements with a skill system to create a 
unique breed of story-centric game.

Here you walk around crime scenes and morgues, 
investigating decapitated heads in a very vampiric take on 
the genre, which plays to the strengths of the original 
tabletop RPG. You play three 
characters from different 
Camarilla clans, each offering 
a different perspective on the 
web of politics and conspiracy 
that affects the existence of 
vampires and their ability to 

uphold the titular masquerade, the law 
that forces them to keep vampirism a 
secret in order to control humanity.

Moving from fangs to fists, we were 
treated to the welcome return of Zeno 
Clash developer Ace Team with Clash: 
Artifacts Of Chaos (out June 2022). With a 
fantastic, off-kilter art style, it’s like a mix 
between Oddworld and Absolver. Playing 
as a humanoid named Pseudo, you need 
to protect a small creature with a healing 
ability. To do so, you use the most 
dangerous weapon there is – your own 
hands – to deliver flurries that can disarm 
even the biggest foes. It’s wonderful to see 
the dev back doing what it does best.

VIVE LA ROBOLUTION!

Speaking of devs we love to see, Spiders is 
back, and we got a look at SteelRising in 

action. Taking place in an alternate-reality 
version of the 18th century, this French 
Revolution is less ‘let them eat cake’ and 
more ‘let them drink gutter oil’, as you play 
Marie Antoinette’s automaton bodyguard, 
Aegis. You explore a ravaged Paris 
swarming with mechanical foes, each 
encounter promising to put you to the test 
as you dismantle rivals piece by piece. 
Spiders is known for its inventive RPGs, 
and this could be its most ambitious game 
to date, a cog’s throw from being a 
soulslike. The robo-revolutionary setting 
means we’re intrigued to see how it turns 
out come its June 2022 release. 

W

No matter your predilection, Nacon Connect 
had something for everyone

INSIDER HIGHLIGHTS

 This French Revolution is less 
‘let them eat cake’ and more ‘let 
them drink gutter oil.’ 
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Favour one side of 
Gollum’s personality 
over the other and 
it’ll become stronger.

One of the earliest games to be 
confirmed for PS5 was The Lord Of The 
Rings: Gollum, Daedalic’s twist on the 
fantasy epic, set between The Hobbit and 
The Lord Of The Rings and based on the 
books rather than the movies. Information 
has been sporadic, but we’ve now seen 
detailed designs for some of the characters 
and environments Sméagol will interact 
with as he searches for his Precious. We’d 
previously been shown some in-game 
activity, and while we’ve yet to truly see 
how it’ll all fit together, the visual design is 
shaping up to be really impressive.

Conceptually the game plays to the 
developer’s strengths, promising plenty of 
narrative choices and a push-pull between 
Gollum and his better half, Sméagol. 
Using stealth and agility, he’ll be sneaking 
all around these beautifully realised 
spaces in Middle-earth.

It’s just a shame he won’t be getting on 
a skateboard, as given his mobility he’d be 

able to pull off some sick tricks. Crea-ture 
Studios’ skateboarding sim Session has 
been in early access on PC, and at Nacon 
Connect we were told it’ll grind its way 
onto PS5 and PS4 when it’s fully released 
in summer 2022, and that Daewon Song 
will appear as a playable skater.

Like Skate, Session eschews the 
arcadey one-button combos of Tony Hawk 
in favour of something more manual, 
where even pulling off a flip trick down 
some steps feels like an achievement. 
Each stick on the DualSense represents a 
foot to give you full control, and it boasts 
1:1 recreations of skate spots that include 
venues in New York and Philadelphia. 
Naturally, you’ll be able to capture your 
successes by making skate tapes.

IN THE TRENCHES

Two teasing announcements captured our 
imaginations for projects in the more 
distant future. First, the WW1-set Ad 

Infinitum from German studio Hekate, 
which seems to be a truly gnarly horror 
set in the midst of the real-life horror of 
the hugely violent war. You play as a 
soldier who realises something terrifying 
seems to be feasting on the devastation, 
and you need to use grounded skills to 
survive when the game’s released in 2023.

Also arriving in that far-off future is 
RoboCop: Rogue City from Teyon. The 
developer has been working its way 
through ’80s licences, having worked on 
Rambo: The Videogame, and Terminator: 
Resistance. While the former was shaky, 
Teyon’s gone from strength to strength, 
and even a schlocky shooter with 
everyone’s favourite crime defender is 
sure to be a good time.

Rogue City promises to be a take on the 
science-fiction legend that’s faithful to the 
spirit of the original movie, a dark satire 
on the evolution of policing. You take on 
the role of the part-man, part-machine, 
all-enemy-of-crime via FPS action that 
has you blasting your way through the 
streets to achieve justice, no matter what 
the cost or how much blood you spill.

 We’ve seen detailed designs for some 
of the characters Sméagol will interact 
with as he searches for his Precious. 

 Looking forward to any of these? Let us 
know: play@futurenet.com

THINKING HARDWARE
Nacon might be best known for third-party licensed 
peripherals. The newly announced Rig 400 and 500 
headsets join the Rig 200 streaming mic, and a new 
version of the Daija Arcade Stick is now bespoke-
made for fighting on PlayStation 5.
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1

3

5

4

2

1  When steel rises, it must also 
fall. Into the soft parts of your 
enemies, in this case.  
2  Gollum’s small size means 

he’s built to be sneaky, but he 
can get nasty when cornered. 
3  “Fancy a bite? I no(sferatu) 

a place that doesn’t suck.” 
4  Pseudo knows how lay 

down a satisfying 
smackdown, and Clash 
looks great while doing it. 
5  Ad Infinitum looks to 

be an unsettling and 
sobering horror 
grounded in the terrors 
of WW1, with a 
supernatural twist.



Taylor- 
made news
Oscar Taylor-
Kent’s news slap
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CHANGE OF DIRECTION
Two big-name game directors who have stepped 
down from large studios have launched new ones. 
BioWare vet Casey Hudson has built a new squad 
with Humanoid Studios, and Rockstar’s Dan 
Houser has formed Absurd Ventures.

E

If you can’t get enough 
of the beautiful scenery, 
good news – you’re 
getting a new island.

Ghost Of Tsushima Director’s Cut is 
coming to both PS5 and PS4

A cut above

ven though Ghost Of Tsushima’s 

developers are passionate about cinema, 

it’s perhaps a touch unclear what a 

director’s cut of a game actually is. After 

the studio cut of a film has made its way 

through the box office, most of us know a director’s cut 

as a marketing term for a re-edited rerelease of a film 

that supposedly reflects the director’s vision more 

closely. Ghost Of Tsushima isn’t losing anything as it’s 

rereleased on PS4, but it is gaining a new island to 

explore as well as new-gen features for its debut on PS5.

More than a year after the original’s release, Ghost Of 
Tsushima Director’s Cut will deliver an expanded vision of 
Jin’s story on 20 August. In addition to everything in the 
base game and all the post-release material that’s been 
issued since then, this version introduces a plot thread 
winding its way through the neighbouring island of Iki. Jin 
ventures there to investigate rumours about the Mongols 
extending their invasion to Iki and is soon confronted by 
his own past. Beyond this new story and its characters, 
the island also introduces extra enemies, techniques, 
armour, and much more. Both PS4 and PS5 players will 
be able to explore this environment (and hunt down all its 
trophies) from the beginning of the base game’s second 
act, after Jin travels to Toyotoma in the main story.

On PS5, Director’s Cut also introduces a number of 
quality-of life-enhancements, including lip synching for 

the Japanese voiceover track. The devs 
explained that PS5 players would be 
getting this particular feature thanks to 
the new-gen console’s ability to render 
cinematic cutscenes in real-time.

BLEEDING EDGE 
Naturally, that’s not the only new-gen bell 
or whistle Director’s Cut will make the 
most of on PS5. The base game, the 
multiplayer Legends expansion, and the 
Iki content will make use of the 
DualSense’s haptic feedback capability. If 
you’re one to clash blades while wearing a 
pair of headphones, you’ll be pleased to 
hear there’ll be 3D audio enhancements 
too. The PS5 version will also see 4K 
resolution options as well as up to 60fps.

If you own the game on PS4, you can 
upgrade to Director’s Cut for about £20 or 
upgrade straight to the PS5 version for 
about £30. A free update including much 
smaller improvements based on fan 
feedback is on the way too.

 You can upgrade to or buy Ghost Of 
Tsushima Director’s Cut from 20 August.

F
ollowing a report from 
Bloomberg, Ubisoft has 
confirmed the existence 

of Assassin’s Creed 
Infinity, the next big project
for the action stealth series.

The title ushers in a 
change in structure, bringing 
Ubisoft Montréal and Quebec
together – usually they 
would trade off entries in the 
series (the former did
Valhalla, while the latter did 
Odyssey, for instance). This
means Clint Hocking and 
Jonathan Dumont will both 
serve as creative directors 
for their respective studios.

But what is Infinity? This
was left unconfirmed. 
However, given the title and 
the report the announcement 
was in response to, the 
rumour is it’ll be an online 
hub, with multiple settings 
that evolve over time. In 
effect, it sounds like many 
games could live inside the 
platform, making it the 

answer to the question 
of how Ubisoft could 

iterate on a game 
world a step at a
time, taking cues 
from the likes of
GTA Online and
other hits.
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Basketball’s an art

piece. Provided with plenty of footage, he 
wanted to combine headshots and action 
shots, which he put together into a sketch. 
“It’s very normal to submit your idea, and 
then there are major revisions, [but] they 
were like… there were none,” he laughs.

“Sports illustration has existed for a 
long time,” notes Palmer. Basketball is 
particularly inspiring. “If you love painting 
figures, you can see the figure,” he says, 
comparing the sport to other, more 
padded, activities. “And, if you think about 

watching a basketball game – every game, 
there’s an incredible move or two that you 
perhaps never have seen before. Some of 
these dunks are amazing, some of these 
jumps… Kevin Durant’s jump shot [on the 
cover] is beautiful, you know?”

Palmer says his approach was to 
create something akin to an “action movie 
poster” with “the stars, and then an action 
shot of them with a lot of energy and 
colour behind them.” He’s curious as to 
how his painterly approach will be 
received. “I think, based on what I did, 
because it still has a very colourful, playful 
kind of energy, that people are going to 
respond positively to it.”

is America Must Change 

series of paintings graced 

the cover of TIME 

magazine, and even if you 

missed those you’re sure 

to have seen Charly Palmer’s art 

somewhere. You might not expect an 

acclaimed artist to be painting videogame 

box covers – but his work is the perfect 

way to celebrate 75 years of the NBA.

“I had total freedom,” Palmer tells us 
when we ask how he approached the 

 Some of these dunks are amazing, 
some of these jumps… Kevin Durant’s 
jump shot is beautiful, you know? 

Artist Charly Palmer on painting NBA 2K22’s cover art

 Publisher 2K Sports will dunk NBA 
2K22 in our baskets later this year.

Legendary players 
Kareem Abdul-Jabbar, 
Dirk Nowitzki, and 
Kevin Durant changed 
how the game is played.
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1 2 3

1  Trails Into Reverie’s 
Japanese title references 
new beginnings.  
2  Untranslated events 

were important to later 
games. 3  Randy Orlando, 
with flowing red locks, was 
a core cast member.

 Expect to play more Nihon Falcom 
JRPGs on PS4 sooner rather than later.

D E V  A C C E S S

Trails towards the future
Nihon Falcom celebrates 40 years  

by releasing a slew of JRPGs in English

ew developers boast a history like Nihon 
Falcom’s. Founded in 1981, it’s one of the 
oldest studios still making games. Known 
for JRPG series like Ys, Tokyo Xanadu, 
and The Legend Of Heroes, it has fostered 

a dedicated fanbase during that time, growing in the 
West in recent years. To celebrate four decades of 
making games, it’s announced four new translations via 
longtime publisher NIS America.

The games are: The Legend Of Heroes: Trails Into 
Reverie, which continues the Trails series; the previously 
PSP-exclusive The Legend of Nayuta: Boundless Trails; 
and both The Legend Of Heroes: Trails From Zero and 
The Legend Of Heroes: Trails To Azure, a duology of 
originally PSP-exclusive adventures. These JRPGs are 
all story-heavy, featuring lengthy scripts, which has 
made translating them into English a costly process, 
and therefore something of a risk. Despite that, fans 
have been eager to explore these Japanese-only titles 
for a while and soak in 
more of the universe, even 
if they are older releases.

“The Trails series has 
been gaining more 
recognition than ever 
before, and I think people 
are paying more attention 
to titles that have yet to be released,” says company 
president Toshihiro Kondo when we ask about bringing 
the older titles over. “Our fans are passionate, and have 
been asking for a while now that we do more on this front. 
I’m grateful to finally be able to respond to them.”

BUILDING A LEGACY

For Kondo, it’s important to treat the studio’s history 
of releases with respect. Last time we checked in with 
the studio, he compared the story-heavy titles to novels 
that fans might want to go back and reread at any 
time. “One thing it’s important to do is regularly remake 
and port games as often as possible, so that they can 
be played on current systems,” says Kondo, citing both 
PlayStation (all the announced titles are heading to 
PS4) and PC. Just in case, Kondo also informs us that 

“in Japan there are even hardcover books 
published which contain summaries of 
our various content.”

We ask what’s made some of these 
titles so enduring across 40 years. “The 
first step is to make the game properly,” 
says Kondo. Doing so gives the studio a 
degree of both “motivation and [a] sense 
of accomplishment”.

“Falcom’s titles are often well-received, 
and maintain a decent reputation even 
after a long time has passed,” says Kondo. 
“When we released Ys Origin on [PC] 
many years after its original release, it 
sold many times more than the original. 
Gone are the days of a title being ‘done’ 
once it is finished being made – and 
remasters are very important as a way to 
increase the number of opportunities for 

people to pick up a given title.” A truly 
great game can stand the test of time, and 
who among us hasn’t discovered a new 
favourite among games we missed the 
first time around?

EPIC TALES

“Until fairly recently, I thought that games 
like ours, which consist largely of stories 
and text, and also of Japanese ideas about 
fantasy, would not be accepted [in the 
West],” says Kondo. In previous 
generations “we did not have much 
success,” he explains.

“Now that Japanese anime and manga 
have become more accepted, I think that’s 

the basis for it,” he says when we ask why 
the situation has changed, though he’s not 
completely certain. But when you can 
easily switch from playing games to 
watching anime on PS5 at a press of a 
button, we suspect that’s a strong factor.

With lengthy scripts and character 
reactions that change so often, Nihon 
Falcom’s series would make the likes of 
Mass Effect blush. But, where so much 
text is fresh, Kondo owes some of the 
studio’s success to being unafraid to 
“reuse”. “This term has some negative 
connotations associated with it, but it is a 
system where map and character data are 
reused rather than retired after a single 
title,” he says. It’s a smart way of working, 
and allows the studio room to be even 
more ambitious with its narratives

Nihon Falcom is a studio where fans of 
its particular type of games come together 
to make more of what they love. “We 
would like to continue to make games that 
meet the changing needs of the times 
while keeping that in mind,” Kondo says of 
the next 40 years.

 Gone are the days of a title 
being ‘done’ – remasters are 
very important to people. 

Tio Plato – with the blue hair – tests out the 
Orbal Staffs introduced in many LOH games. 

F
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Do not adjust your 
glasses. Boundless 
Trails’ Noi is a  
30cm-tall fairy.
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ESCAPE FROM MONTREAL
2013’s standalone expansion Blood Dragon 
presented a cheesy action-movie view of the year 
2007. You play as the cybernetically enhanced 
Sergeant Rex “Power” Colt as he fights for the girl 
and the world. Roll on the Remaster!

D

Wise monkeys Joseph 
Seed, Vaas Montenegro, 
and Pagan Min are back 
for more mayhem.

Far Cry 6’s DLC resurrects classic villains

Back from the dead

ictator Antón Castillo, as played by 
Giancarlo Esposito, has it all: charisma, 
nerve, menace and power. But while 
Castillo may be the series’ future, Far Cry 
6 will also be looking to its past in the 

just-announced season pass. In post-release DLC, you’ll 
get the chance to play the villain for a change.

Classic series’ antagonists Vaas Montenegro, Pagan 
Min, and Joseph Seed each find themselves in what at 
first appears to be a dream. Vaas sees himself on 
television, Pagan enjoys a moment of peace with his 
family, and Joseph sees his apocalyptic church regrown. 
But the layers of each supposedly pleasant scene peel 
back to reveal a nightmare, and each antagonist’s own 
personal hell beyond it.

 
UNLEASH THE BEAST  
What’s brought these baddies here has yet to be revealed. 
While probably far from the only one surprised to be alive, 
we hear Joseph Seed question the nature of the reality he 
finds himself in, asking “Is this a test? A dream?” 

A strange disembodied voice answers: 
“An opportunity.” 

What these villains are auditioning for, 
and who is playing the role of casting 
director, remains to be seen. As we get 
glimpses of each character’s dreamscape, 
you can be sure there are plenty of surreal 
shenanigans to get through before we 
reach the bottom of this rabbit hole.

Also announced was the return of Far 
Cry 3’s Blood Dragon DLC. While details 
on this remaster are scarce, we do know 
that picking it up as part of the season 
pass will net you goodies for Far Cry 6’s 
main campaign. They include new threads, 
weapons, a vehicle, a weapon charm, 
something cute for your dashboard, and 
even a Fang For Hire. 

 Which villain do you want to meet 
again? Tweet us @PLAYgamingmag

“FOR ME, FAR CRY SERIES 
IS LIKE OTOME GAME! I 
AM LOOKING FORWARD 
TO SEEING HOW YOU 
THRILL ME.” IKUMI

NAKAMURA VOICES HER 

LOVE OF THE SERIES IN A 

RECENT COMIC. 

“TAKING A LIL SIPPY SIP
OF ICE COLD… WATER 
EVERY TIME SOMEONE 
SAYS ‘WOW THE PEOPLE 
WHO MADE LOKI REALLY 
LOVE CONTROL.’” REMEDY 

COMMUNITY MANAGER VIDA 

STARCEVICON CONTROL 

BEING COMPARED TO THE 

DISNEY+ SERIES.

“SO MANY GAMES 
REFUSE TO LET ME DATE 
THE CUTE ROBOT. SO 
MANY GAMES FAIL ME.” 

CRYSTAL DYNAMICS’ LEAD 

WRITER SAMANTHA 

WALLSCHLAEGER REFLECTS 

ON THE PLIGHT OF LOVERS.

PlayStation 
voices
The month in 
mouthing off
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The AIs have it

which is sure to spiral out in bizarre 
directions if the first game is anything to 
go by. In that one, a serial killer stealing 
eyes had us hopping through dream 
worlds to uncover the truth.

Back then we played detective Kaname 
Date and his AI partner Aiba. In this one 
Mizuki Okiura takes the lead – that’s Date’s 
adopted daughter, who has unexplained 
super-strength. Years have passed since 
the first game, and the 12-year-old we 
knew has grown up to become a Special 

Agent and teamed up with Aiba to solve 
the Half Body “serial killings” (which 
suggests more bodies will appear).

Kotaro Uchikoshi, the writer of the first 
game and creator of Zero Escape, is 
returning, so expect a game filled with 
memorable characters, branching 
storylines, and a twisting mystery that 
connects multiple narrative branches in 
an inventive way. We’ve yet to see how 
Mizuki will carry out her investigation, but 
given her partnership with Aiba it’s safe to 
assume that we’ll see a return of dream 
diving, where a detective can Psync with a 
suspect or witness to explore their mind 
in mini-adventure-game fashion.

urder mysteries often 

begin with a body being 

discovered. But half a 

body, less often. When just 

the right-hand side of a 

corpse is discovered, the left-hand side is 

thought to be missing forever. However, 

six years later the missing side of the 

body turns up, with no decay, as if it has 

just been freshly sliced.

So begins AI: The Somnium Files – 
Nirvana Initiative’s central investigation, 

 Six years later the missing side of the 
body turns up, with no decay, as if it has 
just been freshly sliced. 

AI: The Somnium Files’ sequel loads up more mystery

 Solve the mystery when Nirvana 
Initiative comes to PS4 in spring 2022.

The first game left 
many questions about 
Mizuki open. Could it be 
time to find out more?
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GEAR: STUFF WE LOVE 
Collectibles?  
Go figure!

THE DARK PICTURES: HOUSE OF 
ASHES – PAZUZU EDITION
BANDAI NAMCO  £49.99  STORE.BANDAINAMCOENT.EU

This reasonably priced collector’s edition comes with 
DLC, stickers, art print, pin, and an “underworld 
creature” figure (9x9x10cm). The only downside is it 
spoils the creature design that was otherwise 
delectably teased in the trailer. Alas. But at least this 
winged monster will provide a memento of the 
terrors that you’ll face down below come October.

JUNKO ENOSHIMA – POP UP 
PARADE
GOOD SMILE  £44.99  DEKAIANIME.COM

Celebrate ten years of Danganronpa with this 
17cm-tall statue of fan favourite “ultimate student” 
Junko Enoshima, and experience true despair. One 
thing that won’t make you despair is the price. The 
Pop Up Parade line is designed to have low costs 
and fast delivery, with these pre-orders going out 
around October, so don’t delay this class trial.

FINAL FANTASY VII REMAKE – 
JESSIE, CLOUD, MOTORBIKE SET 
SQUARE ENIX  £349.99  STORE.EU.SQUARE-ENIX-GAMES.COM

Recreate the minigame with this collection of figures 
from Square Enix’s own Play Arts Kai line of 
detailed, poseable models. The motorcycle is the 
same as the one used in the game, and features 
individual Jessie and Cloud figures, explaining the 
high price. The latter is an updated version of the 
standalone, designed to interact with the bike.

THE LAST OF US PART II –  
ABBY STATUE
DARK HORSE  $199.99  DIRECT.DARKHORSE.COM

One of many new items released to celebrate the 
game’s first anniversary, this 14-inch statue stands 
out. Featuring Abby in her hammer-and-pistol pose, 
this intricately crafted rendering is worth the high 
price tag. She’s built as a follow-up to Dark Horse’s 
previous Ellie statues (one with a bow, and one with 
a machete), so will fit alongside them on any shelf.  
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games, it’s a luxurious production. It’s split 
into sections going over the history of the 
genre, collecting series and subgenres 
together in a smart way that’s fantastic to 
browse. It doesn’t turn its nose up at any 
part of the genre, and is the perfect thing to 
read when your eyes get too tired from 
playing the lengthy adventures.
 
Get your own copy from bitmapbooks.co.

uk for a very reasonable £34.99.

I love JRPGs, and that 
makes A Guide To 
Japanese Role-Playing 
Games the perfect coffee 
table book for my guests to 
flip through when they’re 
not admiring the curvy 

shape of my PS5 across the room. In 
hardback, with 652 thick pages (don’t you 
love the feel of quality paper?), and 
featuring plenty of information on over 600 

80s JAMMING
This Yakuza 0 deluxe vinyl comes with 
two discs (green and blue), and 
features remasterings of the game’s 
bops from lacedrecords.co.

J E S S ’ S  R E A L  D E A L

The big Silent Hill announcement turned out to be... a store at officialkonamishop.com. 1 There’s a Red Pyramid Thing pillow ($39.99) 2 and a Halo Of 

The Sun pillow ($39.99) to create a home even Pyramid Head could chill in, and items of apparel like 3 the footalicious Fully Loaded Hoodie ($56) and 
4 Inside Silent Hill Distress Hat ($29.99). Over at gear.eu.playstation.com TLOU2’s first anniversary is being celebrated with 5 a record of Gustavo 

Santaolalla and Mac Quayle’s soundtrack (£39.95), a 6 Leather Dopp Kit for carrying your own healing kits (£48.95), and 7 a hammer and switchblade 

shirt in khaki or black (£92.95). And, for the academic cordyceps fan, there’s 8 a limited-edition notebook set from cookandbecker.com (£89.24).
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Ubisoft teases what’s possible 
with updated Snowdrop Engine

Welcome back 
to Pandora

tandalone game Avatar: Frontiers Of 

Pandora promises to make the most of 

bleeding-edge tech, with an updated 

version of the Snowdrop engine bringing 

the planet of Pandora to life. Snowdrop has 

previously been used to power The Division series’ 

believably cluttered urban battlegrounds, but here it’s 

been pushed further to realise dense forests on the 

ground and breathtaking vistas from the air.

A micro-detail system allows for thousands of assets 
within a single frame. The automated placement of 
vegetation and the use of complex, interactive shaders 
makes for biomes you’ll want to reach out and touch, while 
the volumetric cloud system is just one of many features to 
entice you into the air. Besides global illumination and 
realistic reflections bringing the world to photorealistic life 
during the day, ray tracing will also conjure up Pandora’s 
bioluminescent nights. With that much tech, it’s no wonder 
this adventure has to be a new-gen exclusive.

That’s not all, as NPCs will deepen your immersion in 
the world. Characters you meet can react to a number of 
variables such as the weather, the time of day, player 
progression, and the state of the world.

This isn’t just a big leap forward for the engine, it’s one 
the studio as well. You’ll be able to revisit Pandora in 2022.

S
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Legs twitch from the head of Diablo 
IV’s recently revealed parasite demon 
enemy. Take a look at your own risk.

08
Days (approximately) between the 
announcement of a new Mana game 
and the release of Dawn Of Mana.

5,110

The price of the Oddworld: Soulstorm 
collector’s edition. It includes a nine-
inch figurine and a 160-page artbook.

£129.99

Units of the annoyingly named Nier: 
Replicant ver.1.22474487139… have 
been sold since its late April debut.

1,000,000

Days passed between Cyberpunk 
2077 being removed from and then 
relisted on the PlayStation store.

186
Super Bowl MVPs on the special 
edition cover of Madden 2022: 
Patrick Mahomes and Tom Brady.

02
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Sony’s acquired Housemarque and Nixxes; the team 
have thoughts on what it should buy next

DEBAT E

HOW ABOUT 
NOTHING? SONY 
DOESN’T NEED TO.

Sony seems to be trying to 
do everything bigger and 
better nowadays – but if it 
and Microsoft keep 
gobbling up studios we’re 
going to be left with a 
choice of lengthy, shiny, 
safe games from two 
massive firms, or 
experimental offerings 
from tiny indies. Not much 
choice for those of us who 
love risk-taking double-A 
7/10 games. Plus Sony 
recently closed Japan 
Studio. So I don’t want to 
see Sony buy more, I want 
to see it collaborate with 
indie devs, helping them 
make and launch specific 
games without taking 
creative control away from 
them long-term. n

GIVEN SONY AND 
FROMSOFTWARE’S 
HISTORY, THE ELDEN 
RING DEV WOULD BE 
AN IDEAL PURCHASE.

The two Japanese giants 
go way back with titles 
such as King’s Field and 
Armored Core on PS1, the 
Tenchu series appearing 
on PS2 and PSP, and more 
recently the punishing 
soulsborne games. Elden 
Ring looks set to take it to 
the next level in terms of 
narrative and scale, and 
the studio feels like it 
would be the perfect fit for 
the ever-growing 
PlayStation Studios. We’ve 
seen Bluepoint’s remake 
on PS5, but imagine a new 
Souls game exclusive to 
PS5 with all Sony’s 
resources put to good use. 
Praise the sun indeed! n

COMBO A FIGHTING GAME DEV 
WITH ITS EVO PURCHASE FOR A 
PERFECT GAME.

IT SHOULDN’T 
ALWAYS BE A CHOICE 
BETWEEN GOING BIG 
OR GOING BUST.

PlayStation Now already 
offers access to a variety of 
online multiplayer titles but 
could the subscription-
based service be put to 
better use by cutting 
through the guff of 
microtransactions? Picture 
this: a brand-new 
character in Apex Legends 
offered completely free of 
charge – but only to Now 
subscribers. If you’ve been 
dutifully picking up freebies 
through, say, Twitch Prime 
then the idea is far from 
new to you. A partnership 
with a subscription-based 
service such as PS Now 
could defang the risk for 
any smaller studio hoping 
to debut its new online 
multiplayer title. Could this 
be where Remedy’s 
just-announced 
multiplayer Control 
spin-off, code-named 
Condor, first finds its feet? 
Time will tell. n

Developers aren’t the only things a 
games company can buy, as Sony 
proved at the start of the year when 
it acquired the Evolution 
Championship Series (commonly 
known as EVO), one of the biggest 
fighting game tournaments in the 
world. It was a move that raised 
some eyebrows, but when you think 
about it, it makes sense. PlayStation 
already has a rich fighting game 
history, with console exclusives 
ranging from Street Fighter V to 
Star Wars: Masters Of Teräs Käsi, 
and consoles are easier to set up at 
events than gaming PCs. It’s Arc 
System Works that draws my 
attention. The studio’s grown 
massively in the last few years, and 
its latest game, Guilty Gear Strive, is 
also exclusive. Whether Sony 
brought the studio first-party or just 
worked more closely with it, I’d love 
to see a fighting game partnership 
flourish with the veteran team. n

JESSICA KINGHORN
GAMES EDITOR

MILFORD COPPOCK
MANAGING ART EDITOR

MIRIAM MCDONALD
OPERATIONS EDITOR

OSCAR TAYLOR-KENT
ACTING EDITOR

 FromSoftware feels like 
it would be the perfect fit 
for PlayStation Studios. 

What other studios should 
PlayStation partner with?



SUBSCRIBE TODAY AND SAVE!  

www.magazinesdirect.com/t3-magazine

 ON SALE NOW!

Available at WHSmith,

or simply search for ‘T3’ in your device’s App Store



022 The PlayStation Magazine

INSIDER

1

2

3

These original performances make 
games a song and dance in the best way

Musical numbers

IN 
THE 
MOOD 
FOR…

Did we miss your biggest banger? Got a brilliant In The Mood For idea? Show and tell at twitter.com/opm_uk.

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

The Last Of Us Part II
The guitar is central to the Joel-Ellie 
dynamic and the theme of revenge. 
Ellie serenading Dina with A-Ha’s 
Take On Me is a high point, though.

Devil May Cry 4
Kyrie’s singing juxtaposes Nero’s 
bombastic bust-up with demons in a 
way that’ll leave you smiling, though 
we wish we were doing the punching.

Mass Effect 2
Mordin the scientist Salarian gives 
Shepard a little taste of his Gilbert 
and Sullivan days but it’s over all too 
quickly. Just imagine a Citadel Revue!

1  THE WITCHER III
Relationship drama is bad 
enough but it’s even worse 
when other people write 
ballads about it. Geralt’s bard 
buddy Dandelion has taken 
on an apprentice, Priscilla, 
and spilled the beans about 
the Witcher’s love life. 
Priscilla sings ‘The Wolven 
Storm’ and leaves nary a dry 
eye in the alehouse.

2  PORTAL 2
Long-suffering test subject 
Chell is seen off from Aperture 
Science by a choir of turret 
bots, but when the credits roll 
her tormenter has the last 
word. Super-computer 
GLaDOS reflects on the pair’s 
relationship while snidely 
intoning she’s glad to see the 
back of her in ‘Now I Only 
Want You Gone.’

3  PARAPPA THE 
RAPPER
This is full of bangers but one 
in particular has been stuck 
in our heads for nearly 20 
years. Instructor Mooselini’s 
Rap has it all: a groovy piano 
sample, simple but satisfying 
lyrics, and the relatable fear 
of failing your driving test. 
Step-step-step on the gas!

4  FINAL FANTASY X-2
Starting things off with a 
bang, someone impersonates 
renowned summoner Yuna to 
perform the catchy, trashy 
pop song What Can I Do For 
You? Yuna later performs for 
real and the sheer emotional 
power of the tear-jerker 1000 
Words briefly calms the 
storm of the Thunder Plains.

5  YAKUZA 5
Baka Mitai, Hell Stew, 24 
Hour Cinderella – everyone 
loves karaoke. But becoming 
a pop idol is a whole other 
ball game. Eventually forced 
to choose between her career 
and her family, Haruka’s 
efforts culminate in a 
bitter-sweet performance of 
Dream. Keep the tissues close 
for that ending.

6  RATCHET & CLANK 3
Robo-singer Courtney Gears 
has an axe to grind with 
organic life. She’s not shy 
about it, performing pop bop 
Death To Squishies. Her boss 
fight is a memorable reprise 
that features deadly backup 
dancers, perilous pirouettes, 
and at least one reference to 
the pop princess who inspired 
the creation of Gears herself.

7  BATMAN: ARKHAM 
KNIGHT
Johnny Charisma is twisted 
by the Joker’s mutated blood, 
giving The Clown Prince of 
Crime the last word from 
beyond the grave through the 
spine-chilling number Can’t 
Stop Laughing. Bats plays a 
captive audience just long 
enough for Robin to bring the 
show to a close. 

8  AI: THE SOMNIUM 
FILES
This crime thriller features a 
twisty, branching narrative 
that you’ll have to replay 
multiple times to get the full 
scope of. The true ending 
treats you to the cast breaking 
out into a rendition of idol 
A-Set’s debut single Invincible 
Rainbow Arrow. When writer 
Kotaro Uchikoshi is involved, 
expect the unexpected. 

9  KENTUCKY ROUTE 
ZERO
For playable musical 
numbers, this one is right up 
there. Too Late to Love You, 
isn’t just an opportunity to 
steer the narrative through 
lyrical dialogue choices, it 
ends up becoming something 
far more revealing. 
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“BATS PLAYS A 
CAPTIVE AUDIENCE; 
ROBIN BRINGS THE 
SHOW TO A CLOSE.”
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Growing up with SMA [Spinal Muscular 
Atrophy] Type 2, I’ve struggled to play a lot 
of games. Some of the most popular have 
also been those with demanding combat 
and intense action to get my hands 
around, something I just couldn’t do. As 
time has gone on, however, it’s becoming 
increasingly clear that we disabled gamers 
are being seen as a mainstream audience 
that needs support to get into these 
games. Is this the start of a shift?

Before release, Ratchet & Clank: Rift 
Apart had a flashy State Of Play dedicated 
almost entirely to itself, which included 
something special. Out of the 15 minutes 
of gun-slinging, cartoon-platforming 
action, the thing that caught my eye the 
most was the accessibility menu proudly 
spotlit as a feature of the game. The 
menus were vast, with alterations being 
possible to accommodate for a whole 
range of accessibility issues disabled 
gamers can face. Colour options, control 
alterations, gameplay changes, and more, 
all being acknowledged. 

Seeing these features being called out 
by name as accessibility options was 
remarkable, especially as part of a main 
presentation. And it isn’t the first time 

Sony has done this. Accessibility has been 
a big part of a lot of high-profile 
PlayStation games recently. For example, 
the Last Of Us Part II is not only packed 
full of accessibility features, it has an 
entire web page dedicated to them to 
spread awareness. 

ACCESSIBILITY ARSENAL

Marvel’s Spider-Man: Miles Morales hosts 
a suite of accessibility features I used in 
my own playthrough on the PS5 launch 
day, erasing the stressful QTEs and 
helping me swing through the world with 
all the ease of a real pair of web shooters. 
Returnal is another example of a 
PlayStation game that sees the needs of 
disabled gamers and gives options to 
change the toggles/holds, the UI, the 
subtitles and the aiming. Even if less 
extensive in the accessibility department 
than the other games featured here, 
Returnal brilliantly challenges the notion 
that difficult games must be inaccessible 
games to preserve their difficulty. 

Ratchet & Clank went from hardly any 
accessible features in its 2016 remake to 
an all-you-can-access buffet of options in 
2021’s Rift Apart. Things are definitely 
moving, and they are moving in a direction 
that lets disabled gamers in on the fun. 

The more we see of games with 
accessibility features, however, the more it 
becomes painfully clear that it’s criminal 
we ever had big blockbuster titles without 
them. Bloodborne was hard for a lot of 
people, but for those of us with dexterity 
problems our only way to make the game 
much easier was to uninstall it. The effort 
Sony and its developers are putting into 
making games accessible for all is a 
beautiful sight, and it keeps me running 
(wheeling) back to their big titles time and 
time again. What matters now is this 
momentum doesn’t stop – it spreads. For 
all their hardware power and exclusive 
titles, the real feature to keep an eye on in 
the new-gen of consoles is accessibility.

Ratchet & Clank led the charge for 
accessibility, but will it catch on?

WRITER BIO 
Bobby Kent won’t 
stand for two 
things. One is 
inaccessibility in 
videogames. The 
other is at all, 
because he is a 
wheelchair user.

“EXCELLENT ACCESSIBILITY

OPTIONS SHOULD BE THE

STANDARD, NOT A BONUS”

 Disabled gamers are 
now being seen as a 
mainstream audience. 

OP I N ION

Rift Apart’s accessibility options include toggle 
rather than hold for continuous weapons fire.
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I know I’m not the only person still kicking 
themself for not realising the true benefit 
of Sony’s next-gen console sooner. Sure, 
4K graphics and a silky 60fps are all well 
and good, but it’s become increasingly 
clear in the months since PS5’s launch 
that the real potential for innovation lies 
directly in our hands.

The DualSense controller proved itself 
to be an amazing piece of kit right out of 
the gate, capable of vibrating and 
rumbling in ways to make every player 
feel more immersed in exclusives like 
Astro’s Playroom, Returnal, and Ratchet & 
Clank: Rift Apart. All three make excellent 
use of the gamepad’s built-in haptic 
feedback and adaptive triggers, whether 
it’s giving different sci-fi weaponry a 
specific level of tension depending on their 
unique function, or simply giving your 
palms a ‘sandy’ feel whenever you trot 
across a sunny beach. Despite 
PlayStation’s own studios expertly using 
the DualSense’s technical capabilities, I 
can’t help but feel that third-party titles 
currently leave a lot to be desired. 

By announcing next-gen updates to the 
likes of Crash Bandicoot 4, Tony Hawk’s 
Pro Skater 1+2, and others, publishers 

raise hopes that these slightly older 
experiences will now not only look better, 
but feel better to play too thanks to the 
DualSense. That’s why it’s disappointing to 
redownload a game and switch it to the 
PS5 version, only to find that pulling the 
trigger to use Neo Cortex’s ray gun offers 
a tiny bit more resistance, rather than 
something more thoughtful or exciting. 

It could be the case that third-party 
developers are still learning how to best 
utilise the DualSense. They’ve not had as 
much time to dig into the hardware as 
those sitting under Sony’s umbrella. It’s 
also yet another development hurdle to 
clear when making a game – and one that 
currently only benefits some players. As 
time presses on, though, I’m hopeful that 
the likes of Ubisoft, Activision, and EA will 
take more advantage of the DualSense’s 
impressive tech, especially since it will 
continue to be a distinguishing factor. 

CLICK, CLICK, BOOM
The next true test for the future of 
third-party DualSense support will be 
Deathloop. While Arkane’s time-looping 
shooter is a PS5 exclusive, it’s also not 
being developed by an internal studio. No 
doubt PlayStation and Arkane will continue 
to work together up until the game’s 
September launch, and it sounds like the 
studio has paid special attention to using 
the controller for shooting. Add a sensory 
twist to the powers like teleportation and 
it’ll be all the sweeter. Black Ops Cold War 
gave us a small glimpse of the distinct 
dynamism smart adaptive trigger 
implementation can have, but Deathloop’s 
world is full of supernatural powers and 
so is worthy of a lot more.

At present, top-tier Dualsense feedback 
continues to be mostly considered the 
cherry on top of an already delicious 
first-party dessert. If only third-party PS5 
games took more advantage to become 
more definitive, they could become 
elevated to something truly special.

One of PS5’s key differentiating 
factors isn’t being utilised enough

WRITER BIO 
Aaron Potter’s 
career revolves 
around pushing 
buttons. Is it too 
much to ask that 
his PS5 controller 
has the opportunity 
to push back?

“HAS ARKANE PAID SPECIAL

ATTENTION TO USING THE

DUALSENSE IN DEATHLOOP?”

 The real potential 
for innovation lies 
directly in our hands. 

OP I N ION

What will Deathloop’s time-jumping powers feel 
like? We can’t wait to leap in for ourselves.
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CAN I GET A RT?
The most pleasing tweetings  

from our timeline…

@JD_INCINERATOR
If PLAY ran a review of 
Lost Judgment it would 
be blank.....because their 
judgment has been lost...

@jitter_fly
@PLAYgamingmag
 Inwardly shouting YES 
YES YES to Oscar’s latest 
Opinion piece. Not a rare 
occurrence with this 
mag. The editors are *Ok 
hand*

@nDreamsVR
We’re thrilled to see 
that #Fracked has made 
it into THE HOT 50 list 
of games coming to 
PlayStation platforms 
soon! Thanks for 
including us,  
@PLAYgamingmag. We 
can’t wait to grab #PSVR 
by the Moves

@combat_wombat31
Wistful for more than 
just gaming mags, 
wistful for the days 
where you bought a 
game, took it home and 
played it straight away 
without worrying about 
Internet connections, 
other players, 
microtransactions or 
your favourite characters 
being reduced to a live 
service mess

“GIVEN THE EPISODIC NATURE OF 
FFVII REMAKE, IS IT LIKELY MANY OF 
US WILL NEVER SEE THE END OF IT?”

FOLLOW US HERE

STAR LETTER SHORT AND SWEET
Do you think there would be value in big 

blockbuster game developers offering  

a ‘short mode’ for all the people that 

find it difficult to make time for  

playing videogames? 

I like mostly single-player, 

story-led games and I always 

complete a game once I’ve started 

it. But my backlog of games is 

always increasing as it can take me 

months to complete a game, snatching 

an hour or two on the rare nights that  

I get a chance. 

Obviously it wouldn’t be quite as 

good as playing the game in its full 

glory but it would mean I could 

complete more games. And obviously 

the option is still there should you 

think a game is that good that you want 

the full experience. 

David Wright

Given we complete games before 

reviewing them, occasionally we do 

wish some were shorter. (We still 

remember the poor team-member 

who had to complete Persona 5 in just 

a few days.) However, we wonder what 

would get cut – battles? Conversations? 

We’re not sure developers could chop 

things back in a way to please everyone. 

Though if it means an end to tedious 

fetch quests, we’re in.

FINAL RITES
Given the episodic nature 

of FFVII Remake, and the 

wide scope of the original 

game, do you not think it 

somewhat likely that 

many of us will never 

actually see the end of it? I 

mean, I’m already 52, and 

the gang have only just left 

Midgar. It’s all very well 

for Cloud, Barrett, and 

Aerith - well, maybe not 

Aerith - as they don’t age, 

but us real-life characters 

don’t weather so well. 

Also, do you think the next 

proper instalment will be 

an open-world game?

Steve Cabus

We’d lay money on the 

next mainline Final 

Fantasy not being 

open-world, as there’s a 

story to see through. But 

we do think we’ll see the 

end of it eventually – and 

it’ll be worth waiting for.

CROSS PLAY
Is PS5 some big Sony 

scam? With the 

announcement of further 

“exclusives” now being 

cross-generation, I wonder 

if the PS5 was released 

18/24 months too early and 

released when it was to 

generate a big uptake in 

Sony’s revenue stream.

We are nearly a year into 

PS5’s life cycle and what 

great games have we had 

so far? SM:MM, Control, 

Dirt 5 are all great games 

but all cross-generational. 

Demon Souls and 

Returnal? Not my kind of 

games, but you seem to 

like them! Two games in a 

year is not a great output.

I know there must be 

others like me who were 

hitting refresh on their 

computers seemingly 

endlessly to get the shiny 

white mammoth feel a 

little let down by Sony and 

other developers for what 

has come since. 

Sony must do better, 

and quickly, for many PS5s 

not to end up as dust 

collectors.

Chris Brooker

We don’t think it’s a scam, 

but Covid hitting global 

supplies probably has 

resulted in a change of 

strategy. PS5 is a great 

game console, believe us.

#3 Aloy fronted an issue 
packed with the very best 
games in development.

facebook.com/PLAYgamingmag
gamesradar.com/playmag
twitter.com/@PLAYgamingmag
play@futurenet.com

@realjallen1981
Fantastic issue of 
@PLAYgamingmag
 once again. Your Hot 50 
issues are always the 
ones I look forward to the 
most every year. So much 
content and information 
to learn.

@Byronb_86
25 years since I fell in 
love with a Bandicoot
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NEXT 
MONTH
What’s the best 
game adapted from 
an ’80s or ’90s 
movie?

WHAT’S YOUR 

FAVOURITE 

ISLAND-BASED 

GAME?

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

EXIT 
POLL
Our Facebook  
fans answer a  
final question

24% Return to Far 
Cry 3, and the 
Rook Islands.

2% Deserve a 
Paddington Hard 
Stare for saying 
DOA Volleyball.

9% Find a way in 
Jurassic World 
Evolution.

19% Say 
Uncharted 
4 – off to Turtle 
Island!

15% Prefer to hunt 
for Drake’s fortune in 
the first Uncharted..

31%
Chose MGS, and 

chilly Shadow 
Moses.

01
Horizon Forbidden West
There’s no movement at the top of 
the Most Wanted list – Aloy’s still 
the girl with the golden touch.
Format PS5, PS4 
ETA 2021

05
Final Fantasy XVI
We’re still waiting for the 
next instalment of VII 
Remake – but a bit of Clive 
will do nicely. 
Format PS5 
ETA TBC

02
Gran Turismo 7
Has a new generation 
even begun without shiny 
cars? We’re still waiting 
for this one.
Format PS5 
ETA 2022 

04
Stray
This adventure starring a 
lost kitty’s found a home in 
your heart.
Format PS5, PS4 
ETA 2021

03
God Of War Ragnarok
We’re sure Kratos will accept sliding 
down to third place with his usual 
grace and dignity.
Format PS5, PS4 
ETA TBC

VOTE  
NOW!

Tell us the five games you  

can’t wait to play at  

play@futurenet.com

“WHY THE HELL WOULD IT NEED A DIRECTOR’S 
CUT? DID HE CONSULT WITH HIMSELF AND 
TURNED SOME OF HIS OWN IDEAS DOWN?”
JAIME RODRIGUEZ ISN’T UP FOR DEATH STRANDING DC

“THEY FORGOT TO ADD ALL 
THE OTHER MONSTER ENERGY 
DRINK AD PLACEMENTS!”
TIMOTHY JOHNSON HAS THOUGHTS
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“IT ALLOWS ME TO NAB 
SOME GREAT ACTION 
SHOTS OF LARA CROFT 
SWINGING ON ROPES.”



1

2

3
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H O N O U R A B L E  M E N T I O N S

Maxence 
Hardouineau
Game: Uncharted 4:  
A Thief’s End

Adventurers 
love exploring 
beaches. ”I 
tested all the 
possible 

situations a bit,” explains 
Max, before deciding “to 
show the beach and the 
sea with the presence of 
the character Nathan 
Drake in the centre to have 
all the elements, a bit like 
the Yin and the Yang.”

Dale Aistrop
Game: Gran Turismo Sport

“I chose Gran 
Turismo Sport 
because it 
doesn’t get 
enough credit 

for its amazing scapes,” 
says Dale. Its photo mode 
allows you to position cars 
for the perfect shot. “This 
game is a small niche for 
photography and most 
virtual photographers are 
not car gamers.” It’s one to 
look into if you’re hunting 
for a new way to snap.

Peter Trevena
Game: Assassin’s Creed 
Odyssey

“The beaches 
were always my 
favourite places 
to stop and 
start snapping 

due to how good they 
looked,” says Pete, who 
has sailed all around 
Ancient Greece looking for 
the best spots. His top tip: 
“Don’t try too hard when 
taking a shot, let the shot 
come naturally.” His next 
game? AC Valhalla.

N E X T  M O N T H ’ S  T H E M E  C O M B A T

1 2 3

T H I S  M O N T H ’ S  T H E M E  B E A C H E S

Hot 
Shots

We’re celebrating your very best 
PlayStation photo mode moments 

Winner

J
ust like Ms Croft, Erin 
has returned with 
another winning shot 

from the game. “As soon as I 
saw that amazing skull 
formation in the background, 
I knew it would make a nice 
photo,” she explains. It’s a 
game full of dramatic vistas. 

Erin’s choice of game 
comes from being inspired by 
other virtual photographers. 
Thanks to a good photo 
mode, it’s one that appears in 
the portfolios of many.

“I’ve been choosing games 
purely for their photo modes 
this past year,” Erin tells us. 
“This one in particular is 
popular for game 

photography because of its 
realistic and beautiful 
environment.” Beyond the 
appealing and varied level 
design, it helps that ol’ Crofty 
is nimble enough to strike 
interesting poses as well: “I 
also love how it allows me to 
nab some great action shots 
of Lara Croft swinging around 
on ropes, and hanging 
precariously off the sides of 
cliffs,” says Erin.

What’s next? Erin has been 
tackling Destiny 2, despite 
the lack of a proper photo 
mode. How does she do it, as 
it’s a tricky game to capture? 
“I turn the HUD off and use 
the old screenshot method.” 

Erin Sandler
Game: Shadow Of The Tomb Raider

WIN!   
The Art Of Samurai Shodown, 
worth £33.99

Pore over this hardcover artbook that dives into the reimagining 
of the classic SNK fighter, and looks at how the designers 
brought it back for the modern era. Composed of 288 pages, 
this hefty tome contains a peek behind the curtain at character 
designs, weapons, backgrounds, and costumes from the game, 
including documents and illustrations that show how the 
developers brought this unique fighting game to life.

TERMS & CONDITIONS By taking part in this competition, you agree to be bound by the terms and 
conditions below and the competition rules: www.futureplc.com/competition-rules/. Entries 
must be submitted by 23:59 on the closing date specified for the competition on www.twitter.com/
playgamingmag. The rules and results of this contest will be final and binding. In case of any 
dispute the decision of the company shall be final and binding upon all. Late or incomplete entries 
will be disqualified. Entry constitutes agreement by winners to be publicized and permission to 
use each winner’s name and entry without further compensation. Open to all, except employees 
of Future Publishing Limited (“Future”) and any sponsor or other party involved in the 
competition. There will be one (1) winner entitled to the products listed. Future reserves the right 
to substitute any product with an alternative product of equivalent value. Future reserves the 
right to cancel or modify the contest and its terms & conditions at any point of time without 
assigning any reason or any intimation whatsoever. The prize is non-transferable and  
non-refundable. There is no cash alternative. Sweepstakes void where prohibited.
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46 Marvel’s 
Guardians  
Of The Galaxy
This one is going to be Groot…

H I G H L I G H T S

PROJECT ZERO: MAIDEN OF BLACK WATER 38 | LIFE IS STRANGE: TRUE COLORS 40 | WRC 10 41 | RIDERS 
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“THERE’S NO 

SHORTAGE OF 

ENEMIES.”
34 Rainbox Six 
Extraction
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“DRONES CAN (AND 
SHOULD) STILL BE USED TO 
SCOUT THE WAY AHEAD.”

The team make up 
REACT, which stands 
for Rainbow Exogenous 
Analysis and Containment 
Team. Obviously.
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U
bisoft could be 

forgiven for 

continuing to sit 

comfortably on the 

popular and profitable 

Siege. After all, 

servers have been busy and updates 

have been plentiful since 2015. The 

next Rainbow Six, however, is an 

unexpected mixture of the familiar and 

the new, and it just might work.

Excepting the largely ignored PvE 

elements, Siege is a tense and often 

slow-paced 5v5 PvP experience. 

Extraction, on the other hand, is entirely 

PvE, and will involve a lot more action. 

An alien race known as the 

Archaeans has landed on 

Earth and taken over 

locations in New York, San 

Francisco, and Alaska. It’s 

your job as part of a team of 

up to three people (you can 

play solo if you’re brave) to 

infiltrate these locations, and 

complete objectives while 

defending yourself from a 

variety of often fast-moving 

creatures. It’s perhaps 

surprising, then, that all  

the player characters have 

been lifted directly from 

Siege, with a mix of attackers 

and defenders. 

There are some elements that will 

remain familiar to Siege fans. Nine 

Operators have been revealed so far, all 

of whom carry some of their signature 

weapons and abilities, although new 

upgrades and gear designed specifically 

for Extraction will be unlocked as you 

progress. Drones can (and should) still 

be used to scout the way ahead, and 

destructible environments remain. Siege 

characters look surprisingly comfortable 

here, as we see Alibi using her hologram 

decoy to draw fire and Sledge making his 

own door to surprise an enemy.

SIX SELLS
You’ll need to be aware of a substance 

known as Sprawl, a black goo that slows 

you down but speeds up the Archaeans. 

Fortunately, you can shoot it to clear a 

path, but that’s the least of your worries. 

The standard Grunts shouldn’t cause 

you too much trouble, unless there’s a 

whole pack of them. Spikers can attack 

from long range, however, 

while a Rooter can 

immobilise anybody stood 

directly in front of it. Other 

enemy types include the 

Lurker, which can turn other 

enemies invisible, the 

Smasher (a tank-type enemy 

with a weak spot on the back, 

who can, er, smash through 

walls), and the Breacher. The 

latter is that immensely 

annoying enemy type 

developers insist on using 

which runs at you before 

exploding, but thankfully – 

from what we’ve seen so far, 

at least – they don’t tend to gather in 

large numbers.

Although there’s no shortage of 

enemies, nor of hardware to make them 

explode, a stealthier approach will 

sometimes be your best option. The 

Archaeans react to noise, so it’s a good 

idea to avoid attracting attention for 

Rainbow Six  
Extraction
These operators lay siege to a new genre entirely

F A C T R I C K

Areas of the map taken 
over by the Archaeans are 
procedurally generated, so 

not predictable.

1 .  P R O C E D U R E S 

Because it’s a PvE-only 
game, Rainbow Six 

Extraction will support 
crossplay from day one.

2 .  C R O S S E D  L I N E S

Extraction is loosely based 
on Rainbow Six Siege’s 2018 
limited-time alien-battling 

mode Outbreak.

3 .  B R E A K I N G  B A D

Ubisoft’s Montreal division has been working on Rainbow Six games since 2003. It has also worked on 
some big-name licences such as Assassin’s Creed, Watch Dogs, Far Cry, and For Honor.

TRACK
RECORD

 FORMAT PS5, PS4 / ETA 16 SEP / PUB UBISOFT / DEV UBISOFT MONTREAL / PLAYERS 1-3
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choice of trusty Siege operators can help 

you out there. You can have Finka on 

hand to temporarily boost ally health 

and revive nearby downed teammates, 

and/or you can bring Doc and his stim 

pistol along, to heal or revive himself or 

another member of the team.

If you’re unlucky enough to be 

knocked into a Down state, you can still 

crawl around and fire your pistol, 

although your time is very much limited. 

If nobody manages to rescue you in 

time, you go MIA, in which case that 

character needs to be… you guessed it… 

extracted. This means going back into 

the map where they fell, and you’ll be 

unable to select that Operator for use 

until they’re rescued. Even if you make 

it out alive, your character will be classed 

as Inactive if their HP was particularly 

low, meaning they’re not an option until 

they’ve had time to recover. Death and 

injury that are both meaningful to the 

player? That’s one conclusion we didn’t 

expect to take away from Extraction.

IMPRESSIONS

A handbrake turn away from Rainbow Six 

tradition seems like something of a 

gamble, but it’s a decision that has 

resulted in the potential for a great co-op 

experience. Could be out of this world.

as long as possible. This can be 

achieved with a mixture of silenced 

weapons and close-up melee 

takedowns. One of the many possible 

objectives requires you to get up close to 

take samples from specific enemy types, 

which will mean a bit of sneaking 

around until you can stab ’em with your 

science knife; at which point, you’re free 

to spray bullets all around the room.

SIEGE SHANTY
The environments of Extraction are 

much, much bigger than those of Siege – 

your team even has the option of 

extracting after the first and second 

sub-zones – and so there are plenty of 

corners for enemies to hide in. To help 

you in that respect, you carry a special 

light which highlights nearby enemies 

(even through walls), and there’s also a 

scan grenade which can identify all 

enemies within its explosion radius. 

This is where your choice of Operator 

can prove important, too. Pulse’s 

heartbeat sensor works on the 

Archaeans, as does Lion’s movement-

scanning drone. 

Sub-zones are separated by airlocks, 

where you can resupply and regroup. It’s 

not the sort of game that’s littered with 

health pickups though so, again, your 

1  There’s a wide range of equipment, and you’ll need it all.  
2  You’ll be seeing a lot of these ugly faces. 3  A captured 

Operator. Get them to the extraction point! 4  Hibana’s 
explosives in action. Choose your entry point, and get ready.

2

1

3
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Ugh, Breachers. In 
Siege their explosions 
could take down even 
reinforced walls.

 They won’t Bungle it

Meet some of the Rainbow gang

With a starting loadout of a machine gun and 
proximity stun mines, Ela will prove useful for 
crowd control. A surprising addition from Siege.

Vigil’s cloaking tech hides him from all varieties of 
Archaean – while it lasts, at least. Could be good for 
surprise attacks or incredibly heroic retreats.

Hibana’s remotely detonated sticky explosives are 
used for breaching in Siege, although we’re 
promised they stick to ‘all surfaces’ in Extraction.

02 03

4

“THE ENVIRONMENTS OF  
EXTRACTION ARE MUCH, MUCH 
BIGGER THAN THOSE OF SIEGE.”

01
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L
ook who finally came in out of the rain. 

Known as Fatal Frame in North America, 

we haven’t snapped this horror series on 

PlayStation consoles since 2006, when 

Project Zero 3: The Tormented was released. The 

series is known for its ghost photography mechanic, 

which makes you stare horror right in the eye as you 

attempt to catch its best side in a bid to exorcise it.

Maiden Of Blackwater is the fifth entry in 

the series, and debuted in 2014 on 

Nintendo’s dual-screen Wii U home console 

system. As you play a character armed with 

nothing but a camera, motion controls plus 

the console’s second screen were a natural 

fit – but we all know the ultimate fate of Wii 

U. For the last seven years, this once-loved 

series appeared to be doomed to languish. 

Now the skies are clearing and Maiden Of 

Blackwater is taking to new platform waters 

in a remastered port in celebration of the 

series’ 20th anniversary. This port will also 

introduce a photo mode – let’s face it, the 

series is practically made for the feature.

Yuri Kozukata is a young woman living in 

the shadow of Hikami mountain in every sense. 

Heading up a trio of protagonists, including the 

daughter of the first game’s heroine, she’s far from the 

only person haunted by the mountain’s dark past, 

packed with lonely deaths, wandering 

spirits, and strange rituals.

Investigating disappearances on and 

around the mountain with Yuri’s camera 

in hand, we’re introduced to this entry’s 

soggy gimmick. Caught in a seemingly 

neverending downpour and tasked with 

trudging through waterlogged locales, 

danger literally clings to you. If you get 

soaked, you’ll be haunted by more 

ghoulies than you can wiggle your lens 

at, and ghosts hit harder too. Sadly, 

everyone among the living seems to 

have left their brolly at home. It’s not 

lost on us that there may be ulterior 

motives for getting the largely female 

cast into some soggy situations…

Big drip energy like this aside, we’re 

excited to see the series come back to 

PlayStation. Dare we hope this port is a 

sign of renewed interest in the series 

from Koei Tecmo? We can dream!

IMPRESSIONS

We’re excited to see a classic horror 

series return to PlayStation – with photo 

mode! We’re side-eyeing certain soggy 

clothing mechanics but can’t resist a spot 

of ghost photography.

Project Zero: Maiden  
Of Black Water
Dripping with terror, a classic series is ready for its close up

1  We hope that camera is 
waterproof. Getting soaked 
gives your snaps an extra 
smack but incoming ghost 
attacks will knock you 
sideways. 2  This young girl 
haunts one of the 
protagonist’s dreams. Have 
they met before? And if so, 
when? 3  The ‘camera 
obscura’, as the game calls it, 
is your only weapon against 
grabby ghosts and staring 
down the horrors of Hikami 
mountain is your only hope. 
Scream cheese! 4  Who is 
the titular maiden and why is 
she doomed to wander this 
lonely mountain? Your snaps 
can uncover a terrible history.

F A C T R I C K

Singer Tsuki Amano, who 
sung theme songs for almost 
every mainline game before 

this, returns here.

1 .  A  V O I C E  I N  T H E  D A R K

The original release features 
a bonus episode starring 
Ayane from fighter series 

Dead Or Alive.

2 .  N I N J A  K N O W - H O W

Ayane appears because the 
original build of the game 
borrowed technology from 
DOA 5’s graphics engine.

3 .  C A M E O 

Almost all series entries after the third game were released exclusively on Nintendo consoles. This includes Mask Of The 
Lunar Eclipse on Wii and Spirit Camera: The Cursed Memoir on 3DS. There’s a lot, then, that could be ported.

TRACK
RECORD

It’s back! It’s behind you! 
A classic horror series 
returns to PlayStation 
with ported scares.

1

 FORMAT PS5, PS4 / ETA 2021 / PUB KOEI TECMO / DEV KOEI TECMO / PLAYERS 1

2
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“STARE HORROR RIGHT 

IN THE EYE AS YOU TRY TO 

CAPTURE ITS BEST SIDE.”

 Snooper’s paradise

The top three things for any would-be paranormal investigator to bear in mind

As Yuri is gifted in ‘Shadow Reading,’ focussing on 
items can summon a shade to guide her… hopefully 
to whoever’s missing before anything bad happens.

Soggy clothes make you more susceptible to 
hauntings that can hit especially hard. But if you do 
take a dip, your shots inflict more damage too.

Many lost souls wander the mountain. Get multiple 
ghosties’ weak points lined up in a single shot for 
one killer frame. Fill up an album in photo mode.

01 02 03

3 4
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ON THE 

The next six months, 
mapped out

F
or a long time Alex Chen has felt cursed. 

As an empath she can sometimes hear 

people’s most emotionally-charged 

thoughts. Particularly strong emotions 

can affect her behaviour too, causing her 

to lash out. In the wake of her brother 

Gabe’s death, she discovers her so-

called curse may be her secret weapon.

The other residents of Haven Springs are 

quick to dismiss Gabe’s death as a tragic 

accident but there’s more to the story. 

Alex’s investigation meets resistance from 

a town eager to put the past behind it. Her 

power is invaluable as it allows her to hear what 

people are afraid to say out loud.

CUTTING IT CLOSE
A case in point is Mac, a lone man in a bar. He looks 

about ready to quip “You should’ve seen the other 

guy”. Alex can focus on his feelings, and learns more 

than she bargained for. Stumbling upon a secret he’s 

desperate to keep from his long-term girlfriend Riley, 

Alex gains new dialogue options and is later faced with 

the choice of whether to reveal or keep Mac’s secret.

When faced with very strong emotions, Alex can 

choose to reach out and connect on a deeper level. 

This sometimes causes changes to the environment 

that match a character’s internal emotional landscape. 

This can usher in telling fragments of thoughts and 

memories that hint at the root of their deeper issue.

For one artist in particular, triggering this causes 

her studio to appear as though it’s all but falling apart. 

Her rage demands to be felt, and this may have 

life-altering consequences for everyone around her. 

You can choose to take on the artist’s 

fury, leaving Alex to deal with it instead.

But would that be ideal for anyone? 

Could this anger fuel the creation of 

something beautiful? Does 

Alex have the right to take 

it away from the artist? The 

power of empathy presents 

not only opportunities for 

deeper understanding but 

also looks set to interrogate 

our relationship to those 

thornier feelings. We’ll 

discover if True Colors’ 

heart is really in the right place when 

the full game debuts later this year.

IMPRESSIONS

We’re looking forward to getting to know

Alex Chen. But just how far does the 

rabbit hole in Haven Springs go?

Life Is Strange: True Colors
Once more, a teen drama with feeling

Brought to life by Erika Mori, Alex Chen’s 
singing voice is performed by mxmtoon.

HOUSE OF ASHES
The latest from the Dark 
Pictures Anthology. Iraq 
war soldiers fall into the 
den of an ancient evil. 

  FORMAT PS5, PS4 / ETA 21 

OCT / PUB BANDAI NAMCO

months

DYING LIGHT 2  
STAY HUMAN
A free-running zombie 
horror sequel throws even 
more traversal options as 
a new protagonist.

  FORMAT PS5, PS4  

ETA 7 DEC / PUB TECHLAND

months

GHOSTS
An interactive movie that 
follows a film crew as their 
supernatural investigation 
goes horrifically awry.

  FORMAT PS4 / ETA Q1 2022 

PUB TBC

months

 FORMAT PS5, PS4 / ETA 10 SEP / PUB SQUARE ENIX / DEV DECK NINE GAMES / PLAYERS 1 

“COULD ANGER 

FUEL THE 

CREATION OF 

SOMETHING?”
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Look at that shine. The 
lighting model in KT Racing’s 
engine has been buffed up 
before leaving the garage.

K
ylotonn’s WRC series continues to ascend 

like a Group B monster on Pike’s Peak… 

though it too will be curtailed in a couple 

of years as the licence migrates to 

Codemasters. Right now, however, the series is 

firing on all cylinders as WRC 10 celebrates the 50th 

anniversary of the famous championship in style.

Playable stages in Estonia, Croatia, and Spain give a 

good indication of the full experience, 

especially as all day/night and 

weather variants are already working 

very nicely. It feels faster and 

nimbler than Dirt Rally 2.0, and it’s 

definitely twitchier, with lightning-

fast steering response making for 

sweaty palms as you wrestle your car 

through narrow forest roads and 

down sun-baked streets. 

Rays of sunlight look gorgeous filtering through 

trees, and the lighting in general has taken a clear 

step forwards, though extended close-up viewings of 

the trackside scenery are not quite so impressive. 

Unimportant, of course, when you’re doing 120mph 

down a narrow road, but on the many occasions you’re 

likely to find yourself pointing the wrong way, the 

illusion can still be broken. The damage system 

returns, seeing bodywork fall off and car performance 

suffer, though even the bent bits of 

your car still gleam in the new-gen sun.

SWING SWEET CHARIOT
Perhaps the best news is that low-

speed control does finally seem to have 

been improved, with good, weighty 

drifts around muddy hairpin turns. The 

physics feels slightly stiff and artificial 

still, but it’s come on in 

leaps and bounds from 

only a few years ago. As 

before, driving flat-out 

through dense forest is 

the most convincing 

part of the game, and 

the environment 

definitely feels more 

organic than before. 

As it stands, WRC 10 is surprisingly 

easy to play, and is looking consistently 

lovely, which bodes well for an 

excellent rally sim.

IMPRESSIONS

More convincing at low speed and even

prettier when hurtling along, this will

celebrate 50 years of the WRC in style.

WRC 10
Up at the split as the September finish line approaches

  FORMAT PS5, PS4 / ETA 2 SEP / PUB NACON / DEV KYLOTONN / PLAYERS 1-8

1 There was a time when lens flare was silly 
and overdone. WRC 10 nails it. 2 Racing your 
own ghost is illuminating – there’s always time 
to be gained. Reel yourself in!

2

1

“EVEN THE BENT

BITS OF YOUR CAR 

GLEAM IN THE  

NEW-GEN SUN.”
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F
eaturing many of the same extreme sports 

as Steep, and coming from the same 

developer, you might wonder why Riders 

Republic ditches the downhill name. 

“Adding a sport, such as the bike - this is a kind of 

a stupid answer - but it makes it way less steep,” 

laughs creative director Igor Manceau. “I’m sorry, 

I’m kind of direct, but [...] I would say a third of the 

map is pretty much flat.”

Though there’s more to it than that. While both games 

share plenty of DNA, there’s a lot about Riders Republic 

that snowboard-grinds in a new direction. 

“If you’re a fan of Steep, at first you’re 

gonna have a hard start recognising the 

trick system and the control system,” says 

Manceau. “We decided for many reasons to 

kind of redesign it from the ground up. So 

you wouldn’t feel at home if it was a Steep 

2.” Alongside greater emphasis on social 

elements, the creative vision is different 

enough this time around that making it its 

own thing just made sense.

GENERATION NEXT
Which doesn’t mean Riders Republic shies 

away from pushing technical boundaries 

any more than its predecessor. On release, 

Steep’s mountains were breathtaking, and 

Riders Republic, while striking out on its own, elicits a 

similar awe from its recreations of American national 

parks, all stitched together into a republic for riders. 

“Not only do we have more players, but we also have 

a much better framerate as we go 60 frames per 

second,” says Manceau on how the 

team have leveraged PS5 tech for the 

new-gen version. “It’s a massive 

open world [like in Steep], but in 

Riders Republic you can switch from 

one position to the other end of the 

map without loading on PS5, it goes 

really quickly.”

That loading speed plays into the social elements, 

which will be present both in-game and via the PS5 

control centre. “If your friend is at the opposite end [of 

the map], you just click and boom you’re there right 

away,” says Manceau. “When we position you at the 

position where your friend is, we also consider by 

default that you want to be in the same sport as he is, 

specifically if he’s flying, for instance, and you’re going 

to be right behind him flying with him, and that works 

very fluidly and is quite impressive.”

Whether you’re grouped up or not, the parks around 

you will feel brimming with life, even when navigating. 

“We have both the 2D and the 3D map, [but] the map in 

3D is actually not a map - it’s actually 

the game,” explains Manceau, still 

discussing how the game feels on PS5. 

Even in that view, everything that 

makes the parks bustle is ticking away 

in real-time. “You will see on the fly the 

map being populated by players. And it’s 

honestly kind of a tech demo - you really 

feel it [come] alive, and you’ve got the 

feeling that there are thousands of 

players within the map.”

MAX CAPACITY
“Of course, [there are] the mass races at 

64 [players], [these] are something that 

we’ve never seen so far,” says Manceau, 

confirming they’re pushing well beyond 

the 50-plus promised on PS5. “And yes, 

it’s mayhem and it’s chaos and it’s fun, 

and it’s only on next-gen at that scale.” 

These events are the showpieces for the 

new-gen hardware, featuring multiple 

tracks and disciplines mashed together 

like a health and safety nightmare.

Manceau encourages players to team 

up with their friends as they experience 

the adrenaline of the game. The bikes fit 

naturally into that ambition. “When you 

do ride [in-game], you do feel the speed, 

the violence of the shocks, all those 

elements,” notes Manceau. That 

combines with a first-person view to 

sell that intensity, though the team is 

playful with it. “When you ride, you are 

in first-person view, 

but when you trigger 

a trick while 

navigating, then the 

camera goes boom 

right away to 

third-person view 

and then gets back in 

first-person.” You’ll have noticed that 

happening in the trailer, and Manceau is 

keen to point out that’s not a marketing 

trick, it’s right from the gameplay, and 

just as seamless in action. Just as long as 

you can handle the rush.

IMPRESSIONS

While Riders Republic looks impressive 

on both generations of console, we

feel like we’re seeing something 

completely new in terms of scale and 

responsiveness on PS5. 

Riders Republic
Going the extra mile on PlayStation 5

4  You can still explore the 
parks at your own pace if you 
want a zen experience, but 
customisation can get loud 
and fun. 5  Each sport has its 
own career mode that sees 
you taking part in real-life 
competitions, including Red 
Bull. 6  Get ready to rub 
shoulders with the rich 
and sweaty in big races. 
Everything is playable in 
a group with pals.

F A C T R I C K

Why add biking as the new 
extreme sport? Manceau 
states simply: “Because 

it’s awesome!”

1 .  T W O  W H E E L S

Bikes have a lot to offer, with 
different types, cool gear, 
outfits, and unique tricks 

and experiences.

2 .  W H E E L Y ,  W H Y ?

Bikes also open up the types 
of environments Annecy can 

portray. From canyons to 
forests, bikes rule them all.

3 .  P U M P  I T  U P

Ubisoft Annecy has assisted on numerous games, but first took the lead in 2016’s chilly Steep. As for Manceau, the addition of 
bikes partially comes from his personal passion for the sport as a former crosscountry competitor and daily bike commuter.

TRACK
RECORD

 FORMAT PS5, PS4 / ETA 2 SEP / PUB UBISOFT / DEV UBISOFT ANNECY / PLAYERS 1-64

1

4

“THE MAP IN 3D IS 

ACTUALLY NOT A MAP – 

IT’S THE GAME.”
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1  Sometimes trick battles 
can be a real… grind. Paint 
the arena your colour for 
extra points. 2  Trick battles 
offer some colourful themes, 
and bring new meaning to the 
phrase “riding the octopus”. 
3  Don’t hurl in your bike 

helmet. First-person views 
jump smartly into third for 
tricks to keep you clean.

2 3

5 6



PREVIEW

044

P
rivate detective Takayuki Yagami is back 

on the case after his former colleague 

Saori Shirosaki calls in a favour. In this 

followup to 2018’s Judgment (itself a 

spin-off of the Yakuza series), Shirosaki’s latest 

case has unspooled to reveal a murderer somewhere 

in their midst. She calls on Yagami to get to the 

bottom of her client’s involvement.

While it’s one of the game’s big draws, Yagami won’t 

just be pondering crime scenes. As you might expect 

from Ryu Ga Gotoku Studio, there’s much more than 

investigation afoot. Besides throwing hands against 

those who’d rather the truth remained concealed, 

there are plenty of other activities for Yagami to get 

stuck into in the fictionalised locales of Kamurocho 

and Isezaki Ijincho.

Minigames, as in its big brother series, are a 

mainstay, along with other mechanical divergences. 

There are daring parkour chase sequences, extreme 

dog walking, boxing, bike racing, and volunteering 

with a smattering of youth groups. There’s also 

something known as the ‘Yagami-bot’ though it 

remains to be seen what havoc this little robotic 

contraption may wreak. September shall reveal all.

IMPRESSIONS

Ryu Ga Gotoku Studio looks set to continue balancing

serious crime drama with zany antics. Lost Judgment 

appears to be far from lacking in charm or heart.

“YAGAMI WON’T 

JUST BE 

PONDERING 

CRIME SCENES.”

  FORMAT PS5, PS4 / ETA 24 SEP / PUB SEGA / DEV RYU GA GOTOKU 
STUDIO / PLAYERS 1

1

Lost Judgment
Get back on the case with Yagami

1 ALL HAIL YAGAMI-BOT! We don’t want to know what that chunky-looking drill is about to 
uncover – hopefully not a world of pain. 2 Yagami doesn’t only have brains, he’s got hands too. 
After hitting the gym or the boxing ring, you’ll crack heads just like you’ll crack this case.

2

 Upstaged by the side act
There’s a murder to solve – but wait, let’s play a minigame

If you’re missing Haruka’s dance-offs in 
Yakuza, you might be able to get down to the 
sick beat of one of the new School Stories.

Yagami is hip, with it, and apparently able to 
pull off a gnarly kick flip in this skateboarding 
minigame. Go on, catch some air!

01 02
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S
oaked in the kind of mid-2000s edginess 

that birthed the likes of Final Fantasy VII: 

Advent Children and Dirge Of Cerberus, a 

lot about Stranger Of Paradise hearkens 

back to the past. Except for one huge aspect: the 

gameplay. As you’d expect from the developer of 

Nioh, this spin-off is all about the action.

New hero Jack’s aim is to kill Chaos, and he’s one 

violent fella. Alongside a party of AI companions 

(we’ve seen Jed and Ash, but more will show up), he 

slashes, stabs, and casts his way through twisty-turny 

soulslike areas, resting at enemy-respawning crystals, 

using XP to boost his stats, and unlocking shortcuts.

MAGIC JACK
So far, so Nioh. But there’s no stamina meter here. 

Instead, you have two special move meters – Break 

Gauge and MP. The former depletes when you activate 

Soul Burst, which opens a parry window during which 

you can hit back against enemies and steal special 

moves. Doing so fills up your maximum MP, which 

you can then spend on using skills of your own.

It seems complex at first, but when you get into it 

Origin reveals a unique rhythm, one where you build 

momentum to cut through enemies – this game 

rewards confidence rather than Dark Souls caution. 

Thanks to multiple jobs, two of which can be hot-

swapped mid-combo, it feels like there are plentiful 

options for how to tackle challenges. Killing Chaos 

might get tough, but we’ll have a good time doing it.

IMPRESSIONS

Don’t be put off by the PS3-era edginess. Team Ninja is

crafting a thrilling action game. Rough around the 

edges in the demo, polish could make this shine.

Stranger Of 
Paradise Final 
Fantasy Origin
Team Ninja’s Eden of action combat

  FORMAT PS5, PS4 / ETA 2022 / PUB SQUARE ENIX
DEV TEAM NINJA / PLAYERS 1

Garland is a foreboding boss to fight – and a bit of an icon to 
boot. This dark knight is a big deal in the very first Final Fantasy.
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 FORMAT PS5, PS4 / ETA 26 OCT / PUB SQUARE ENIX / DEV EIDOS-MONTRÉAL / PLAYERS 1

 Marvel’s Guardians 
Of The Galaxy
Hooked on a good feeling

T
his might be another Marvel game from 

Square Enix centred on a superhero team, 

but don’t expect this to be a reskin of last 

year’s Marvel’s Avengers. Headed up by 

Eidos-Montréal, Guardians is playing to the 

developer’s strengths, taking the colourful vibrant 

personality of the comics and creating a focussed 

single-player action game with light RPG elements.

You take on the role of team leader Star-Lord, 

commanding the other four Guardians to use special 

moves during combat. Featuring the team from the 

movies, you’ll be calling on Gamora, Drax, Rocket 

Raccoon, and Groot, each assigned to a face button in 

the quick-select command wheel. Hitting one then 

brings up another menu, with an ability tied to each 

face button. With just a couple of taps, you can order 

Groot to bind an enemy, or Drax to wildly tackle 

another, after which they’ll go back to 

peppering foes with damage as 

AI-controlled allies.

FEELING PEPPY
Quill is plenty capable himself thanks to 

his Star-Lord gear, able to use his own 

abilities to deal explosive damage. 

Equipped with his element blasters, he’s 

able to command the four elements to 

affect enemies, for example freezing 

them in their tracks to set them up for 

follow-up attacks from the Guardians. 

His jet boots, on the other hand, enable 

him to stay on the move through dodges 

and leaps. This manoeuvrability means 

he can get stuck into a fight and then 

quickly create distance to assess a 

situation, which really does 

make him the perfect 

character for issuing orders.

When your meter is full, 

you can activate a Team 

Huddle to bring everyone 

together, give them a pep talk, 

and then blast a track from the 

licensed ’80s soundtrack. More than 

a quick powerup, it’s actually up to you 

as leader to make a speech that will 

resonate with your team members, with 

them only getting the full effect if you 

choose correctly.

IMPRESSIONS

Neat concepts abound, perfect for a fast 

and colourful Guardians adventure, 

though we admit the combat has 

yet to impress us. Nevertheless, this is a 

playful romp that could have us hooked.

Eidos-Montréal is known for making its own takes on established franchises, including the last two Deus Ex games, and 
taking the lead on Shadow Of The Tomb Raider. Can the veteran studio do the same here?

TRACK
RECORD

“IT’S ACTUALLY UP TO 

YOU AS LEADER TO 

DECIDE ON A SPEECH 

THAT WILL RESONATE.”
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Bright colours 
and weird aliens 
capture the vibe 
Guardians fans 
will be looking for.

FACTR I CK

Like the movie, this focusses 
on the modern team 

introduced in 2008, not the 
’60s Marvel characters.

1 .  S O  2 0 0 8

Kammy The Llama is 
along for the ride, an 

ungulate in a wig that’s 
original to the game.

2 .  C H E W  O N  T H A T

Narrative choices can 
affect gameplay and team 
morale, though the overall 

story ending is set.

3 .  B R A N C H I N G  O U T 
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F
ive years after the last Tales outing, and 

just missing the series’ 25th anniversary, 

it’s a relief to finally get a handle on how 

Tales Of Arise will reinvigorate the 

long-running JRPG series. Certainly, Bandai Namco 

Studios’ decision to switch from its archaic in-house 

engine to Unreal means a leap for the visuals, while 

still retaining the signature anime style, though not a 

complete return to Vesperia’s cel-shading.

While Berseria took the series down a darker path, 

Arise also aims to take a more mature narrative 

direction, as it explores themes of 

colonialism and resource exploitation, 

depicted by the technologically advanced 

Rena’s rule over the oppressed people of 

Dahna. However, our demo features very 

little in the way of story, as we spend it 

exploring the green fields of Menancia.

Travelling to the city of Viscint with 

Dahnan swordsman Alphen and Renan 

gunslinger Shionne, we can also switch to 

exploring with the other party members, 

plucky mage Rinwell and martial artist Law, 

as well as the newly announced knight 

Kisara and melee-and-artes all-rounder 

Dohalim. Regardless of who you have in 

your main party, each character will 

occasionally comment or inject some banter 

to liven up the exploration, although it appears 

cutscenes always default back to the two leads.

BANDE À ARTES
It’s during combat, then, that you really get a feel for 

each character’s unique moveset. 

Upon encountering an enemy, 

we’re transported to a mini arena as 

our party of four pile on monsters 

known as zeugles – seemingly a 

corrupted infestation of wild 

animals like boars and vultures. 

Tapping u unleashes each 

character’s attack corresponding to their fighting style, 

so Alphen uses his blade, while Shionne is ideal for 

ranged attacks, though she doubles up as healer.

This hack-and-slashing is fine, but it’s the Artes 

that carry Tales’ brand of real-time combat, where you 

can map Artes to q, r, and w. Actually, you can map 

a total of six Artes, with the other three for aerial 

attacks. The latter don’t only trigger by jumping with 

e, but combo together naturally. For example, 

Dohalim’s Elusive Deity ends with him taking to the 

air, great for following up with Tornado Drive to bring 

back down on the enemy below. While the Artes gauge 

is generous enough to allow you to string a number of 

Artes together, Boost Attacks are 

cooldown based, though that’s the way 

to call in a teammate assist with a tap of 

the directional buttons. You’ll still want 

to balance these with your normal 

attacks, since these build up the 

two-person Boost Strikes – complete 

with some cool crash-zooms – that can 

eviscerate standard enemies in one hit.

PEST PROBLEM
All told, real-time combat, especially 

when you’ve got three AI-controlled 

companions all shouting various cues, 

can get messy, especially if you’re 

trying to time a window to dodge (or 

block and parry in shield-bearing 

Kisara’s case) with i, as tactical play 

gives way to spamming every Arte or 

Boost Attack available. You can, 

however, select different strategies 

for your party members just as with 

previous entries, and an all-out 

approach while attentively healing 

certainly works best against bosses 

like the big zeugle Alphen volunteers 

to slay for the people of Viscint.

Of course, there is more to Arise than 

combat. In our hands-on we also wander 

around Menancia’s semi-open 

environments, opening treasure chests, 

rummaging for resources that could be 

used to craft accessories, and even go 

swimming. However, this isn’t really 

enough to invest us in 

the conflict between 

Rena and Dahna, or 

our band of heroes, 

and how they’ve 

been united. 

Hopefully a longer 

play will do the trick.

Visually, it’s a step up for the series, 

but so far it still plays very much like a 

Tales game, although when it has to 

make up for a belated 25th anniversary, 

a spruced-up familiarity is not 

necessarily a bad thing.

IMPRESSIONS

Arise is easily the prettiest Tales game to 

date, with flashy visuals for Artes-based 

combat, though it’s more refinement than  

totally new direction for the series. We 

just hope it has a good yarn to go with it.  

Tales Of Arise
The gang’s all here in our first hands-on

4  There’s a total of six 
characters to play in 
Arise – only four can fight at 
once but everyone still earns 
XP. 5  Each character has 
their own perks. Rather than 
dodging, Kisara guards with 
her shield, which when can 
also be an effective counter. 
6  Our heroes are trying to 

get to Viscint, a city where it’s 
said Renans and Dhanans 
co-exist in harmony.

F A C T R I C K

Resting at camps will refill 
the party’s health and CP, 

but eating a cooked meal will 
give everyone a stat buff.

1 .  W H A T ’ S  C O O K I N ’ ?

Your two reserve party 
members don’t just sit on the 

sidelines. Hold p to bring 
them in for a Boost Attack.

2 .  S U P E R  S U B S

Tales’ staple Skits return in 
Arise, although not shown 

in the demo. Expect them to 
use the new Unreal visuals.

3 .  C H A T  R O U L E T T E

Bandai Namco Studios has been developing Tales games since the shuttering of Namco Tales Studios, beginning with Vita 
entry Tales Of Hearts R, followed by Zestiria and Berseria. It’s also behind series like Tekken, Soulcalibur, and Ace Combat.

TRACK
RECORD

 FORMAT PS5, PS4 / ETA 10 SEP / PUB BANDAI NAMCO ENTERTAINMENT / DEV BANDAI NAMCO STUDIOS / PLAYERS 1

1

4

“IT’S THE ARTES THAT 

CARRIES TALES’ BRAND 

OF REAL-TIME COMBAT.”
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1  If Alpher and Shionne’s 
personalities feel worlds 
apart, well, they are from 
different worlds. 2  Battles 
are triggered by approaching 
enemies in the environment, 
though you can’t initiate 
these with a starting attack. 
3  Boost Strikes are as 

powerful as they are flashy, 
but must be activated the 
moment they have charged.

2 3

5 6



“MORE MISSIONS, A 
FRAGILE CIRCUIT
RACING MODE, AND A 
SLEW OF EXTRA TECH.”

Death Stranding 
Director’s Cut

 FORMAT PS5 / ETA 24 SEP / PUB PLAYSTATION STUDIOS 
DEV KOJIMA PRODUCTIONS / PLAYERS 1 (PLUS HYBRID MULTIPLAYER FUNCTIONALITY)

T
he (in some ways) bizarrely prescient Death 
Stranding is hauling itself to PS5 in the shape 
of an expanded Director’s Cut. Beyond 

new-gen thrills like adaptive trigger resistance, 3D 
audio, upscaled 4K performance mode, and a 60fps 
fidelity mode, there’s plenty of previously unseen 
material. That means more story missions, a Fragile 
Circuit racing mode (yes, really), and a slew of extra 
tech, from a buddy bot to help you with deliveries to 
new weapons, including the shocking Maser gun. 
Melee fisticuffs have been overhauled – Sam is now 
able to drop-kick Mules just for starters. And, of 
course, you can easily transfer your PS4 save data to 
get at all the new goodies.
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King’s Bounty 2
 FORMAT PS4 / ETA 24 AUG

PUB PRIME MATTER

DEV 1C ENTERTAINMENT / PLAYERS 1

The once-prosperous land of 
Nostria has a necromancy 
problem – and that’s on top of the 
court conspiracy and sabotage that 
is threatening to tear the kingdom 
apart. Taking to the hex-grid, every 
choice matters in this tactical 
turn-based RPG. As one of three 
heroes, each with their own 
discrete route through the story, 
you experience a non-linear 
narrative full of tactical clashes 
where your choice of battlefield 
matters thanks to volumetric 
scenery. Landscape features from 
ravines to hills add tactical variety 
to every bounty – and that’s to say 
nothing of the walking dead 
roaming the countryside. The fate 
of the shattered kingdom may well 
rest in your hands, so make every 
move on those hexes count. 

Demon Slayer 
-Kimetsu No Yaiba- 
The Hinokami 
Chronicles

 FORMAT PS5, PS4 / ETA 15 OCT

PUB SEGA / DEV CYBERCONNECT2 

PLAYERS 1-2

Charcoal seller Tanjiro sees the 
life he knows brought to an end 
when his family is slaughtered 
and his sister transformed into a 
demon. Determined to turn her 
back, there’s only one thing the 
young boy can do. Adapting the 
Taisho-era-set story through to 
the Mugen Train arc of the wildly 
popular anime and manga, here 
Tanjiro and a roster full of his 
fellow uniquely skilled demon 
hunters take on a slew of infernal 
enemies in arena-style fights. 
Featuring the voices of the 
original anime cast in both 
English and Japanese, this is a 
must-play for series fans.

Hunter’s Arena: 
Legends

 FORMAT PS5, PS4 / ETA 3 AUG

PUB MANTISCO / DEV MANTISCO 

PLAYERS UP TO 30

Free to PS Plus subscribers, this 
ancient-Asia-themed battle royale 
pits 30 players against one 
another. It was in early access on 
PC for some time, and the full 
release features crossplay and 
gameplay improvements, plus five 
new Hunters to play as. The 
Hunters have come to blows after 
Demons have been unleashed 
upon the world, with tensions 
rising after the revelation that it 
was one of their own who broke 
the seal and sunk the world into 
chaos. As such, bustups combine 
both PvP and PvE elements. 
Dungeons and boss demons offer 
loot and the opportunity to grow 
stronger; slaying Hunters takes 
you closer to claiming bragging 
rights as the ultimate Hunter.

F.I.S.T.: Forged In 
Shadow Torch

 FORMAT PS5, PS4 / ETA 7 SEP

PUB BILIBILI / DEV TIGAMES

PLAYERS 1

This side-scrolling metroidvania 
is far from content to sit on its 
creepily human-looking hands. 
Once a peaceful home for 
anthropomorphised animals, 
Torch City has been taken over by 
the machine legion. Former 
resistance fighter Rayton now 
lives in seclusion but is forced to 
reclaim his mechanical fist after 
his friend is arrested. Platforming 
through a dieselpunk world, the 
beefed-up bunny uncovers a 
conspiracy that’s swept up not 
only the aforementioned legion 
and the resistance but organised 
crime too. Equipped with a 
massive shiny metal fist that can 
transform into a drill and a whip, 
combat takes the form of 
over-the-top, arcade-y action.

Earth Defense 
Force 6

 FORMAT PS4 / ETA TBC

PUB TBC / DEV SANDLOT

PLAYERS TBC

The bugs are back, and they’re still 
extremely nasty. Set some years 
after the last mainline entry in the 
series (released in 2017), in this 
game the giant insectoid aliens 
have returned to Earth and this 
time they’ve brought friends in the 
form of at least one gun-toting 
giant. Given that 90 per cent of 
Earth’s population has already 
been lost it’s a wonder the titular 
military operation has two new 
recruits to rub together, but EDF6 
features redesigned versions of a 
number of mainstay classes, 
including the Air Raider, Wing 
Diver, Fencer, and Ranger. For 
now, the overhaul appears to only 
be visual but we’re assured 
broader aspects of the game will 
be tweaked before release too.

C
ollect all your favourite tiny toy vehicles and 
put them to the test in this colourful arcade 
racer. Customisation options allow you to 

make each vehicle’s livery your own so you can make 
a lasting, if somewhat blurry, impression on the track. 
In keeping with the pocket-sized playthings that 
inspired it, the tracks you compete on are laid out 
across a variety of recognisable real-world settings, 
such as a dusty attic, a college lecture hall, a 
skyscraper construction site, and others besides.

Hot Wheels Unleashed
 FORMAT PS5, PS4 / ETA 30 SEP / PUB MILESTONE SRL

DEV MILESTONE SRL / PLAYERS 1-12 

The Medium
 FORMAT PS5 / ETA 3 SEP

PUB BLOOBER TEAM, NA PUBLISHING 

INC / DEV BLOOBER TEAM

PLAYERS 1

Ever since a childhood accident, 
Marianne has been caught 
between worlds, with no choice but 
to eavesdrop on the woes of the 
departed. Her ability to help souls 
find rest is tested when she’s called 
to the site of a massacre. The lands 
of the living and the dead are often 
presented simultaneously 
via split-screen, with 
something you need in 
one world often only 
available in the next. 
Wearing its influences 
crudely stitched to its 
sleeve, fixed camera 
angles and variations 
on lock-and-key 
puzzles are 
frequent. Akira 
Yamaoka (Silent 
Hill) contributes to 
the game’s score, 
which also 
boasts a seeing 
(or rather 
hearing) double 
gimmick.
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ou’re a weakened 

warrior waiting for 

death in a cursed 

land. Then a 

mysterious stranger 

comes to give you 

hope and a new 

sense of purpose, 

sending you on an epic quest. The 

premise is FromSoftware to a praising-

the-sun T, and yet much of Elden Ring 

excites us because of the way the 

developer is using what it’s already 

mastered to forge something entirely 

new. With a large open world, dynamic 

traversal, and many opportunities for 

character customisation, Elden Ring is 

a Soul unto itself.

With the shattering of the legendary 

Elden Ring from within the central 

Erdtree (a huge, golden Yggsdril-type of 

thing), the guidance of grace has 

returned to your bloodline and it’s up to 

you, the Tarnished, to return, reclaim 

your rightful power, restore the mythical 

artefact, and prove that you can become 

the Elden Lord. It’s a homecoming.

Standing in your way are six 

demigods, heroes fallen from the grace 

with which you’ve been blessed. Each 

has taken a shard of the Elden Ring for 

themself, the fragment bestowing 

corrupting gifts upon them and their 

domains. They’re truly twisted, the sort 

of nightmarish dark fantasy that is 

genuinely tantalising.

A GAME OF GAMES
Usually, FromSoftware comes up with 

the mechanical elements of the game 

first, developing a narrative around 

what you do. But this time, 

FromSoftware president and Dark Souls 

creator Hidetaka Miyazaki wanted to 

collaborate with A 

Song Of Ice And Fire 

author George RR Martin. 

Martin was brought in right at 

the start. He helped build the 

world, the demigods, and other NPCs in 

the lore-focussed way that you’d expect 

a bestselling fantasy author to do. It 

completely turned the developer’s usual 

development process on its head.

Even people who don’t enjoy A Game 

Of Thrones will be won over by 

Miyazaki’s enthusiasm for the author. 

Speaking with Jason Killingsworth, 

co-writer of Dark Souls book You Died 

(youdiedbook.com), he reflects on a 

interview with Miyazaki in which “he 

gushed, ‘I’ve always been such a huge 

fan of George RR Martin that it 

Y

“GEORGE RR MARTIN WAS BROUGHT 

IN RIGHT AT THE START. HE HELPED 

BUILD THE WORLD AND DEMIGODS.”

When we asked for a hand, this isn’t what 
we meant. Where will these digits take us?
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We’re going out on 
a limb here, but 
this bloke must 
give one heck of a 
round of applause.
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overwhelms me.’” It’s this that made 

Killingsworth warm immediately to the 

unexpected team-up. “It’s hard to think 

of a more poignant way for the quality of 

Miyazaki’s own creative output to be 

validated than this opportunity to 

collaborate with a personal hero and 

icon of the fantasy genre,” he explains. 

And, he notes, they have some crossover 

already, saying, “They have a similar 

artistic sensibility in how they texture 

their work with the darker aspects of 

human nature, the precariousness of 

human existence. It’s hard to know 

which features more untimely deaths – 

a Dark Souls playthrough or a George RR 

Martin novel.”

THE DARK FANTASTIC
Elden Ring also marks FromSoftware’s 

return to dark fantasy, away from the 

gothic paving stones of Bloodborne and 

the feudal Japan of Sekiro. “His 

[Miyazaki’s] most formative creative 

experiences came from the British 

fantasy tradition,” says Killingsworth. 

“You can feel his love of the source 

material shine through when he works 

in the dark fantasy genre.”

But while it’s returning to the tone 

that put the studio on the map, 

FromSoftware is bringing plenty new to 

the table, and all of it designed to play to 

the team’s strengths. For starters, you’ll 

be able to explore the world on 

horseback, and as such the environment 

is sprawling, full of things to discover. 

When you’re in this part of the Lands 

Between, you’ll have a world map to 

help you navigate the six huge domains 

(one tied to each of the demigods).

Dark Souls players will never forget 

their first ‘Aha!’ moment when they 

activated an elevator that connected two 

parts of the map in real space and 

realised how the areas were linked. 

Elden Ring is this concept taken to the 

Nth degree, and the onus to uncover 

things will be on you more than ever. 

The map isn’t littered with question 

marks. Instead, it’s up to you to mark 

your own points of interest, uncovering 

little camps, mining tunnels, crypts, 

and the like to explore. These play out 

like micro-levels that appear to span 

small- to medium-sized versions 

of traditional soulslike levels.

The worry, of course, is that in 

order to cover a more expansive 

world, the FromSoftware 

secret sauce has to be 

spread a little too thin. 

“Even the more 

remarkable [open-

world games] could 

feel bloated and 

meandering,” muses 

Killingsworth. 

“Previous 

FromSoftware 

games have 

If this is what we’ll encounter travelling 
after dark, we’ll have an early night.

The cloaked maiden 
appears to set you on 
your journey and give 
you your horse. Is she 
to be trusted?

“THE ENVIRONMENT 

IS SPRAWLING, FULL OF 

THINGS TO DISCOVER.”
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ELDEN RING

THE ELDEN RING BEST-IARY
Some of our favourite fantastical foes so far

Possible name 

Jarms

Given we’ve seen these near Graces, perhaps they 
aren’t even enemies? These cute little pots with 

arms make us want to smash them, but is 
destroying them the right thing to do?

Possible name 

Hungover Hagrid

These giants pull strange coffin-like things around 
the Lands Between. We’re sweating bullets waiting 

to crack their loot open.

Possible name 

Lord Armulus Of The Many

With a huge arm composed of many arms, he even 
straps on a dragon’s head to use as a flamethrower. 

But don’t be fooled, he has extra legs too.

Possible name 

Sparky The Dragon

Under a glowing red sky, we’ve seen this lizard 
hurling lightning our way. Can we even beat it at this 

point, we wonder, or is escape the only option?

Possible name 

Valkyrie

Has an artificial arm. A fan favourite given her 
prominence in the original teaser, she might be a 

demigod. Awaiting us in a wooded grove of flowers, 
she’ll impale us with ease.

Possible name 

Horn Hunter

Heavy is the head that wears the horns. With a big 
club, and the ability to summon an aetherial 

hammer, this boss guards the entrance to the 
many-limbed lord’s castle.

Possible name: 

Face Off

A huge, unpleasant-looking head covered in 
tentacles that belch flames. This Beholder-adjacent 

creature is one we would definitely need to write 
down in our dream diary.

Possible name: 

The Human Centipede

Sporting a crown much like one of the main bosses, 
might this many-armed humanoid be some kind of 

failed experiment or fallen king? Either way, we 
need to stomp it. Hard.

Possible name: 

Ding Dong Turtle

Perhaps not an enemy to be taken down, but  
merely an environmental challenge. There’s a 

structure on top, and a horsey jump pad nearby. 
Treasure overhead, perhaps?
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offered game designers a masterclass 

in how to balance freeform exploration 

and tightly sculpted level design.” 

However, it sounds like the little pockets 

of more traditional activity will keep 

things moving, especially as Elden Ring 

features one well-loved aspect of the 

first Dark Souls: non-linearity.  

There will be a logical order to tackle  

the game in, but it will also be open to 

largely approach however you want. 

Around half the bosses will be 

completely optional.

What might be key to the game’s 

success is the way increased freedom is 

loosening the shackles on the punishing 

activity the developer has become 

known for (that reputation’s overblown, 

but occasionally warranted – such as 

when you’re trying to beat a boss for the 

20th time). Your spirit horse can be 

summoned beneath you with a whistle, 

and has excellent manoeuvrability, 

using air currents to leap up sheer cliffs, 

and boasting the ability to double jump. 

When you’re unmounted you have a 

Sekiro-style jump button, and fall 

damage has been lessened, as has the 

tendency for enemies to shove you off 

ledges. Elden Ring encourages you to 

explore and find your own path. It is, in 

some ways, a love letter to the sense of 

wonder you’d get from exploring old 

school RPG overworld maps, rendered in 

much greater detail.

Naturally, you’ll have checkpoints in 

the usual soulslike style – this time 

shining, golden Graces where you’ll 

make camp. There’s a suggestion there 

will be more to these than just sitting at 

a bonfire, but you’ll still be able to fast 

travel to hop back and forth between 

zones you’ve already explored. You 

won’t have a limited-use on-the-spot 

revival like in Sekiro, but Miyazaki has 

teased systems, such as a new crafting 

system, that will help you keep pushing 

forward, reducing the impact of death. A 

day/night cycle and dynamic weather 

also keep you on your toes and affect 

some events within the world. Venture 

too far off the beaten path at night, for 

example, and some truly nasty creatures 

might hunt you down, whereas you’ll be 

much safer beneath the bright rays of 

the sun (praise it).

SUMMON THE HELP
You’re not just at liberty to find your 

own path, there’s freedom in the way 

you build your character too. You’ll have 

loads of weapons to choose from, plus 

the ability to wield two at once, wield 

one two-handed, or use a shield on your 

off-arm. Weapon arts from Dark Souls 3 

return (in some cases with almost 

exactly the same abilities), except here 

they’re all tools to add to your ever-

expanding arsenal, as you can equip a 

skill to a weapon of your choosing 

instead of it being locked to a specific 

piece of gear. With about 100 to discover 

there’s a wealth of ways to play.

Darkness returns as an 
environmental hazard. 
Give up a shield to hold 
a torch, or fumble 
without your sight?

The Lands Between are home to some very big enemies. Sometimes it might be better to ride away.

“A DAY/NIGHT CYCLE AND DYNAMIC 

WEATHER KEEP YOU ON YOUR TOES AND 

AFFECT EVENTS WITHIN THE WORLD.”
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Why fight enemies head-on when you can call in a spirit 
bird? Summoning is one of Elden Ring’s biggest new twists.

That partially plays into the open 

world and finding those little areas to 

explore, as while shopkeepers will sell 

some weapons, the best will simply be 

hidden for you to uncover. You’ll have to 

find or fight for loot to maximise your 

options. You won’t just go out of your 

way to gain XP to level up and learn 

more about the story, then, but to 

further build your character in a way 

that’s yours alone.

Character development doesn’t just 

mean becoming a beefier Tarnished – it 

also means making friends and enemies 

on your journey. Summoning seems to 

play a much bigger role this time 

around, allowing you to call on former 

foes for assistance. Called to your side 

using a kind of cube, AI-controlled 

creatures will appear in a flash of blue 

light (much like your horse) to fight by 

your side. To get the most from these, 

think tactically. Some might assist you 

by dealing long-range damage while you 

get stuck in at close quarters, while 

others can soak up damage like a tank to 

act as your shield. Others are even 

teased to be apparently useless, which to 

us suggests devious secrets to uncover – 

especially as there appears to be a 

system whereby these creatures can 

level up and improve themselves. Could 

a seemingly weak ally eventually turn 

into one of the most powerful in the 

game? Getting stuck doesn’t mean you’ll 

always have to ‘git gud’, ‘git smarter’ is 

an option too.

FRIENDS LIKE THESE
The concept of summoning carries 

through into multiplayer, which is 

making a welcome return after the 

solo-focussed Sekiro (which felt all the 

more challenging because we had to 

tackle it alone). Most of FromSoftware’s 

games are rock-solid, and the question 

of how difficult they should be is a hot 

topic. And yet, talk to anyone who’s 

beaten a boss by spamming the clapping 

emote while a Japanese stranger wearing 

pants slays it in five hits before praising 

the sun and then leaving, and the true 

difficulty of the studio’s titles is 
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called into question. Whether you 

link up with friends or strangers, battles 

become less challenging when you’re 

aided by online companions.

In Elden Ring, this should be even 

more the case, as any barrier to entry is 

being very consciously dismantled by 

the team. There’s less emphasis on 

spending currency to interact with 

players online; you can now group up 

with specific players, prioritising finding 

messages left by your friends or 

summoning signs from – say – the pals 

you play Destiny 2 with. The open world 

will also have certain social spaces 

especially for making these connections. 

It’s a huge boon to matchmaking which, 

while always fun, has traditionally been 

a little spotty at times technically. The 

improvements apply to both online 

co-op and the PvP element in which you 

square off against other players (which 

can happen either as invasions or in 

what sounds like a one-on-one 

arena-based mode).

While it’s not the first thing that 

springs to mind when you think of 

FromSoftware games, multiplayer is an 

integral part of the studio’s previous 

work, and a big reason it has such a 

devoted fanbase today. It’s what helped 

bring creators together online, and why 

you still won’t struggle to find players to 

join you in those older games. “Like 

with any other journey of skill 

acquisition, recital and competition are 

natural steps in showcasing and testing 

one’s newfound ability,” says 

Killingsworth, whose own book covers 

how that community was built around 

that very first Dark Souls. “Online play 

in a game you love offers a sort of 

passport renewal stamp to spend 

another several months in a game world 

you adore and don’t want to leave.”

A NEW LEGACY
Open worlds and the small- to mid-

sized areas you’ll stumble upon do not a 

soulslike make, which is where the 

so-called Legacy Dungeons come in 

(named as such in an Japanese Famitsu 

Fall damage, small damage. 
Your nimble horse empowers 
you to explore this world, 
rather than shuffle 
cumbersomely across it.

The towering Erdtree is ever-present, making the land feel 
magical and providing a perfect landmark for navigation.
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article – they might be translated 

differently into English). Each of the six 

areas has its own, and they require you 

to get off your horse and explore on foot. 

These twisty-turny maze-like areas will 

be filled with the kind of activity you 

expect, from dangerous traps and tricky 

enemies to shortcuts to unravel your 

path through. Unlike the Lands 

Between, these areas won’t have maps, 

forcing you to find your own bearings.

That said, even in these areas you’ll be 

able to jump. Mobility was something 

the devs explored in Sekiro, but the 

titular ninja mostly operated in outdoor 

spaces. In Elden Ring, not only will the 

jump provide another option in combat 

(some sweeps can be leapt over), it could 

fundamentally change how we think 

about space in this genre of game.

Stealth is another option that comes 

straight from Sekiro. Being cautious 

isn’t just a way of minimising the 

damage you take if you’re attacked, it’ll 

enable you to dish out some sneak attack 

damage yourself, or potentially avoid an 

encounter altogether. Legacy Dungeons 

are sprawling, and you’ll be able to 

approach their challenges in many 

different ways. And the best bit is, if you 

get stuck, you can always pack it in and 

journey across the world to try your luck 

at a different one, coming back to the 

troublesome one when you’re ready. It 

feels like a real evolution of Dark Souls’ 

magic moments of chipping away at 

different nightmares.

GOOD GOD
Each demigod presides over their own 

area, themed around their particular 

corruption. One lord who grafts extra 

limbs (including a dragon’s head) onto 

his own body is holed up in a huge 

castle, where appendages dangle from 

the ceiling and other multi-armed 

monsters await. Another seems 

obsessed with masks. What we’ve seen 

so far has raised many questions, and we 

can’t wait for the ghoulish answers 

that’ll be delivered over the course of 

the game. In Souls fashion, plenty of 

lore will be dished out via the likes of 

item descriptions, but there are 

indications that lessons learned from 

Sekiro might result in at least a few 

more direct cutscenes.

There’s also the prospect of those 

dangers spilling out into the Lands 

Between, where several large-scale 

fights seem to take place, against 

enemies from giants to a huge dragon 

that hurls lightning at you as you try to 

flee on your horse. We’ve also seen the 

latter in an lava-filled area that appears 

to be part of a rocky, volcanic location. It 

teases plenty of possibilities for how 

encounters will flow. Might you need to 

avoid it in one area before following it 

back to its nest? And what’s with the 

caravans of enemies we’ve seen 

patrolling the roads?

“The idea of creeping up to this grim 

parade, maintaining a stealth position in 

the tall grass as nightfall offers the 

additional cover of darkness, sets my 

imagination reeling,” says 

Killingsworth. And that’s exactly the 

point. Even though Elden Ring boasts 

familiar features honed by genre 

veterans, every aspect appears to be just 

different enough to make it wonderfully 

enticing. It’s like setting out to explore 

Lordran for the first time, in a way Dark 

Souls’ sequels could never quite 

replicate. Tarnished in name only, we’ll 

experience all the excitement for 

ourselves come 21 January 2022. 

“EACH DEMIGOD PRESIDES OVER THEIR 

OWN AREA, THEMED AROUND THEIR 

PARTICULAR CORRUPTION.”

Night offers terrors, but also the perfect opportunity to sneak attack patrolling foes.

This foreboding castle appears to be one of the six main 
dungeons. But can we visit it as National Trust members?
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HIDDEN JAMS YOU SHOULD 

BE LISTENING OUT FOR

F
rom the weird to the 

wonderful, and from 

there to the downright 

adorable, welcome to our 

indie playlist. Here you’ll 

find a number of indie 

darlings getting a new lease on life on 

PlayStation, a few absolute bangers from 

devs you’ve never heard of, and maybe 

even your next favourite. 

Whether you’re into more wholesome 

vibes or are after something perhaps more 

spooky, there’s a little bit of everything on 

these pages, as with all of the best mixtapes. 

Stick with Team PLAY as we take a look at 14 

titles that should absolutely be on your own 

2021 And Beyond playlist.

THE INDIE 

MIXTAPE

INDIE GAMES
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“ONE OF TEN GODS MAY 

APPEAR TO GRANT YOU A 

STAT INCREASE OR EVEN 

A SPECIAL ATTACK.” 

S
upergiant’s first roguelike, Hades, 

wowed PC and Switch players in 

2020 with its speedy gameplay and 

polished looks, winning several Game Of 

The Year awards in the process. PlayStation 

owners will see for themselves whether it 

deserved the trophies when Hades is 

released for the console on 13 August. 

We think it’s a game worth waiting for – 

Hades combines Supergiant’s penchant for 

excellent storytelling, which was on display 

in previous games like Bastion and Pyre, with 

some seriously satisfying combat. The story 

provides a great reason for why Hades uses a 

roguelike system with recurring runs: you 

play as Zagreus, the son of Hades, who wants 

to escape his domineering father and the 

underworld in order to find his mother and 

be with his relatives on Olympus. Hades has 

other ideas, and orders his subjects to stop 

you and bring you back home, but in turn you 

get plenty of support from divine relatives 

such as Athena, Artemis, and Zeus, who 

bestow their powers on you. Any one of a 

group of ten gods may appear to grant you a 

boon in the form of a stat increase, a new way 

to use your weapon, or even a special attack.

Thanks to plenty of difficulty options and a 

near-infinite number of skill and weapon 

combinations, Hades always feels fresh, no 

matter whether you’re on your first run or 

your 21st. Chatting to the gods gives you even 

more motivation to keep going – with each 

run, you get to know them better, and with 

some of them there may even be a romance 

on the cards. Also, to soften the blow of your 

failed escape attempts, Hades lets you 

decorate your home in the underworld. 

Hades has been called the roguelike for 

everyone – fans of good storytelling will want 

to hear more about Zagreus’ dysfunctional 

family, and fans of snappy combat will enjoy 

the fast-moving gameplay.

VIBE

ROGUELIKE 
ACTION FEATURING 
A DYSFUNCTIONAL 

FAMILY OF 
SERIOUSLY  
HOT GODS

HADES
A godly roguelike

 FORMAT PS5, PS4 / ETA 13 AUG  

PUB SUPERGIANT GAMES / DEV SUPERGIANT GAMES 

PLAYERS 1

There’s a reason for your frequent deaths: your 
divine dad doesn’t want you leaving the underworld.

INDIE GAMES
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C
an you believe this is one of 

two recently announced 

Hitchcock-adjacent 

games? Alfred Hitchcock’s Vertigo: 

The Game is the other, but Conway 

has us most intrigued. Taking 

inspiration from Rear Window – 

like LB Jefferies in the film, 

wheelchair-bound Conway passes 

the time by watching his 

neighbours through his binoculars. 

That’s where the similarities end, 

however. Robert Conway is a retired 

private investigator who’s trying to 

aid the search for a missing girl in 

1950s England. Heavy stuff, but a 

great setup for a narrative mystery. 

Conway becomes obsessed with the 

case to the point he gets involved 

with its official investigation, led by 

his own daughter. As the case drags 

on, his neighbours start to seem 

suspect, and his inability to help, 

confined to his own postcode as he 

is, awakens some personal demons. 

Developer White Paper Games is 

well-versed in setting up a mystery 

in confined spaces; its last game, 

The Occupation, was a stealth 

thriller set in an office building. 

Exactly how you investigate has yet 

to be revealed, but watching your 

neighbours will play a central role.

CONWAY: DISAPPEARANCE AT DAHLIA VIEW
The worst kind of neighbourly feud

 FORMAT PS4 / ETA AUTUMN 2021 / PUB SOLD OUT / DEV WHITE PAPER GAMES / PLAYERS 1

We suspect you’ll 
uncover a lot of secrets 
in your search for a 
missing girl.

VIBE

A PLAYABLE 
HITCHCOCK 

MYSTERY – SOLVE 
A DISAPPEARANCE 

FROM YOUR 
WINDOW

Unveiled at PlayStation Spain’s Indie Showcase, 
this twin-stick shooter introduces a snail as the 
latest anthropomorphised animal to wield a huge 
arsenal. As Clid, you’re tasked with cleansing a 
dark fantasy world. The environments look great: 
you travel across guitar necks and tabletops as 
well as more snail-friendly environments such 
as dark caves. Whether you’re wielding machine 
guns or katanas, Clid is “armed to the radula”, 
and even takes on what looks like spider mechs.

CLID THE SNAIL
Come out of your shell

 FORMAT PS5, PS4 / ETA SUMMER 2021 / PUB KOCH 
MEDIA / DEV WEIRD BELUGA STUDIO  / PLAYERS 1 

VIBE UNIQUE SNAIL-BASED ACTION CONTROLLED  
USING BOTH SLIME-SMOOTH STICKS

A 2D RPG, Glitched breaks the fourth wall to 
facilitate an unusual partnership between player 
and protagonist. You begin as a boy called Conrad, 
eager to become a hero. But Conrad suddenly 
glitches and his friend Gus, an NPC, has to take 
over. Gus becomes aware of you, the player, and 
asks you to help bring Conrad back. Each decision 
you make can strengthen part of your personality 
and change your skills, making Glitched sound 
like a game with potentially many routes.

GLITCHED
Question your reality

 FORMAT PS4 / ETA TBC / PUB DIGERATI  
DEV GAMEHOUSE  / PLAYERS 1 

VIBE AN UNDERTALE-Y PIXEL RPG WITH SEVERAL  
POSSIBLE APPROACHES TO EACH PROBLEM

We’d bet our left leg that games like Devil May 
Cry and Nier played a role in Soulstice’s 
conception. It’s in the rundown castles and 
vaguely Christian iconography, but most 
importantly, it’s in the striking, combo-based 
battles. Briar and Lute are two sisters, reborn as 
a ‘chimera’, a symbiotic being. In combat, you 
control both of them – Briar wields an array of 
giant weapons and Lute, now a ghost, uses 
ranged attacks. It looks like great, speedy fun.

SOULSTICE
Sword and sacrifice

 FORMAT PS5 / ETA 2022 / PUB MODUS GAMES  

DEV REPLY GAME STUDIO / PLAYERS 1 

VIBE DEVIL MAY CRY MEETS NIER IN A BEAUTIFUL  
ACTION GAME WITH FLUID COMBAT

“AS THE CASE DRAGS 
ON, CONWAY’S 

NEIGHBOURS START TO 
SEEM SUSPECT.” 
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D
espite looking more like an 

American cartoon than an 

anime, the influence of 

Japanese animation can be heard 

in Dodgeball Academia’s every line 

and seen in every situation – heck, 

the demo slice we’ve played begins 

with the player meeting an admirer 

on the school’s rooftop. 

Dodgeball Academia’s hero Otto 

is doggedly persistent. Like many 

sports anime protagonists, he really 

only cares about getting better at his 

sport of choice – dodgeball. What 

better place to accomplish his goal 

than Dodgeball Academy? Here, 

every issue seems to be handled 

with dodgeball matches. An 

argument about whether pineapple 

belongs on pizza? Dodgeball. How to 

help a fellow student retrieve a lost 

item? Dodgeball.

Thankfully, the dodgeball action 

is great fun, especially when you 

play in a big team. In matches, you 

have to find a balance between 

dodging balls from the front and 

back, catching them, hitting your 

opponents and getting to balls in 

time. Add to this different throwing 

techniques for characters and foes 

plus powerful special attacks and 

matches can get pretty wild. 

Dodgeball Academia is something to 

keep your eye on, particularly for its 

fresh approach to RPG combat.

W
atching the trailer for Trek 

To Yomi, made completely 

from in-game footage, 

we’re immediately impressed by 

its looks. Created completely in 

black-and-white, this is a game 

developed by a team who know 

how to play with light and shadow, 

and how to create detailed 

backgrounds for a side-scrolling 

environment. But while Trek To 

Yomi’s combat looks as fluid as it 

is bloody, publisher Devolver 

Digital has stayed mum about 

exactly how you carry it out.

The story, meanwhile, should 

gratify any fan of classic samurai 

films – like its visuals, Trek To 

Yomi’s plot is directly inspired by 

the films of Akira Kurosawa. After 

the death of his master, young 

Hiroki has become a ronin, a 

wandering swordsman, determined 

to keep his final promise and protect 

his village and any innocent soul in 

need. It’s pretty classic genre stuff, 

but sometimes that’s all you need, 

especially when it is packaged like 

this – for extra authenticity, the 

game has been voiced in Japanese 

only and will come with a 

soundtrack filled with traditional 

Japanese instruments. It’s to be 

early days for Trek To Yomi yet, but 

as old samurai here at PLAY, we’ll 

keep an eye out for more info.

DODGEBALL ACADEMIA
Game of throws

TREK TO YOMI
The new samurai in town

 FORMAT PS4 / ETA 2021 / PUB HUMBLE BUNDLE / DEV POCKET TRAP / PLAYERS 1-2

 FORMAT PS5, PS4 / ETA 2022 / PUB DEVOLVER DIGITAL / DEV LEONARD MENCHIARI, FLYING WILD HOG / PLAYERS 1

VIBE 

COLOURFUL 
SPORTS ANIME 

RPG WHERE 
DODGEBALL 
SOLVES ANY 
PROBLEM

VIBE 

A SIDE-
SCROLLING 
GHOST OF 

TSUSHIMA IN 
KUROSAWA 

MODE
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Pastel animals in 
an arcade? We’re 
saving our 10p 
coins to play this. “MEMBERS OF A 

COMMUNITY BAND 

TOGETHER TO SAVE THEIR 

ARCADE HANGOUT.” 

S
hould you go down to the 

arcade today, you’re sure of 

a big surprise. New fox kit 

in town, Fennel, feels like he’s 

finally found the one place he fits 

in – a videogame arcade named 

Button City. Between burning 

virtual rubber and stamping to the 

beat, the particular cabinet for him 

is 4v4 action game Gobabots. The 

second-place Gobabots team even 

like to hang out at Button City and 

they welcome Fennel into the fold 

almost immediately. But just as 

our young fox friend feels like he’s 

found his community, 

redevelopment plans threaten to 

take it all away.

In this charmingly low-poly 

narrative adventure, members of a 

community band together to save 

their favourite hangout. As Fennel 

and friends (and even as some of 

their rivals), you’ll sell lemonade to 

raise funds for the cause… though 

that’s potentially the gang’s most 

sensible scheme. To scare off 

arcade-ruining business cat 

Peppermint Pepperbottom, the 

furry friends come up with a variety 

of harebrained plans, including 

kitting out Button City in Halloween 

decorations and crafting a wacky 

robot to chase Pepperbottom from 

the premises. Solving puzzles 

unlocks more weird and wonderful 

ways of dealing with him, but 

there’s plenty of opportunity to soak 

up some side-quests or even just 

play one more level of Gobabots. 

You’re free to do things at your own 

pace, so why not take time to see 

what else the arcade has to offer?

Lead programmer Ryan 

Woodward explains, “The heart of 

an arcade is the community. We 

wanted to capture all those aspects 

to complement what is ultimately a 

story of belonging and friendship.”

With its distinctly wholesome 

vibes and pastel palette, we look 

forward to properly introducing 

ourselves to the welcoming 

committee later this year.

BUTTON CITY
Mashing its way into our hearts

 FORMAT PS5, PS4 / ETA Q3 2021 / PUB SUBLIMINAL GAMING / DEV SUBLIMINAL GAMING / PLAYERS 1

VIBE 

A SWEET 
NARRATIVE GAME 

ABOUT COMMUNITY 
AND THE MANY 

JOYS OF THE 
ARCADE
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INDIE GAMES

Yukumo only wants to travel the world in 
her airship. Unfortunately, her inflatable 
aircraft breaks down in a village seemingly 
without another soul in sight. If she wants 
to get back in the air, it looks like it’s down 
to her. As she double jumps, dashes, and 
airdrops in her search for ship parts, she 
discovers she’s not alone after all, 
stumbling upon the feline Nezu tribe.

Pitched as a chill exploration experience, 
there’s no danger, nor pressure to get your 
ship back off the ground within a set time. 
There are plenty of shiny things to collect, 
platform challenges to complete, and 
sights to snap in photo mode. Featuring a 
soundtrack by popular artist Ujico*, this is 
one you’ll want to get lost in.

TASOMACHI: BEHIND THE 

TWILIGHT
Finding airship parts by daylight

 FORMAT PS4 / ETA 2021 / PUB PLAYISM  

DEV ORBITAL EXPRESS / PLAYERS 1 

VIBE A RELAXING NOSE AROUND A WORLD 
INSPIRED BY EAST ASIAN ART AND CULTUREFew of Studio Èlan’s visual novels have 

made it to PlayStation, so it’s nice to see an 
announcement for Please Be Happy, the 
story of a young fox girl ready to learn more 
about her human side. At the beginning of 
the game Miho finds herself in Wellington, 
New Zealand, perpetually confused by 
human mannerisms. But in order to find a 
man who helped her many years ago, she 
has to learn how to be more human than 
fox – and how to ask for help.

Studio Èlan’s games aren’t interactive 
dating sims, they are novels in the truest 
sense of the word. You’re meant to relax 
and follow a story, through text as well as 
many beautiful illustrations and voice-
acted conversations.

PLEASE BE HAPPY
Fox in the city

 FORMAT PS4 / ETA 2021 / PUB SEKAI PROJECT  

DEV STUDIO ÉLAN / PLAYERS 1 

VIBE HEARTWARMING VISUAL NOVEL ABOUT WHAT 
IT MEANS TO BE A PERSON

N
o-nonsense mercenary Morgan has a 

metal arm and nerves of steel. The future, 

with all its technological advancements, 

looked bright… until an alternate dimension 

didn’t so much come a-knocking as 

a-threatening to batter the door down. 

Known as the Bast, this other dimension brings 

with it all manner of beasties. Thankfully you can 

pause time to plan out grid-based attacks. There’s 

also a wealth of upgrades to gun for that will make 

fighting for a brighter tomorrow slightly easier with 

each run. But Morgan isn’t just fighting for one 

more day and a bit of coin – the Bast has got its 

hooks in someone they love too.

RFM
Time is on your side

 FORMAT PS4 / ETA 2022 / PUB BROMIO  

DEV BROMIO / PLAYERS 1 

VIBE A RETRO-FUTURISTIC ROGUELITE WITH TIME TO BURN

T
his followup to 2016’s Salt And Sanctuary 

sports the same gothic, hand-drawn 2D 

art style as its predecessor. This time you 

play as a Marked Inquisitor, a criminal spared 

incarceration in exchange for taking on a 

neverending fight against the mages. Just 

remember – fear, surprise, ruthless efficiency…

Much like in the 2016 game, there’s side-

scrolling soulslike combat against twisted bosses, 

magical monsters, and more. As you face these 

towering creatures it may feel as though the odds 

are not in your favour, but this entry introduces 

co-op for both Inquisitors in the comfy chair beside 

you and those confined to the online realm.

SALT AND SACRIFICE
No need to be salty about this sequel

 FORMAT PS5, PS4 / ETA 2022 / PUB TBC  

DEV SKA STUDIOS / PLAYERS 1-2 

VIBE GOTHIC COMIC-BOOK GRAPHICS ENHANCE COMBAT  
THAT’S NO LAUGHING MATTER

You are a tiny gecko – need we say more? 
Oh, all right then. As a sweet little lizard, 
you can scurry effortlessly up walls and 
pad through a variety of improbable places 
thanks to your tiny sticky feet. In this 
unique take on the puzzle platformer, you 
explore a mysterious island temple full of 
murals hinting at a potentially divine 
reptile. Thanks to your small stature and 
unique adhesion abilities, you can get into 
all sorts of nooks and crannies. You’ll pull 
levers, match puzzle pieces, and, yes, even 
eat a delicious, crunchy bug or two. But 
you’re not here to take a break from your 
busy life of being an adorable scale 
baby – there’s someone trapped here and 
you’re the only one who can get to them.

THE GECKO GODS
Scaling walls and our hearts

 FORMAT PS4 / ETA 2022 / PUB LOUIS WALOSCHEK  

DEV LOUIS WALOSCHEK / PLAYERS 1 

VIBE YOU’RE THE SWEET, STICKY SOLUTION TO THE 
PUZZLE-PLATFORMING PROBLEMS

To fans of Games Done Quick, this 
platformer will look like it was made for the  
charity speedrunning event. In this latest 
project from the creator of Slime-san, you 
play as tiny demon Beebz as she works to 
take over the turf of not only a gang of 
infernal lords but also the demon king 
himself. Besides a hybrid art style that 
combines 3D objects with 2D hand-drawn 
sprites, it offers a unique take on the genre 
with checkpoints you can place yourself 
and plenty of reasons to revisit levels you’ve 
previously beaten. Momentum-driven, 
physics-based combat allows you to push, 
pull, and spin your way through enemies to 
the top of the infernal food chain. 

DEMON TURF
Jumping to infernal glory

 FORMAT PS5, PS4 / ETA 2021  

PUB PLAYTONIC GAMES / DEV FABRAZ / PLAYERS 1 

VIBE BOASTING A 3D-MEETS-2D STYLE, THIS IS A 
PLATFORMER WITH ATTITUDE
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The racer with no rivals zooms 
back to introduce your nemesis

“LOADING IS
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076 Metro Exodus: 
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I N F O

Format PS5 
(reviewed), PS4

Price £49.99

ETA Out now

PUB Bandai 
Namco 
Entertainment

Dev Bandai Namco 
Studios

Players 1

Length 40+ hrs

Accessibility 
Basic subtitles; 
optional vibration; 
remappable 
controls

Scarlet Nexus
Are we being brain punk’d?

C
oming from a talented development team 

that’s worked on entries in both the 

Tales and God Eater series, this title feels 

especially tied to another in particular 

from Bandai Namco Studios’ past: Code Vein. 

Yes, surprise, we’re talking about the anime 

vampire game again.

Both projects are drenched in eye-catching anime 

aesthetics, and tell original tales set in post-

apocalyptic worlds stricken by both supernatural 

and environmental threats. For Scarlet Nexus, 

that’s a monster-spawning layer of smog called 

the Extinction Belt and the brain-hungry creatures 

it generates, simply known as Others.

But rather than playing as vampires subsisting 

on a bizarrely plant-based diet, you’re one of two 

telekinetically gifted protagonists: Yuito is the 

youngest son of an influential family and fights 

with a sword, whereas Kasane wields multiple 

knives with her mind and is, in our opinion, the 

infinitely cooler option. Each character leads their 

own story campaign that diverges in notable ways 

from the other’s – though that doesn’t necessarily 

mean they’re both worth playing.

THANK YOU, NEXT-US
In this ‘Brainpunk’ future, cities are daubed in 

virtual overlays and holographic ads. Contrasting 

Code Vein’s drab palette with vibrant citrus tones 

alongside neon red accents, Scarlet Nexus is 

immediately eye-catching and looks especially 

beautiful on PS5. Strong art direction has led to 

appealing character designs and memorable mugs 

for enemies. Late-game bosses, in particular, leave 

a strong visual impression. Is that an elephant 

with a brolly cycling on not one but two unicycles? 

Yes. Yes, it is. Just wait ’til you see their final form!

The other key departure from spiritual 

predecessor Code Vein is the ditching of anything 

 It’s eye-catching  
and looks especially 
beautiful on PS5. 
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The power is in your hands as 
either cool-as-a-cucumber 
Kasane or dorky Yuito... not 
that we’re playing favourites.
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soulslike in favour of a more character-action-

adjacent experience. Fights are fast-paced affairs 

that go by in a flurry of sword or knife strikes on 

r and w. As you attack, you charge up your 

psychokinesis gauge, with w attacks giving you 

the biggest boost. With enough juice in the meter 

you can telekinetically hurl debris, from vending 

machines and lamp posts to construction 

equipment and drums of oil. Lighter items can be 

thrown by holding i, while bigger objects are tied 

to p, triggering multi-part on-screen button 

prompts for flashy special attacks. There’s even 

some light resistance from the DualSense’s haptic 

triggers as you pick up half the town. While it’s 

never not fun to throw parts of the ruined world at 

Others, the telekinesis never feels as dynamic in 

its execution as it does in Remedy’s Control. 

Mid-game we occasionally find ourselves just out 

of range of things to throw and without the option 

to tear chunks of concrete from the scenery 

Jesse-Faden-style.

What keeps things interesting throughout many, 

many, many hours of dungeon crawling is the 

Struggle Arms System, which allows you to borrow 

the psychic powers of your 

squadmates for a short time. For 

instance, if an Other won’t hold 

still long enough for you to get 

your hits in, you can use 

Arashi’s hypervelocity to level 

the playing field. Or perhaps an 

Other keeps turning invisible 

and getting the jump on you. 

Tsugumi’s clairvoyance will sort 

them out. Our personal 

favourites, though, are Shiden’s 

electrokinesis and Hanabi’s 

pyrokinesis, which both give 

your attacks an added elemental 

smack. As more characters join 

your cause, they bring more 

powers. These, alongside other 

late-game mechanics introduced 

to help you deal with the bigger 

beasties, keep combat feeling 

fresh long after plenty of other 

elements have grown stale - but 

we’ll get to all of that.

LEAVES YOU HANGING
Each protagonist’s story is split 

into 12 active and standby 

phases. After crawling through 

yet another cool-looking 

dungeon (that is nonetheless 

pretty standard structurally), the 

team return to their hideout. In 

these standby phases the story 

grinds to a halt so you and your 

squadmates can hang out. 

During this time, as all plot 

tension dwindles, you can give 

your comrades gifts and spend 

time with them in Bond 

episodes to strengthen your 

relationships. It’s not dissimilar 

to Persona 5’s social mechanics, 

as you unlock special moves and 

even the possibility of 

squadmates occasionally 

protecting you from incoming 

attacks. These upgrades do add 

neat little flourishes to the 

action of battle, but levelling up 

friendships often comes at the 

cost of the overarching story’s 

pacing due to the structure the 

story has tangled itself up in.

While your squadmates 

present appealing archetypes 

(the shy girl who likes to 

garden, the tricksy older guy 

with a dark past, the rival who’ll 

do anything to best you) most of 

their actual characterisation is 

relegated to these optional Bond 

1  Tear it up! Lob heavy-hitting 
objects like vending machines and 
lamp posts at baddies to fill the Crush 
meter for a special finisher move.  
2  Once the Crush meter is full, you 

can pull off a Brain Crush, killing most 
enemies or dealing serious damage to 
bigger bosses. 3  Bond episodes 
sometimes offer more than an 
opportunity to get to know your 
squadmates. Giving gifts and making 
friends will strengthen your squad.

32

1

 The Struggle Arms System 
allows you to borrow the psychic 
powers of your squadmates. 
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episodes. Even then, much of 

what you discover is skin-deep 

but it’s more than you’ll find 

following the critical path alone.

In active story phases, 

dungeon crawling is sprinkled 

with exposition-heavy cutscenes 

fit for a bingo card. A nefarious 

plot involving the moon? Check. 

Multiple prominent characters 

turning out to be related? Check. 

Time travel? Check. Attack of 

the clones? Check. Bingo! But 

the over-reliance on cliché isn’t 

the real sin – Team PLAY love a 

silly plot. What really grates is 

how little joy the writing seems 

to take in piling on these 

clichés. That business about the 

moon is apparently very 

serious… so it’s a shame the 

story does little to invest us in it 

beyond telling us that we ought 

to care. An at-times-awkward 

script doesn’t help either, even 

as a talented voice cast tries to 

make the most of it. Perhaps 

this story will find its feet in the 

upcoming anime series but here 

it drags its heels.

THIN-SKINNED
Characters make a strong first 

impression thanks to solid art 

direction but, much like the 

appeal of their post-apocalyptic 

world, much of what makes 

them interesting proves to only 

be skin-deep. The character 

action combat system and how 

it grows to give you more 

options over time is what will 

hold your attention through 

many hours of dungeon 

crawling. Unfortunately, with 

one protagonist’s campaign 

taking at least 20 hours to play, 

it’s a game that fails to learn 

from the breezy example set by 

the heavy hitters of the genre.

This psychically gifted title has a killer 
look and telekinetically wielded right hook. 
Unfortunately, it fails to read our mind and 
outstays its welcome. Jess Kinghorn

7% Making 
things sizzle 
with Shiden  
and Hanabi’s 
powers.

18% Throwing 
together any old 
tat and then 
giving it to your 
teammates.

22% Wishing the 
story had its hooks 
in you like the 
combat does.

7% Wondering 
if perhaps the 
anime is going to 
be better.

39%
Cutting up Others 
and pirouetting 
through fights.

7% Blipping 
through time 
and space with 
either Luka or 
Arashi’s powers.

W H A T  Y O U  D O  I N :  S C A R L E T  N E X U S

4  Yuito’s sword is cool 
but arguably not as cool 
as Kasane wielding 
knives with her mind.  
5  Dungeons are 

substantial, though fairly 
standard structurally.  
6  Combat is flashy fun 

against a slew of 
memorable enemies.

6

5

4

BRONZE
Get through almost 

two playthroughs and 
a lot of Bond episodes 

with Kyoka.

SILVER
Learn all the skills on 

the Brain Map skill 
tree. This is easy to do 

in one playthrough.

GOLD
Give every gift you can 
to each of your allies. 
They’re just going to 

love you.

T R O P H Y  C A B I N E T

GIF
T-GIVING FREAK

O
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N
E

R
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F AN EXCELLEN
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A
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Y 
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A
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 ME, MY ANGST IS M
E

MEMORABLE MUGS
Character and enemy designs are 

unique and full of personality. 
Strong art direction makes this a 

visually appealing post-apocalypse.

SORRY STORY
On the other hand, the story is 

disappointingly forgettable, and 
the characterisation of those 

cool-looking people is skin-deep.

L O V I N G / H A T I N G

Arashi’s hypervelocity 
and Luka’s teleportation 
can help you keep up with 
a fast-paced Other but 
sometimes you’d really 
rather they held still. 
Battering them with a 
combo-ful of Shiden’s 
electrokinesis is the 
easiest way to stun an 
Other long enough to get 
some serious damage in.

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

Squadmates with 
psychic abilities, from 

hypervelocity to 
pyrokinesis, which you 

can borrow to 
augment your own, for 

exciting combos.

Active and stand-by 
story phases to fight 
through and hang out 
in. It’ll take you about 

20 hours to work 
through one 

protagonist’s story.

Side-quests to fulfil in 
exchange for a 

wardrobe full of 
seriously strange yet 

stylish threads.  
Anime games always 

deliver on style.

S T A T P A C K

09 3012
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Metro Exodus: 
Complete Edition
Travelling first class

T
he original version of Metro Exodus was 

4A Games loading up at the PS4 buffet. 

This PS5 edition is the developer going 

back for seconds, loosening its belt, 

undoing a top button and feeling uncomfortably 

pogged. But incredibly satisfied. 

Metro Exodus: Complete Edition on PS5 wrings 

every last feature from the hardware. Delivering 

60fps at 4K with ray tracing throughout Metro 

Exodus is a true next-gen event. 

What’s astonishing is how colourful the updated 

game feels. Now in 4K, with multiple light sources 

illuminating the snowy Moscow tunnels and 

summery forest paths, Metro’s world feels bold 

and vivid. It’s a thing of beauty but it’s also 

in service to the gameplay; hiding in the shadows 

feels necessary, shootouts physical.

Such visual splendour does wonders for this 

narrative-focused FPS. The post-apocalyptic world 

is renewed. Travelling across Russia in search of a 

safe home, encountering remnants of the civilised 

world now turned to cannibalism, slavery, and 

religious zealotry shocks.   

 

PUMP IT UP 

The familiar enemy and creature encounters feel 

equally revived. The DualSense makes you feel as if 

you’re really there. Desperately 

pumping your rifle’s pneumatic 

charge – clunk, clunk, pfft – as 

boggle-eyed mutations circle is 

incredibly tense. You feel the 

weapon’s resistance in the 

trigger. Haptic feedback enables 

you to feel each weapon’s 

unique recoil or weight, too. 

Behind the scenes the SSD 

proves essential. Loading 

generally is reduced to seconds, 

but reloads when a stealthy 

approach goes wrong are near 

instantaneous. It encourages 

experimentation, and in a 

game where your actions 

matter – who you kill or spare 

affects alliances – it’s a godsend. 

Behind the tech upgrade is 

the same fantastic shooter, one 

that blends stealth, survival, 

sandbox freedom, and horror 

into a compelling narrative 

journey, one that demonstrates 

some of the best world-building 

on PlayStation. And this edition 

features both DLC stories, both 

benefitting from the same 

features as the main game.

One of PS4’s best and most underrated 
shooters pulls out all the stops on PS5. A 
technical marvel that goes full steam ahead 
on Sony’s new console. Ian Dean

I N F O

FORMAT PS5

PRICE £34.99 (free 
upgrade from PS4)

ETA Out now

PUB Deep Silver

DEV 4A Games

PLAYERS 1 

LENGTH 30 hours

ACCESSIBILITY 
Adjustable aim 
mode; changeable 
subtitle size and 
background; 
subtitles via the 
DualSense 
speaker; turn off 
tinnitus sounds 

UPGRADED FOR PS5

A narrative shooter 
thick with atmosphere, 
this one’s unmatched.

9

 A thing of beauty in service to 
the gameplay; hiding in the 
shadows feels necessary. 
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Alex Kidd In 
Miracle World DX
A classic? They’re Kidding

T
his is yet another remake of a 
retro game, although whether 
it deserves to be called a 

classic depends on whether you 
genuinely regard Sega’s pre-Sonic 
mascot’s 1986 debut adventure as a 
platforming milestone or are simply 
suffering from Stockholm Syndrome, 
having been a cash-strapped child 
forced to play the one game built 
into their Master System. 
Nonetheless, this remake, done in a 
similar fashion to Lizardcube’s 
faithful remake of Wonderboy: The 
Dragon’s Trap, shows Jankenteam 
has a clear fondness for it.

However, instead of hand-drawn 
visuals, DX features modern, 
expressive pixel art graphics 
accompanied by a new arranged 
score.1 The dev has also tried to 
expand upon the original in subtle 
ways – for example, the dialogue’s 
been improved to give better 
narrative context for who martial 
artist Alex Kidd is and why he’s on 
this journey to fight Janken The 
Great. The rock-paper-scissors 
battles remain but the boss fights 
that ensue afterwards have also 
been elaborated upon.2 That said, 
given the instant death mechanic is 
still present, it’d be preferable if 
boss fights didn’t go on for much 
longer. Indeed, the problem is that 
in choosing to maintain the feel of 
the original game, the devs have 
retained all the painfully floaty and 
slippery platforming of the original, 
along with a crouch mechanic that 
feels like a glitch at best.

You are at least able to turn on 
Infinite Lives to make a playthrough 
more bearable – honestly, it must’ve 
been a miracle that we beat Miracle 
World back in the day. While some 
players may be charmed by the 
power of nostalgia, for 
others it’s a reminder why 
Sega sacked Alex as 
mascot. Alan Wen

The Eternal 
Castle 
[Remastered]
Rewriting history in neon

R
arely is the fiction surrounding 
a game more interesting than 
the game itself. However, 

purporting to be a modernised 
version of a 1987 platformer that 
never saw release, The Eternal 
Castle [Remastered] is perfectly 
primed to intrigue. It’s refreshing to 
see the game’s audio and visuals 
are designed to back up the myth, 
with 2-bit CGA animated graphics to 
offer players a style of 2D retro 
throwback they probably haven’t 
seen before. It works for the most 
part, even if your eyes have to work 
harder than usual to fill in any 
negative space.1 Trying to discern 
environments is just as much of a 
challenge as defeating enemies.

Your ultimate goal is to save 
what’s left of humanity by reaching 
the castle of the title, tackling 
locations like the Ancient Ruins, 
Forgotten City, and Unholy Lab in 
any order while gathering upgrades. 
This level flexibility ends up being 
The Eternal Castle [Remastered]’s 
best aspect, as it’s convenient to 
warp somewhere else whenever a 
foe or puzzle becomes too tough. 
It’s good these workarounds exist, 
because stumbling blocks occur 
often despite this neon-infused 
adventure being rather brief.

Not knowing what lies ahead and 
trying to make sense of how this 
ravaged world came to be is the 
main draw, especially since much of 
the worldbuilding is reserved for 
diary pages2 that are easily missed. 
The Eternal Castle [Remastered]’s 
openly abstract approach may 
frustrate some, but any mechanical 
shortfalls are more than made up 
for by the vibrant pixel art, 
lo-fi sound design, and 
all-round chilling 
atmosphere. Aaron Potter

FOOTNOTES 1 Switch to the classic 8-bit visuals by 
pressing i. 2 Boss rush is an unlockable mode, 
along with the devs’ recreation of the 8-bit original.

FOOTNOTES 1 This usually means events run for a total of three minutes plus extra time, giving you no time to get 
bored, and allowing even easily-distracted young members of the family to have some fun. And you can speedrun 
those medals! 2 An unkind person might say that this is realistic if nothing else. Not us, though. Ahem. 

FOOTNOTES 1 Few colours are used but black always 
predominates. 2 A question mark appears above your 
character to indicate pages and points of interest.

FORMAT PS4 PRICE £34.99 ETA Out now  
PUB Sega DEV Sega PLAYERS 1-2 (offline), 2-8 (online)I N F O

I N F O FORMAT PS4 PRICE £14.99  
ETA Out now PUB Merge Games  

DEV Merge Games, Jankenteam PLAYERS 1

FORMAT PS4 PRICE £11.99 ETA Out 
now PUB TFL Studios DEV Leonard 

Menchiari, Daniele Vicinanzo, Giulio Perrone 
PLAYERS 1

I N F O

Olympic Games 
Tokyo 2020 – The 
Official Video Game
Let’s play sport the difference

D
espite the licence, this 

doesn’t feature every 

sport in the Olympics, 

with some omissions 

that would seem perfect for 

videogames (no archery?). As 

surprising and disappointing as 

this is, the 18 sports that made 

it in form a pretty good game.

This is essentially a collection of 

minigames. This doesn’t mean a 

mediocre pile of pap that you’ll 

lose interest in within 20 

minutes. Instead, it means each 

sport is easy to understand and 

accessible.
1
 Kudos to the 

developer for making each sport 

feel unique in terms of controls 

and experience. No mean feat.

It’s no stickler for realism – 

you can unlock and dress up in a 

selection of daft costumes, and 

each sport has some sort of 

super move – but the sense of 

competition is real, especially if 

you venture online. 

Not every sport is a success. 

Baseball drags on too long,
2

and 

basketball is oversimplified, but 

others are better than you might 

reasonably expect. Football is 

surprisingly good, the 100m and 

hammer throw are strangely 

compelling, and the swimming 

events demand concentration.

There’s an extra layer of 

complexity behind events such 

as judo that the quick and clear 

tutorials don’t let on about. This 

means it’s a game that welcomes 

people of all ages and skill 

levels, and allows them 

to play together. That’s 

the hashtag Olympic 

spirit! Luke Kemp

7
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Sniper Elite VR
A shot of the good stuff

S
nipers are cool, calm, and collected. They 

hunt their prey silently, unseen and 

unheard in the shadows. What they don’t 

do is jam two bits of plastic together, 

fumble for a virtual bolt, and curse loudly as they 

grasp at bullets around their on-screen belt, 

dropping cartridges, dropping the gun, dropping 

down dead. The life of a sniper is hard.

This is the fine balancing act Sniper Elite VR 

manages; it’s a good adaptation of Rebellion’s 

series. It puts accurately modelled guns of the 

World War 2 era in your hands, surrounds you with 

smart AI, and asks ‘Can you cut it?’ while no doubt 

sucking on a Woodbine like a trooper. (Note we do 

not recommend that. You’ll stink.) 

How involved you want to get with the game’s 

rules depends on you and your games cabinet. As it 

supports DualShock 4, Move, and Aim controllers 

Sniper Elite VR enables you to decide how 

‘simulated’ you want to play. The traditional pad 

option features reloading at the tap of a button 

and aiming not too dissimilar to the main game 

but makes use of the motion sensors to guide your 

sights – bring the pad to your eyes and squint. 

Free movement inside VR and hot-swapping 

weapons on wmakes this the entry-level setup. 

At the other end of the spectrum, picking up two 

Move controllers offers the full VR experience. You 

aim by pulling one controller to your face and the 

second slightly further out, 

emulating the way you’d hold a 

rifle. It works, though it can 

produce more finicky detection 

clashes than using the 

DualShock and in the heat of a 

firefight this can frustrate. But 

you have to love the attention to 

detail the Move controllers offer. 

You reload manually by grabbing 

bullets from your avatar’s 

belt (look down) and jamming 

them into the rifle (jab the 

controller into thin air), and 

then prime the gun by pulling 

back the in-game bolt (pull and 

twist the Move controller). 

Pistols and machine guns need 

equally close, physical attention.

MOVE AND FIRE 
At its most tactile these controls 

aren’t gimmicks but vital to the 

You’ll take it slow and 
steady for much of the 
game, but never fear going 
loud with a machine gun.

tempo of the game. The Sniper 

Elite series is fundamentally 

about stealth; you need to pick 

off enemies from unseen 

distance, use ambient sounds in 

the environment to mask shots, 

and stalk slowly and quietly to 

new positions. In VR, using a 

pair of Move controllers, you’re 

forced to play with real caution. 

It takes time to bring the rifle to 

your eye line and to load and 

cock the firing pin, and every 

shot must count. 

Missions tend to be designed 

around this slow, methodical 

way of playing. The maps are 

small compared to the standard 

game’s sandboxes, but even so 

offer numerous ways to 

progress. The devs want you to 

experiment and pick your way 

through the enemy lines. It 

 Reload manually by grabbing 
bullets from your avatar’s belt and 
jamming them into the rifle. 

I N F O

FORMAT PSVR

PRICE £24.99

ETA Out now

PUB Rebellion

DEV Rebellion, 
Just Add Water

PLAYERS 1

LENGTH 8 hrs

ACCESSIBILITY 
Colour blind 
mode; adjustable 
movement, 
controls and UI 
detail; left or right-
handed setup; 
manual or auto 
reloading 
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Perfect handling, a robust challenge, and a 
creative use of PSVR ensure Sniper Elite VR 
is an unmissable headset shooter. Despite 
some niggles, this one’s on target. Ian Dean

means you often need to get up 

close to enemies and use 

silenced pistols, but also go loud 

and spray the screen with 

bullets. Bear in mind that these 

are realistically modelled 

weapons; machine guns rarely 

hit but their speed counts.

PERFECT LOADOUT  
Going beyond the core controller 

choice, you can pretty much 

tailor Sniper Elite VR to how you 

want to play. We’re not talking 

about simply tweaking the 

difficulty or movement choice 

(free roam or teleport).You can 

tinker with the UI to remove 

markers and information for a 

realistic view, smooth out 

movement, and adjust tracking 

assists. You can even define 

left- or right-hand use and 

adjust where items sit on your 

character’s belt – do you dress 

to the right or left?

You’ll rarely need to tinker 

with the setup, though, as this 

is a free-roaming VR shooter 

that never turns the stomach. 

Smart use of border control and 

a fisheye-like clouding of the 

screen as you focus shots helps 

mask any disorientation. 

One VR-tailored feature could 

put off fans: missions rarely run 

past 20 minutes and feature 

simple goals. This is a common 

treatment in VR, to offer 

bite-sized doses of action to 

hold back the headset sweats, 

but when the controls are this 

good and the ride this smooth, 

we could have gone for more 

expansive setups and maps. 

We’re nitpicking. This is a 

well-realised VR shooter that 

lets you play your way. Perfect.

1  Use the environment 
to sneak up on enemies. 
You may need to swap 
rifles for pistols. 2  Also 
use the environment for 
group kills – shooting a 
lorry’s fuel tank will 
cause an explosion.  
3  The gory Kill-Cam 

returns – up close!

3

2

1

T H E  P L A Y B O O K

W H A T  Y O U  D O  I N :  S N I P E R  E L I T E  V R

7% Trying to 
find every 
hidden Silver 
Eagle in a map 
for the rewards.

17% Replaying 
maps to try new 
routes, gear, 
and weapons.

9% Practising 
your shooting at 
the farm’s range.

4% Feeling  
grateful you’ll  
never have to do  
this for real – we’d 
be terrible.

12% Fumbling 
for bullets in 
your belt as the 
enemy gets 
closer.

9
BRONZE

Make a successful 
shot of over 200 

meters to get earn  
a rare bronze. 

SILVER
Kill multiple enemies 

with one bullet by 
shooting TNT in the 

environment.

GOLD
Complete all 

challenges in a 
mission to snag this 

golden goodie.

T R O P H Y  C A B I N E T

DEDICATED

O
N

E 
B

ULLET IS ALL IT TA
K

E
S

LONG SHOT

Making a perfect shot 
feels great in VR. You 
need to physically hold 
whichever controller 
option you’ve opted to 
your eye, and squeeze p 
to focus, slowing your 
character’s heartbeat as 
the screen darkens. It’s a 
rollover from the non-VR 
game, yet works here to 
increase tension.

H O W  T O …  S H A R P S H O O T

DualShock is easier and 
the Aim controller more 
fun, but the physicality of 
juggling dual Move 
controllers to load and 
prime weapons, cock 
pistols, and manually 
grab and throw grenades 
is unlike anything else. 
The Move controllers can 
show their age, however: 
we encountered the odd 
detection issue.

M O V E  C O N T R O L L E R  H A N D L I N G

SILENT SCOPE
At heart Sniper Elite VR is a stealth 
game that demands you play by its 

rules: sneak and stalk enemies 
and watch for opportunities.

SMALL SCALE
Some maps open up and offer 

small-scale sandboxes but overall 
the game delivers bite-sized 

chunks of VR shooting.

L O V I N G / H A T I N G

51%
Raising your arms, 
squinting, shooting, 
reloading… there’s 
a physical rhythm 

to this.
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entering a location will trigger a 

quest, sometimes talking to an 

NPC will do it, and sometimes 

your silent hero needs to do 

things in a very specific order. 

Battles are side-scrolling. 

Enemies will either stand in a 

location waiting for you or drop 

in on you from above. Like in 

fighting games, you can use 

light and heavy attacks, jump, 

repel a hit, or backstep. Your 

hero can use any weapon,though 

repeated use of one nets you 

special attacks. It’s simple stuff, 

but getting boxed in between 

enemies can quickly lead to your 

demise – in these situations the 

very good checkpoint system is 

your friend.

P
layed any of Legend Of Mana’s 

predecessors? Well, this won’t be what 

you expect – it completely forgoes the 

idea of a contiguous plot and leaves it up 

to you where to go, who to help, and even where 

to place locations on the world map. A 

considerable amount of freedom for a game 

originally released in the West in 2000; smart in 

theory but precarious in practice.

Visually, the devs were happy to stick with Legend 

Of Mana’s 16-bit style for this remaster – the 

game was a last hurrah for the 2D look when it 

was originally released. The hand-painted 

backgrounds are now beautifully smooth, but the 

original sprites have been preserved. Beyond that, 

not a lot has changed – textboxes are in a more 

legible font and feature character art, and an 

autosave function plus the option to save anywhere 

from the Options menu have been enabled.

MIND YOUR MANA
What you’re left with is a game that can be a bit 

frustrating to play, particularly from a modern 

point of view, because Legend Of Mana doesn’t 

only emulate the look of early ’90s RPGs – just like 

those games it’s terrible at dispensing necessary 

information, trusting you to have read its (in this 

case non-existent) manual before starting. While 

Square Enix added some tutorials, triggering events 

such as the very necessary quest that teaches you 

how to hatch monsters from eggs and take them 

into combat can feel like sheer luck. Sometimes 

Legend Of Mana offers 

gorgeous locations and a 

soundtrack that’s perhaps 

Kingdom Hearts composer Yoko 

Shimomura’s best work, but it 

also hides some good, often 

heartwarming, stories under a 

considerable amount of tedium 

if you don’t click with its battles, 

of which there are many. You’re 

able to disable encounters, 

which is handy because some of 

the sprawling dungeons will 

have you going in circles to find 

the right way. This is a game 

that wanted to tell many stories 

instead of just one, which is 

commendable, but it’s also 

missing a through line in form 

of an overarching plot.

A collection of small quests, no story is given 
the attention it deserves, the one glaring fault 
of a beautiful game with a clear desire to 
innovate. Malindy Hetfeld

I N F O

FORMAT PS4

PRICE £24.99

ETA Out now

PUB Square Enix

DEV Square Enix

PLAYERS 1-2

LENGTH 20-60 
hours

ACCESSIBILITY 
Option to disable 
encounters

NPCs leave your party 
once their particular 
quest is done, making 
couch co-op difficult.

 Gorgeous locations and perhaps 
Kingdom Hearts composer Yoko 
Shimomura’s best work. 

Legend Of Mana
Around the world in 60 remastered quests
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This is a solid VR racer but it lacks depth and 
offers a limited single-player experience. 
Fans of the anime will enjoy the extra polish, 
but there are better PSVR games. Ian Dean

6

Little Witch
Academia: VR
Broom Racing
Can you spell a-v-e-r-a-g-e?

F
inally, we have a use for 

those swivelling chairs 

every office has but 

everyone hates, and it’s 

for virtual broomstick racing. 

Pointy hats and overexcited 

squeaks are optional (Jess, this 

means you).

Little Witch Academia: VR 

Broom Racing gets the basics 

right. The voice cast and writers 

of the popular anime are on 

hand to create a world that’ll 

have fans reaching for their 

replica wands in excitement. 

The core activity works well to 

embellish this setting and offer 

a fun virtual broomstick 

experience (the things we have 

to write). Controls enable you to 

shift the broom’s momentum by 

turning the controller to slightly 

affect direction, while leaning 

and physically moving around 

on the spot turns the broom 

more dramatically. See, you’ll 

need one of those swivel chairs 

or a stool to spin around to 

make the required sharp turns. 

The game can be prone to 

confusion, especially when you 

go off course and get lost in a 

forest of upside-down low-poly 

giant lollipops. But there’s no 

VR sickness and races are so 

quick you can restart without 

much loss of momentum. 

WITCH WAY UP?
While the racing is suitably fast, 

floaty, and VR-tuned there’s not 

much new to love. The usual 

arcade racing ideas anchor the 

action: fly through rings to earn 

points; power-ups offer speed 

boosts; and ‘curses’ slow rivals. 

But it’s very limited. There are 

only the two power-ups and the 

tracks lack memorable layouts, 

meaning you’ll rarely have any 

affection for them, and there’s 

no tactical advantage to 

memorising them anyhow. The 

main story trundles along nicely 

with series-authentic dialogue 

and charactisation. It stalls at 

the final hurdle, however, as the 

final stage demands you grind 

for rewards. You need to replay 

the grand finale numerous  

times over with different little 

witch partners.

Broomstick unlocks, buffs, 

and customisation adds a layer 

of fun but again feels included 

to encourage repeat runs rather 

than adding value. Popular with 

its classmates, but sadly this 

one’s not top of its class.

FORMAT PSVR PRICE £22.99 ETA Out now  
PUB Univrs, EXPVR Inc DEV Univrs, EXPVR Inc PLAYERS 1-3I N F O

More than worthy of top 
billing is one of our favourite’s 
of 2019, even making our 
game of the year list. Leading 
the pack on last month’s PS 
Plus, A Plague Tale: 

Innocence’s PS5 upgrade is still free to anyone who already 
owns it on PS4. Save transfer means you can pick up from 
where you left off in this stealthy tale of two siblings and a 
very hungry swarm of rats. Besides making the most of 
fast load times, this version also targets 60fps and 4K 
resolution. There’s subtle use of the DualSense’s adaptive 
triggers too; sprinting provides light resistance that keeps 
time with protagonist Amicia’s footsteps and haptic 
feedback makes your sling attacks extra wince-worthy. 

Another PS Plus alumnus is 
seeing a PS5 rerelease – with 
an all-new expansion to boot. 
The PS4 version of action 
RPG Greedfall was up for 
grabs back in January, and 

unfortunately if this is the version you have you won’t be 
eligible for the PS5 upgrade. All other PS4 players can 
transfer their save and enjoy 4K UHD resolution as well as 
fewer interruptions to exploration thanks to significantly 
shorter load times. If you’re looking to splash out, 
Greedfall: Gold Edition packs in not only these new-gen 
improvements but also a previously unseen region in new 
expansion The De Vespe Conspiracy. 

Realistic World War 1 shooter 
Verdun debuted on PS4 back 
in 2016. Since then the 
multiplayer FPS has 
spawned the standalone 
expansion Tannenberg and a 

third game in the series, Isonzo, is also on the cards, 
currently scheduled for release later this year. All three 
entries are set to come to new-gen consoles, enjoying 
60fps, higher-resolution graphics, and other lightly 
reworked visual elements. The five-year-old Verdun 
benefits in particular, with improved shadows, better 
textures, and even a spot of anti-aliasing to soften those 
jaggy edges. If you’ve been down in the PS4 trenches since 
2016, you can get the PS5 version of Verdun for free. Better 
still, no man need be left behind as these new-gen 
versions also introduce crossplay, making it easy to band 
together no matter your platform of choice.

My column predecessor wasn’t wrong about 
PS5 being the console of second chances. 
This month a number of double-A titles are 
finding a new-gen home through rereleases, 
meaning if you missed out the first time, 

you’re beginning to run out of excuses...

PS4-to-PS5 game updates chewed on

BANDWIDTH
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F1 2021
Forget Verstappen, it’s Devon Butler you’ll really want to beat

O
f all the many ways this game improves 

on last year’s F1 2020 – which was 

superb in itself – the one that really 

stands out here is the new, fully fleshed-

out story mode. It’s called Braking Point (groan) 

and features CG cutscenes in the style of 

Codemasters’ vintage classic TOCA Race Driver 

2. The result briefly turns this racing simulation 

into a videogame again, and that’s very cool.

You’ll recognise sneering racecar driver Devon 

Butler from the tentative toe-in-the-water story 

scenes included in F1 2019 as you control two other 

fictional drivers: new F2 champion Aiden Jackson, 

and his veteran F1 team-mate, Casper Akkerman 

(who may as well have been Kimi Raikonnen, 

though this guy uses more than one word to 

answer interview questions). The acting is 

surprisingly good, and the switcheroo between 

drivers makes for an interesting dual perspective. 

Lasting some six hours, or more if you have to 

retry a lot, Braking Point proves once and for all 

that even fictional rivalries make racing games a 

hundred times more engrossing than chasing 

drones around a track.

However, it’s a pretty full-on challenge, and 

some races require ten or more laps of extremely 

precise driving to fulfil the objective, with failure 

requiring you to start over. There are three 

difficulty levels, and the medium one is hard 

enough. Hard may be impossible 

with a standard pad.

MOVE AND FIRE 
Is it worth buying the game just 

for this new addition? Well, 

perhaps not on its own. But 

fortunately, the already 

sensational career mode is still 

there, and it’s so customisable 

everyone should be able to 

create a season they’ll enjoy.

You can now play co-op 

career mode over the internet 

with a friend, choosing to 

change teams together or 

agreeing each of you can move 

around however you like. And 

for solo gamers, there’s now  

the option to start a new game 

from any race in the real F1 

season, with standings 

downloaded from real-world 

PS5’s ray tracing is only 
switched on outside 
of gameplay, and the 
framerate can suffer.

stats at that point in time. So 

you could play as Verstappen in 

Baku if you like, and undo that 

devastating blowout. 

Then there’s the absolutely 

exhaustive My Team mode, in 

which you make a new F1 team 

from the ground up, managing 

its budgets, departments, and 

sponsors while simultaneously 

racing as its number-one driver. 

It’s still superb, if a little 

straitlaced, and the organic flow 

afforded by longer race lengths 

provides utterly engrossing 

action. Lengthen the race 

duration and you’ll have to take 

a gamble on your tyre choice in 

dynamic weather, catch up to 

safety cars, and deal with 

mechanical issues. It truly 

captures the ups and downs of 

real F1, even if you are also able 

 Load times are literally three 
seconds long on PS5. Blink and 
you really might miss them. 

FORMAT PS5 
(reviewed), PS4

PRICE £54.99

ETA Out now

PUB EA

DEV Codemasters

PLAYERS 1-2

LENGTH 6 hrs 
(story); 20-60 
hrs (one career 
season)

ACCESSIBILITY  
Three colour blind 
modes for the 
dynamic racing line

I N F O



083

PS5 REVIEW

Another stellar sim that isn’t quite as 
assured on PS5 as you might hope. But story 
mode is worth playing and career mode is 
the best in the business. Justin Towell

to go full fanfic and choose to 

enable classic drivers to join the 

fray. Ayrton Senna as your 

wingman, anyone?

RAY RACING 
The PS5 version is beautiful and 

butter-smooth during races, but 

pre-race grid scenes, podium 

celebrations, and Parc Fermé 

celebrations are unexpectedly 

choppy with some pretty awful 

screen tearing – something that 

comes as a real surprise. This  

is a beautiful game overall, but 

the presentation should be 

absolutely rock-solid at this 

stage and it isn’t. That said,  

load times are literally three 

seconds long on PS5, which is 

about as long as it takes for a 

modern pitstop. Blink slowly 

and you really might miss them, 

which is fantastic. 

Considering the wealth of F1 

memes that have become part 

of the sport, it’s played just a 

little bit too straight, though 

that’s understandable – it is a 

big licence. Crashes still feel 

downplayed, but mechanical 

damage now includes your 

sidepods and undertray, 

affecting cooling, aerodynamic 

downforce, and even your 

engine’s performance and 

durability. All this feeds back to 

the team management 

elements, making for a deep and 

engrossing game that you can 

tangibly influence but never 

completely control. 

There’s still no other licensed 

racing game so authentic, deep, 

balanced or open to tactical play, 

and the story mode introduces a 

much-needed human element. 

A wonderful package.

1  There seems to be 
less tyre degradation 
than in the past, resulting 
in fewer late-race spins. 
2  The detail is amazing, 

with functional pit 
boards. 3  Real life racer 
Jimmy Broadbent 
appears in the fictional 
social media feed.

3

2

1

T H E  P L A Y B O O K

W H A T  Y O U  D O  I N :  F 1  2 0 2 1

5% Lamenting the 
removal of classic 
cars; hoping it’ll 
lead to a full game.

6% Wondering 
whether to hire 
Prost as your 
teammate.

14% Rewinding 
that mistake 
with flashback. 
It clearly didn’t 
count.

9
BRONZE

In an interview, 
criticise a dev 

department so hard it 
makes them sad.

SILVER
Finish 100 races in 
online multiplayer. 

That’s a lot of getting 
smashed from behind.

GOLD
To win a gold trophy, 
win the driver’s or 

constructor’s 
championship.

T R O P H Y  C A B I N E T

W
ORLD CHAMPION

D
E

D

IC
ATED TO THE CAU

S
E

GO EASY ON THEM

Practice sessions have 
been streamlined, even 
allowing you to play a 
chance-based game for 
your R&D points. Choose 
an objective like setting a 
decent qualifying time, 
along with percentage 
odds of achieving it, then 
weigh up how much time 
you want to spend 
chasing each one. 

H O W  T O …  A V O I D  P R A C T I C E

TRIGGERS
Try to 
accelerate and 
brake at the 
same time and 
the triggers 
push back 
against you.

HAPTICS
Variable rumble 
tells you when 
you’re hurting 
the tyres, which 
is important for 
managing 
degradation.

T H E  D U A L S E N S E  D I F F E R E N C E

Tracks to race on at 
launch, though that 

number includes 
China and Australia, 

which have both fallen 
off the real-world 

Formula 1 calendar.

Practice session 
development tasks, 
down from five. You 
can also simulate 
them with clearly 

shown odds of 
success.

Camera views. That 
might seem a lot of 

ways to view the 
on-track action. In 
fact, you now get 

‘nose’ and ‘nose alt’. 
Why? Nobody nose.

S T A T P A C K

21 0803

62%
Driving, 

concentrating on 
your racing line, 

gears, ERS, DRS, 
fuel level…

9% Pushing o 
to switch the 
turbo-like 
‘overtake’ 
button on and 
off. Zoom!

4% Talking to 
your virtual 
mum on the 
phone. She’s 
your biggest fan.
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FORMAT PS5 
(reviewed), PS4

PRICE £34.99

ETA Out now

PUB Wizards Of 
The Coast

DEV Tuque Games

PLAYERS 1 
(offline), 2-4 
(online)

LENGTH 10-12 hr 
campaign, plus 
online grinding

ACCESSIBILITY 
Togglable vibration; 
subtitles have 
adjustable opacity 
and background; 
press or hold to 
sprint; colourblind 
mode

Dungeons 
& Dragons: 
Dark Alliance
Express your elf

T
here aren’t any dungeons per se, and 

there’s only one dragon, but we suppose 

Open Spaces And One Dragon At The Very 

End isn’t quite so snappy. Based loosely 

on RA Salvatore’s Icewind Dale book trilogy, this 

D&D adventure is a loot-chasing experience 

intended to be replayed again and again, 

although many people will soon lose interest.

If you’re looking for a story-rich tribute to 

Salvatore, you’ve missed your stop, mate – you 

want Kingdoms Of Amalur round the corner. This 

takes a Destiny-style approach to storytelling, in 

that most of it is unlockable text buried in menus. 

There are cutscenes, and characters will 

occasionally chatter during play, but it’s largely 

limited to things like ‘Look, a goblin, I will stab it 

with my pointy sword!’ (We may be paraphrasing.)

It’s a well-realised world with sometimes quite 

pretty environments nonetheless, and there’s 

plenty for Salvatore fans to squee over. Indeed, 

players can choose from four of the five 

Companions Of The Hall. Dark elf Drizzt is a quick 

and agile melee fighter, barbarian Wulfgar is a bit 

slower but stronger, archer Catti-brie is the only 

fighter of any use at distance, and dwarf Bruenor is 

a solid choice with some good support abilities. 

They’re all distinct, viable options. 

ORC THIS WAY
There is a total of 21 stages, each with six 

difficulties to choose from. The higher the 

difficulty you attempt, the better the rewards for 

success. While characters level up in a traditional 

manner, with points to be attributed and moves to 

be unlocked, as a lootcentric experience this places 

a lot of importance on your gear. With enough 

cash and the right materials, most gear can be 

upgraded, but only three times. If you want the 

best gear, with the strongest base stats and the 
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“Hi there fella! How 
you doing? Fancy 
coming round mine for 
tea and bone marrow?”

 Failed session connections here 
are, while very much present,  
the least of our worries. 
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best upgrade potential, you’re going to have to 

brave the highest difficulties.

In terms of design and presentation, Dark 

Alliance is refreshingly simple and accessible when 

it comes to the often-tedious subject of managing 

gear. For one thing, rewards – even those you pick 

up during play – are not accessible until the end of 

the current stage, when you return to the hub. 

There’s therefore no need or temptation to dive 

into the menu and swap your armour and weapons 

around several times per session. When you do 

have a look at your equipment, the clear UI makes 

it immediately obvious which new bits of loot will 

benefit you and how.

It’s more good news in terms of level design. A 

small but ever-present marker ensures you’re 

never in doubt of which path to take to the next 

objective, and each area has extra loot and pickups 

hidden away in obvious and not-so-obvious 

corners, and most have optional objectives to 

boost your rewards. There are even puzzles 

scattered throughout the game, though most 

won’t give you any trouble. Wherever you are, you 

needn’t worry about frustrating choke points or 

environments that give enemies 

an unfair advantage.

So far, so good. But – and this 

is a huge, stinky, troll-sized 

but – sometimes, the whole 

experience feels as though it’s 

being held together with peanut 

butter and prayers. No matter 

how you play, you’ll start 

running into issues if you play 

for long enough (which isn’t 

very long at all).

ARE YOU TROLLING?
For example, should you start a 

solo session as Catti-brie, you 

might quite reasonably decide to 

start shooting arrows at enemies 

from a safe distance. Do so, and 

you’ll notice that the various 

monsters are happy to be turned 

into walking pincushions 

without so much as a grumble. 

They’ll just stand there, letting 

you chip away at their health 

and watching their friends die 

around them without 

acknowledging what’s 

happening. You can kill enough 

enemies to trigger the second 

wave of reinforcements… and 

they, too, will allow you to use 

them for target practice without 

any complaint.

Sometimes enemies will 

suddenly decide to just stand 

there and let you pile into them 

in the middle of a fight. Bosses 

are oddly susceptible to this. 

Most of the time they work as 

intended, but at least brief 

periods of becoming nothing 

more than big ugly punchbags 

are disappointingly common.

While it’s possible to play 

through the entire campaign 

solo (which is what we did to 

begin with), reaching the level 

20 cap with each character and 

succeeding at the most 

rewarding difficulties is an 

agonisingly slow experience 

without venturing online. Failed 

session connections here are, 

while very much present, the 

least of our worries.

With no lobby list and no 

voting system, who you match 

with and which stage and 

difficulty you’ll be playing are 

entirely random (rather, the 

latter is entirely in the hands of 

1  Jumping attacks not only look (and 
feel) cool, they can be upgraded for 
extra damage. 2  With some great 
lighting and attention to detail, Dark 
Alliance can be a lovely-looking game. 
3  Short Rests, when available, will 

replenish health and consumables. 
Skip them for a loot rarity boost.

32

1

 You’ll notice that the various 
monsters are happy to be turned 
into walking pincushions. 
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T H E  P L A Y B O O K

6

the host). This isn’t something 

that bothers us too much, but 

we weren’t surprised to be 

kicked from a game once for 

having a character several levels 

lower than the others. 

Confusingly, we also once 

appeared to be kicked from a 

game for having a character of 

too high a level. There’s no 

pleasing some people…

 

CHEST OF DWARVES
What can and occasionally does 

ruin multiplayer is the ever-

present threat of bugs. Things 

like paralysed enemies work to 

the party’s advantage, and 

nobody complains about that. 

However, bugs such as the one 

which forced our entire party to 

quit at a boss fight (after one 

failure, the game refused to 

spawn everybody in at the same 

time, and the first to appear was 

always slaughtered) can see 20 

to 30 minutes of play go directly 

in the bin with no reward.

The combat system, with 

blocks, parries, Ultimate moves, 

and recharging specials, is solid. 

There’s pleasure to be had, too, 

from returning to a stage which 

previously gave you trouble only 

to tear through it in your more 

powerful form. With no variables 

other than enemies tanking up, 

however, the quest for new gear 

quickly becomes stale. 

Mechanical runs where players 

leg it past minor enemies to get 

straight to the boss quickly 

became commonplace online.

PlayStation, particularly PS5, 

isn’t exactly drowning in loot 

crawlers. If that’s an experience 

you’re desperate for, then Dark 

Alliance delivers quite well… 

when it works. The problem is, 

too often, it simply doesn’t.

Despite some good design decisions, the 
more you play, the more issues it smacks 
you in the face with. Wait until the price has 
been hack-and-slashed. Luke Kemp

5% Messing up 
your timing, and 
being hit by an 
embarrassingly 
slow attack.

12% Dodging, 
blocking, and 
parrying attacks 
like the absolute 
boss you are.

4% Lying in a pool 
of your own 
embarrassment, 
waiting for revival.

21% Collecting, 
equipping, 
upgrading, and 
selling all that loot.

48%
Running through 
the same level 
again for even 
shinier loot.

10% Failing to 
connect to a 
session. Come 
on, seriously? 
Again?

W H A T  Y O U  D O  I N :  D & D :  D A R K  A L L I A N C E

4  You need to be a team 
player. Lone wolves are 
doomed at the highest 
difficulties, so play nice! 
5  The hub has a little 

training area for your 
crew, so you can get used 
to working together.  
6  You want big bosses? 

You’re in the right place. 

6

5

4

BRONZE
Perform 500 parries. 

Surprisingly 
demanding for a 
bronze trophy.

SILVER
Equip a complete gear 
set on any character 
for this one. Rarities 
don’t need to match.

GOLD
Complete any stage at 
the fourth difficulty or 
higher without anyone 

dying for this one.

T R O P H Y  C A B I N E T

C
O

M

PANIONS OF THE H
A

L
L

ALL DRESSED UP

IT
’S

 A
LL ABOUT TIM

IN
G

Dragon. Just one! 
Icewind is the final 

boss, and is a 
demanding, 

multi-stage affair. Do 
not attempt this at a 
high difficulty alone.

Novels (so far) have 
been released 

featuring dark elf 
Drizzt Do’Urden. His 
first appearance in 
print was in 1988 in 
The Crystal Shard. 

Gear slots to fill, and 
eight different gear 
sets per character. 
Equip three, five, or  

all eight pieces of one 
set at once to nab 
yourself a bonus.

S T A T P A C K

01 0836

1 We start off playing solo on the lowest difficulty, to get used to 
the various systems. 2 Still playing solo three hours in. Levelling 
up is slow, but we’re getting some half-decent loot. We’ve started 
hitting bugs and glitches. 3 Running into chonky enemies now. 
Feeling almost, but not quite, ready to support other players online.

T H E  F I R S T  S I X  H O U R S

1 2 3

CATTI-BRIE
Archer with a cheesy 

name, she’s Bruenor’s 
adopted daughter, and 
future wife of Drizzt.

BRUENOR 
BATTLEHAMMER 

Dwarven king. Retook 
Mithril Hall with the 
help of the others.

HAGEDORN
A tricky boss. Keep 
your distance as it  

has some nasty 
surprise attacks.

F R I E N D S  &  E N E M I E S
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Curved Space
Shoot, swerve, repeat

P
iloting a ship and blasting 
away at aliens across a 2D 
plane is no longer enough. 

These days developers of shoot-
’em-ups have to think more outside 
the box, innovating on the classic 
arcade genre’s core staples while 
offering fresh ways to keep the 
bullet-hell action interesting. In 
Curved Space’s case this means 
nailing the formula from an all-new 
angle – the game literally lives up to 
its name, as you battle cosmic 
spiders across cylindrical maps that 
can wrap around, wind, and twist. 
Such enthralling visuals do well to 
hold your attention, though it can 
quickly become disorientating.

Interesting power-ups are 
obviously key in a game like this, 
and on this front Curved Space 
delivers. From pinpoint-accurate 
sniper shots that enable you to pick 
off enemies from afar to a 
chainsaw-like buzz blade that 
grinds away satisfyingly at any 
nearby foes, you’re given several 
creative means to stay alive and 
chase scores,1 and the ability to 
switch between two different 
weapons on the fly makes doing so 
a breeze. Unique to Curved Space, 
too, is your ship’s lash ability,2 which 
sees you drain spiders of useful 
energy while simultaneously 
chaining them in place.

The unpredictability of stages 
definitely gives Curved Space a 
unique feel for a shoot-’em-up. 
However, the novelty wears off 
when you realise it also often 
means having to navigate these 
bizarre layouts in search of any 
specific or leftover targets. The way 
objectives evolve constantly should 
be an asset, yet it ends up being a 
hindrance and slows the pace. 
Couple this with bland-looking 
enemy types and levels primed to 
induce nausea, and 
Curved Space is a fun but 
forgettable blast-’em-up 
affair. Aaron Potter

Vader Immortal: 

A Star Wars VR 

Series
It’s Sithly the best

Y
ou will take time out from 
saving the galaxy far, far away 
to swoosh your Move 

controllers, burble your lips and 
mumble “Kershzoom… schwom… 
woom… Shttttt”. The fact the game 
makes these noises for you is 
meaningless. This is a Star Wars 
fantasy and you will lose yourself.

Vader Immortal is the game 
PSVR and Move controllers were 
made for: a three-hour cinematic 
story built around a childhood 
desire to waft your arms around 
and pretend you’re a Jedi

For the most part it works 
perfectly. Holding your Move 
controller you can fan-gasm over 
the detail of the lightsaber1 before 
tapping r to ignite the plasma 
blade – fashoom – and then waft it 
around to deflect blaster fire or 
robot laser blades. The physicality is 
brilliantly realised, and combined 
with your Force pull and push it 
makes combat flexible and fun. 
Each episode teaches you a new 
technique – lightsaber combat, 
Force powers, and blaster pistol 
aiming – before culminating in an 
assault against Vader’s forces. 

The story holds everything 
together. The post-Episode-III setup 
ensures this Vader is menacing yet 
tragic, and the journey into 
Mustafar’s lost temples delivers a 
fantastical spectacle.

There is a downside. Between 
combat encounters you need to 
navigate the world, often 
clambering hand-over-hand, which 
can be flaky, resulting in hard 
crashes. Combat can feel restrictive 
like a 16-bit FMV game.2 
Nonetheless, dip into the Lightsaber 
Dojo and face wave-based 
survival scenarios, and 
wafting a lightsaber about 
still appeals. Ian Dean

FOOTNOTES 1 Playing on PS5 means feeling different 
resistances on i depending on the weapon. 2 Lash 
multiple spiders in a row to create an electric chain.

FOOTNOTES 1 One way of getting away from a swarm of bees involves going to see a movie because you have to 
leave them outside. Clearly they’re too young to see it. Or so noisy they’d annoy other cinemagoers. 2 Luckily, each 
malady’s cure is marked on the map as you discover it, slowly building out a bigger picture of what to do.

FOOTNOTES 1 This physical edition includes famous 
lightsabers to play with in Dojo mode. 2 You enter a 
room, become rooted to the spot and defend yourself.

FORMAT PS4 PRICE £3.99  
ETA Out now PUB Top Hat Studios 

DEV Squiddershins PLAYERS 1

I N F O
FORMAT PS5, PS4 PRICE £15.99  
ETA Out now PUB Maximum Games 

DEV Only By Midnight Ltd PLAYERS 1

FORMAT PSVR PRICE £24.99  
ETA Out now PUB Perp Games  

DEV ILMxLab PLAYERS 1

I N F OI N F O

Merrily Perrilly
How good are you in a crisis?

U
nfortunately for the 

bizarrely named Perry 

Merriweather, he’s 

severely dehydrated, 

stumbling through the woods 

to a village filled with some 

extremely unhelpful villagers. 

This is where your adventure 

begins: guiding him to find a 

cure for his dehydration as a 

timer drains in the top-left of 

the screen. But sip from the 

fountain and a venomous 

snake leaps out to bite him, 

changing the dehydration 

timer to a poison timer. Nip to 

the nearby hospital and they’ll 

cure you, but you’ll end up 

dehydrated again.

You skip merrily from one 

mortal peril to the next like a 

bull in a china shop, then, 

constantly substituting one 

impending doom for another, 

figuring out how to loop your 

maladies to keep the clock going 

as you try to find some way to 

finally negate your run of bad 

luck (or runs of bad luck, if you 

eat the gravy).

The chain of events is often 

comically confusing, and 

involves interacting with the 

likes of vampires, mermaids, 

and ghosts.
1

The map consists of 

only a handful of screens, but 

depending on your current 

perilous situation, a lot of 

interactions will change, and the 

size of the map gives you only 

just enough time to hurry from 

one side to the other.
2

There are a few ways to get 

out of your series of unfortunate 

events, and while it’s relatively 

simple when you know how, the 

solution will take you an hour or 

two to stumble upon (and the 

hardest ending is truly devious). 

The game’s a bit of a one-trick 

pony, without much to come 

back for besides 

trophies, but really 

good fun while it lasts. 

Oscar Taylor-Kent

7
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relatable in an ‘existential crisis’ 

sort of way.

LIFE LESSONS
This works best in the first half 

of the game, where you do a lot 

of poking around and shaping 

the major direction of Whit’s 

life. Of course, only so many 

large branches can fit in a game 

like this, but due to the large 

number of choices, the story 

really does feel like your own.

The second half of the game 

inevitably stumbles a little bit, 

as it eschews the slower pace of 

walking around an environment 

checking in on problems in 

favour of a more results-driven 

series of anecdotes, essentially 

W
hen a sinkhole opens up near his 

house, Whit Anderson (that’s you) 

needs to figure out how to rescue his 

dog from it. And so you end up falling 

all the way down it in a bathtub. Strange oddities 

await at the bottom, leading you to reflect on all 

the life choices that brought you to this point.

This results in you playing through some major 

milestones in Whit’s life, making the decisions 

that shape his life in rural America. There’s a 

dreamy surreality to the presentation - everyone 

except Whit is a kind of frozen reflection - but the 

story is grounded and mundane, revelling in the 

poignancy of the trivial moments in life.

You actually walk around the little maps, getting 

to know the area around your family’s farm, or the 

streets near your first rental in the neighbouring 

town. There are some light adventure-game 

elements – you pick up documents to reveal more 

about the world and items to give to characters. 

Interacting with the world through sped-up dream 

logic has a delightful chunk to it: for example, 

when you fix a barn, you hold r to choose pieces 

of wood, which slap down into place from the air.

The interaction is nice, but what’s really 

important are the choices you make, and how they 

change Whit’s life story. Quite a few big decisions 

(how you navigate circumstances to provide for 

your family, or how your relationships with friends 

and family progress) lead to sweeping changes, but 

there are also a lot of small ones that’ll still make 

you agonise over how you deal with them. It’s very 

following up on how things 

evolved based on your 

judgment. These smaller 

sections still feature some big 

choices, but feel more on-rails. 

There’s less chance to soak it in.

The narrative branching is the 

kind that really makes you feel 

curious about how it works, and 

what you might end up with if 

you make different decisions on 

a second run (even though the 

game is pretty lengthy). Despite 

some minor graphical glitches 

and text that’s a bit too small, 

it’s a lovely piece of interactive 

fiction that’ll stick with you for 

a while, and make you reflect on 

the narrative choices you’ve 

made in your own life so far.

With reams of text and choices, and lovely 
environments, this is a narrative slice-of-life 
that lingers in the mind, and gives some 
pause for thought. Oscar Taylor-Kent

I N F O

FORMAT PS4

PRICE £19.99

ETA Out now

PUB Armature 
Studios LLC

DEV Armature 
Games

PLAYERS 1

LENGTH 8 hrs (one 
playthrough)

ACCESSIBILITY 
Alterable text 
speed and size; no 
spoken dialogue

 Grounded and mundane, 
revelling in the poignancy of the 
trivial moments in life. 

Where The Heart Leads
Living with your choices

How and whether you 
support your brother’s 
artistic dreams has big 
consequences.
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Doom Eternal
Id rips and tears a new one for PS5

F
ans of showering in giblets, rejoice! The 

Slayer’s final (for now) gory odyssey has 

come back to feast on the power of PS5, 

allowing you to enjoy the disgusting detail 

in total clarity. It’s the same intense demon-

hunting adventure as before, only now with 

some unholy polish. That said, it may not be 

quite the leap forward that you were expecting.

To be clear, as this isn’t always the case, this is a 

free upgrade if you own the PS4 version, and that 

includes any purchased DLC. Bearing that in mind, 

it’s worth pointing out that – at the time of 

writing – if you’re upgrading there’s no way to 

transfer your save, so none of your progress, 

upgrades, collectibles, unlocked cheat codes, and 

so on will be carried over. The developer is looking 

at the issue, but makes no promises.

This is a non-issue for those experiencing the 

game for the first time, of course, and it’s an 

enjoyable (if fairly lengthy) game to go through a 

second time. It’s a superbly designed experience. 

Regular breaks in the action ensure that it never 

becomes tiresome, weapons are introduced at a 

steady rate so you get time to explore the 

strengths and weaknesses of each one, and enemy 

encounters grow more demanding as you progress, 

until each fight is a manic ballet of blood.

MEET YOUR MAYKR
As the PS4 original already looked good and ran at 

60fps, you’re going to need a particularly fancy TV 

or monitor to see a huge 

improvement. You can at least 

enjoy Ray Tracing mode with a 

standard HDTV, which doesn’t 

compromise on framerate as so 

many other games do. Balanced 

mode gives you 4K (again at 

60fps), while there’s also a 

120fps mode at 1584p if your 

screen can handle it. 

One of the most noticeable 

differences comes thanks to 

PS5’s SSD. While levels load at a 

snail’s pace on PS4, they’re 

ready in a fraction of the time 

on PS5, and checkpoint reloads 

after death take a few seconds. 

In terms of the DualSense, 

weapons have been given varied 

forms of subtle feedback when 

firing, and triggers offer suitable 

resistance. While it’s a welcome 

extra layer of immersion, we’re 

slightly disappointed that neither 

of the shotguns have been given 

more of a kick. It was the 

perfect opportunity to further 

improve Doom’s famously 

satisfying weapons!

Nonetheless, if you find the 

vibration features too strong but 

you’d still like to keep them, 

they’re customisable, as are 

controller speaker volumes for 

some individual elements. Id 

wants you to be as comfortable 

as possible while saving 

humanity. Isn’t that sweet?

While improvements are slight, they’re 
enough to provide the definitive version of 
arguably the best Doom yet. What the hell 
are you waiting for? Luke Kemp

I N F O

FORMAT PS5

PRICE £54.99

ETA Out now

PUB Bethesda

DEV Id Software

PLAYERS 1 
(campaign) 3 
(online Battle 
mode) 

LENGTH 20 hrs 
approx

ACCESSIBILITY 
Customisable 
DualSense 
vibration, 
colourblind mode, 
and subtitles; tips 
and tutorials on/off; 
sentinel armour 
on/off; weapon bob 
and screen shake 
on/off; aim assist 
on/off; motion blur 
on/off

UPGRADED FOR PS5

8

Can’t afford a 4K screen? 
Don’t worry, you can still 
have some impressive 
ray tracing.

 You’re going to need a 
particularly fancy TV or monitor 
to see a huge improvement. 



Doki Doki Literature 
Club Plus!
Writing its way into your heart

T
his cute visual novel, 

which debuted on PC  

in 2017, centres on the 

titular after-school club 

and whichever of its three 

female members you’re trying 

to woo. Between meetings, 

you’ll scramble for the right 

words to put into a poem for 

the object of your affection and 

then… hey, wait, what do you 

mean this game isn’t suitable 

for ‘children or those who are 

easily disturbed?’ As you may 

already be aware, you can’t 

judge this book by its cover. 

A broad content warning is one 

of the first things you see. You’re 

then offered the option to 

receive more specific, in-game 

messages to flag a rough scene 

before it happens. A welcome 

addition, these concise, 

descriptive warnings prepare 

you for the worst without 

softening the blow when things 

eventually take a hard left turn. 

Having already spent many a 

dark night uncovering its secrets 

on PC, I can attest that the first 

time DDLC overtly tips its hand 

is just as disturbing and 

impactful even when you know 

it’s coming.

BLOODY LOVELY
Alongside this quality-of-life 

improvement and new high-

resolution artwork, Plus is more 

than a lightly tuned-up 

rerelease. A new metatextual 

wrapping makes it easy for 

console players to dig into its 

secrets, for one thing. Presented 

on its own in-game desktop, 

you won’t have to fight with 

your PS5’s UI when the time 

comes to, ahem, reorganise 

some files, and this extra layer 

to the fiction introduces further 

wrinkles to DDLC’s wider 

mystery. Unlockable side-stories 

also offer welcome insight into 

the club’s dynamic before you 

ruined everything and reward 

you with a slew of gorgeous, 

previously unseen CGs. Their 

place in the canon is… 

debatable, as you’ll learn if you 

poke around the desktop 

interface long enough. 

If you’re just looking for the 

original DDLC experience or you 

feel the fate of the club’s 

members is more effective if 

they remain archetypal, these 

opportunities to sleuth are far 

from compulsory. These added 

question marks are fun enough 

to mull over but naturally pale 

in comparison to the central 

experience. DDLC, especially in 

this upgraded package, is a 

surprisingly rewarding 

experience and its metatextual 

sleight of hand makes it a 

must-play for genre fans.

FORMAT PS5, PS4 PRICE £9.79 ETA Out now  
PUB Serenity Forge DEV Team Salvato PLAYERS 1

The platformer genre is an 
enduring one, having received 
a new lease on life in recent 
years largely thanks to the 
indie scene. In Evergate you 
are little ghosty-ghost Ki, 

puzzling and jumping your way through the Afterlife. As 
you work to unlock and cross the titular turnstile, you 
unspool memories of a life forgotten and harness the 
Soulflame, which leads to some truly magical puzzle-
platforming. Across 85 stages, you learn how to slow 
down time and repel yourself off of obstacles floating in 
mid-air, making for extended, perilous leaps. Set against 
a hand-drawn world, it all adds up to a very special 
puzzle-platformer experience.

Feeling the need for 
something harming rather 
than charming? Our next 
choice is a platformer whose 
laser focus is bound to get 
your blood pumping. Flatland 

Vol. 2 sees the heroic Square attempt to cross the most 
perilous part of the geometrically themed setting, their 
journey taking the form of glittering neon stages with a 
heaped helping of challenging platforming action. This is 
one for those who enjoy platforming that demands 
precision, quick reflexes, and even quicker wits. Playing 
it’s a stressful time for me but I can appreciate the appeal 
it holds for those with more than a whisper of co-
ordination in their thumbs. Unlike Evergate, I feel like I 
don’t stand a ghost of a chance in getting very far in this 
one, so I’ll just watch someone who knows what they’re 
doing jump for glory in a longplay.

From abstract scenes that 
exist only to propel you to the 
next platform to the natural 
world: Walden, A Game is a 
change of pace in many ways. 
Playing as real-life 

philosopher Henry David Thoreau, you take to the woods 
to live simply and deliberately beside Walden Pond in 
19th-century New England. Featuring a detailed open 
world set that shifts through the seasons and presents 
new challenges alongside the changing weather, Walden, 
A Game has already won a slew of awards. It’s definitely 
an unorthodox adaptation of Thoreau’s memoir, and for 
that reason alone is worth a look.

I N F O

Every month, loads of games come to the PS 
Store, and you’d be hard-pressed to play 
them all. We take a look at some that didn’t 
quite make the cut this month to give our 
impressions. This issue we’re tickling our 

noodle and leaping into the unknown on 2D and 3D plains.

PSN games you might have missed

TH TO PLAY
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8More than just Monika – this tuned-up 
console release makes DDLC worth any 
visual novel fan’s time. The story’s darker 
than the graphics suggest. Jessica Kinghorn



THE ELDER 
SCROLLS ONLINE
Tamriel is finally at 
our fingertips on 
PS5. It’s not just 

the new expansion that benefits 
from the upgrade, but every 
chapter that’s been released to 
date. Thanks to its friendly 
approach to level content, you 
can jump in wherever you want.

BATTLEFIELD V
The newly 
announced 
Battlefield 2042 
isn’t getting a 

version of Firestorm, so we’ll 
blast away in this one while it 
lasts. DICE’s take on battle 
royale might not have had a lot 
of support, but we enjoy the 
no-nonsense feel of it.

DRAGON BALL 
FIGHTERZ
With its final DLC 
character released 
earlier this year, 

Arc System Works’ Dragon Ball 
fighter has never felt more 
complete. While we’re smelling 
the new game in Guilty Gear 
Strive, this anime fighter still 
fills us with nostalgia.

WORMS RUMBLE 
You’ve heard of 
sending dogs and 
monkeys into 
space. But what 

about worms? Too dangerous. 
With the arsenal these 
wrigglies are packing, they’d 
start an interstellar war. We’ve 
been enjoying the new Space 
Station Arena here.

TOP FIVE

ONLINE GAMES

DEAD BY DAYLIGHT
The new Resident 
Evil crossover has 
resurrected our 
obsession with this 

asymmetrical horror. Playing 
as Leon trying to escape a 
player-controlled Nemesis in 
Raccoon City’s Police Station is 
such a genius move that Resi 
should try it itself.

Team up with pals or 
take on the world

REVIEW ONLINE
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A
s Arc System Works confirms that Strive 

boasts the best-selling debut in the 

fighting game series’ 23-year history, 

players around the world are flocking to 

the game’s weird Habbo Hotel-like lobbies and 

laying down their support. Weeks after release, 

both Ranked and Player pools are bustling and 

crowded, and thanks to the off-beat, social-

focussed avatars milling around, there’s a feel of 

a festival about it all.

Occasional server outages and maintenance aside, 

Strive has impressed so far. It’s become the de 

facto poster child for rollback 

netcode support in fighting 

games, and has become 

something of a forward scout for 

how the genre is going to adapt 

to this new generation. Once the 

game holds your hand through 

its myriad systems and 

mechanics – showing off those 

dizzying visual effects, layered 

systems, and stylish combos – it 

launches you straight into the 

online modes.

And why not? The content 

offering in the game is scant 

(non-playable story, arcade 

mode and versus aside), so 

hopping into the online is the 

best way to get your money’s 

worth in the game. Whether 

I N F O

FORMAT PS5 
(reviewed), PS4
PRICE £44.99
ETA Out now
PUB Bandai 
Namco
DEV Arc System 
Works
OFFLINE  
REVIEW #3, 9/10
PLAYERS
1-2 (in-game),
1-32 (in lobbies)
CROSSPLAY 
PS5, PS4

Guilty Gear Strive
Let’s all go to the lobby

Strive runs on the Unreal 
Engine, so can look extremely 
handsome at times.

 Arc System Works wants to 
keep you playing, and Strive 
is doing everything right. 



Anybody who’s tried playing this 
on the hardest difficulties will 

know that it swings between 
‘tiresome slog’ and ‘painfully 
unfair’. The whole point of 
multiplayer, really, is to make these 
higher levels feasible. Which it 
does, if you can find anyone to play.

There is often a handful of 
lobbies, but connection failures 
sometimes stop us from joining 
those that aren’t password 
protected. When we do connect 
with others (rarely the maximum 
three), the gameplay is 
solid – although the busiest 
moments will dent the 
framerate. It’s still a 
watered-down EDF 
experience. Luke Kemp
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6

5

you’re itching to crack your 

knuckles against a cocky May in 

Ranked or test your resilience to 

an overpowered Potemkin in 

Player matches, the game holds 

up. Arc System Works wants to 

keep you playing, and Strive is 

doing everything right to 

encourage your loyalty.

Even in crammed 32-player 

lobbies on servers on the other 

side of the world, the netcode 

impresses. Yes, there may be 

the odd pause in the action, but 

rollback works its magic and 

after a little buffering you’re 

once again elbow-deep in a 

counter hit sending a poor 

Giovanna main flying through 

the stage wall – combos in a 

corner smashing the scenery is 

a new feature in Strive. 

Rematches are quick to 

initiate, dropping out of a fight 

between rounds painless and 

smooth, and setting up your 

own rooms (thanks to a patch) 

is now effortless.

I N F O

FORMAT PS4  
PRICE £34.99
ETA Out now

PUB Focus Home Interactive 
DEV Gasket Games

OFFLINE REVIEW #3, 7/10
PLAYERS 1-2

CROSSPLAY All consoles

I N F O

FORMAT PS4  
PRICE £49.99
ETA Out now

PUB D3 Publisher 
DEV Yuke’s

OFFLINE REVIEW #3, 6/10
PLAYERS 2-4

CROSSPLAY No

If you can stomach the twee, early-’00s vibe 
of the lobbies, Guilty Gear Strive has 
everything you need to make it your new 
favourite fighting game. Dom Peppiatt

9

The multiplayer in Storm Ground 
plays out like a hard-but-fair 

version of the singleplayer. That 
means you’re going into fights 
where everything is better 
balanced, but your opponent can 
plan ahead and will make moves 
that make sense. To win, you either 
need to take out the enemy 
commander or destroy their Soul 
Prison. Both can be accomplished 
by throwing a lot of units at the 
problem, rather than with brilliant 
tactics. What results is a bit like 
chess, but less involved, as rather 
than trying to take the opponent’s 
king, you surround them 
and kick them to death. 
It’s aggressively okay. 
Jason Coles

Warhammer

Age Of 

Sigmar: Storm

Ground
Even Sigmar can’t 

make this quick

Earth

Defense

Force: World

Brothers
Looking for a band 
of blocky brothers



FUSER – LIL NAS X – 
“MONTERO (CALL ME BY 
YOUR NAME)”
Another absolute banger 
that demands to be a 
part of your latest mix. 
Cute devil horns are not 
included with purchases 
of this track. Still well 
worth spinning, though.

RIDE 4 – STREET KINGS
Ride into the sunset on 
your pick of five new 
bikes. The models range 
from the 2005 Triumph 
Speed Triple to 2019’s 
BMW R 1250 R. This 
pack also includes ten 
extra events to burn 
rubber through.

TRAIN SIM WORLD 2: 
CANE CREEK: 
THOMPSON – POTASH
Including a new line 
from Potash to Brendel, 
this pack’s centrepiece 
track runs through 
rugged desert scenery 
and climbs nearly 1,000 
feet in elevation.

GREEDFALL – THE DE 
VESPE CONSPIRACY
Protagonist De Sardet 
uncovers a dark plot that 
threatens the island’s 
balance of power… and 
reveals a fresh area to 
explore. There are more 
items to craft, plus new 
enemies to fight.

GRAVEYARD KEEPER – 
GAME OF CRONE
Here are some odd 
tasks to undertake. Our 
favourite is ‘Help Donkey 
lead the Revolution.’ 
Protect escaped 
prisoners, fortify their 
settlement, and uncover 
one of three endings.

DLC
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E
veryone loves a heist – 

especially when it goes wrong. 

That’s the situation returning 

protagonist Aiden Pearce finds 

himself in while pursuing the remote 

control to an army of killer robots. 

He’s far from happy when agent of 

chaos Wrench swipes the object right 

out of his grasp. Things go from bad 

to worse when the original owner of 

the stolen tech takes Aiden’s nephew, 

Jackson, hostage as collateral before 

forcing Pearce to hunt down Wrench 

and his ill-gotten gains.

Taking place after the terrorist attack 

that closes out Legion’s prologue but 

before a new DedSec cell establishes 

itself in the main game, you aren’t 

recruiting a ragtag team of hackers. 

You’re stuck with grumpy Aiden and his 

more gun-focussed loadout to start 

allows you to take both 

protagonists, along with 

their specialised 

skillsets, over to the 

main game. Pearce’s 

running-and-gunning 

may appeal to some but 

we suspect Wrench will 

be the more popular one. 

In fact, as Ubisoft 

rediscovers the 

importance of 

characters, we might 

play a few more hours of 

Watch Dogs 2 instead.

with. Wrench is playable 

later, and brings a more 

varied arsenal including, 

if you can believe it, a 

non-lethal assault rifle 

that can be used to hack 

anything it shoots. 

Wrench also has a 

vehicle-disabling 

sledgehammer and a 

rideable drone fitted with 

a grenade launcher.

Beyond its ten story 

missions and smattering 

of side-quests, this DLC 

 This DLC allows you to 
take Aiden and Wrench 
over to the main game. 

£1.69 £3.99 £24.99 £5.79

STREETS OF 
RAGE 4 – 
SURVIVAL MODE
Using the remnants of 
Mister X’s brain (the 
archvillain actually died 
at the end of SOR4), your 
raging fighters enter a 
simulation filled with 
traps, waves of enemies, 
and plenty of perks that 
can hinder as well as 
help. It’s rough out  
there, but the real 
challenge is in here.

£19.99

TBC

WARHAMMER: 
VERMINTIDE 
2 – LOHNER’S 
COLLECTIONS
You’ll be a-lohner no 
longer and looking well 
swish with this pack of 
ten premium cosmetics. 
This includes a selection 
of threads that can make 
you look like witch 
hunter Victor Saltzpyre, 
sharpshooter Kerillian, 
or feisty flame wizard 
Sienna Fuegonasus.

FROSTPUNK – 
ALL EXPANSIONS
The Last Autumn, On 
The Edge, and The Rifts 
will drop all at once on 
consoles. Each 
expansion has been 
redesigned to be easily 
playable on a gamepad 
and presents new 
challenges for even the 
most hardened 
survivalist city-builder. 
Expand your city and 
discover more lore.

DLC

ALSO ON PSN TBC

£7.99

£11.99

Watch Dogs: Legion – 
Bloodline
Aiden Pearce finds a Wrench in the works



WARFRAME – SISTERS 
OF PARVOS

Long-standing Big Bad Parvos 
Granum speaks of a phantom 
sibling that he has now made 
manifest. These so-called Sisters 
are an elite unit of warriors loyal 
only to Parvos, claiming sectors in 
the Corpus’ name. Luckily, Tenno, 
you’ve got a trick up your own sleeve 
in the shape of the watery warframe 
Yareli. Taking a form not unlike a 
soggy maiden, Yareli rides the waves 
into battle before unleashing 
awesome aquatic attacks. 

APEX LEGENDS – 
THRILLSEEKER’S EVENT

Introducing the Overflow arena plus 
a smattering of daring cosmetics, 
Thrillseeker’s lives up to its name. 
Lava flows through the arena. As it’s 
tricky to get a long-range bead on 
the opposing team amid the spires 
of the arena, up-close-and-personal 
duels are the name of the game. 
With new threads, including clown 
makeup for Mirage and faceplates 
for Revenant and Pathfinder, you’ll 
want the other side to get a good 
look as you steal victory.

BLACK DESERT – 
ATORAXXION

Dev Pearl Abyss has announced the 
surprisingly solitary MMO’s first 
co-op dungeon. Split into four parts 
of escalating difficulty, the opening 
portion is known as Vahmalkea. 
Each part will consist of a different 
biome and together all four will rival 
the size of other in-game areas. The 
lore accompanying this arid area 
tells how the dungeon was created 
long ago by a sage who intended to 
fend off the Black Spirit by raising 
an army of Ancient Weapons.

DLC & LIVE GAMES REVIEW
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F
ollowing on from 

November’s Steel 

Dawn update, Steel 

Reign – a free update 

for existing players – 

presents a conclusion to the 

narrative thread the 

Brotherhood Of Steel has 

become tangled up in. With 

the First Expeditionary 

Force’s leader Leila Rahmani 

at loggerheads with her 

second-in-command Daniel 

Shin, things already looked 

dicey. But when a group of 

Super Mutants turn up in 

Appalachia and people start 

disappearing, it’s even 

harder for the Brotherhood 

to see a clear path forward.

In this update, you unravel 

the mystery behind the 

disappearances, steer the 

steel ship, and much more. 

Naturally there’s plenty to 

scrounge from the 

Brotherhood’s arsenal but 

now you can also nab 

Legendary Upgrades, allowing 

you to craft legendary items 

with up to three-star ratings. 

KD Inkwell also returns for 

another Astoundingly 

Awesome adventure. In this 

instalment the time-

travelling historian has been 

sent to the 42nd century, and 

following in her footsteps will 

net you CAMP rewards as well 

as cosmetics. Just what sort of 

retro-futuristic conundrum is 

the Guild Of Antiquities 

embroiled in this time? 

Whatever it is, it’s sure to 

make for a welcome change of 

pace if the Brotherhood Of 

Steel’s Super Mutant problem 

is getting you down.

 Naturally there’s plenty to 
scrounge from the Brotherhood 
Of Steel’s arsenal. 

LIVE GAMES

UPDATE UPDATE

Online games still 
holding our attention

LIVE 
GAMES

With battle royales still being 
huge, should every game with 
online players set its sights on 
the prize, or does it risk 
diluting the player base?

While Fortnite Save The World 

still has a devoted fanbase (that 
original mode is fun; check it 
out), it’s hard to say it really 
holds a candle to the spin-off 
mode that would become a 
sensation, Fortnite Battle 

Royale. After all, who even 
calls it Fortnite Battle Royale 
any more? That mode simply is 
Fortnite these days..

And while Call Of Duty 

Warzone has evolved into one 
of our favourite takes on the 
battle royale genre in recent 
years, surpassing predecessor 
Blackout, we can’t help feeling 
a little guilty when we boot it 
up. After all, we usually dive in 
when we would otherwise get 
the urge for a few games of 
Deathmatch or Domination in 
the more standard Call Of Duty 
game modes. It’s not as if 
nobody plays the regular online 
modes any more, but it’s still a 
shame to see them as no 
longer the default option they 
used to be. There was a time 
when most people meant COD 
when they spoke about playing 
online. With the likes of free 
modes like Warzone, what can 
realistically compete?

As we stand on the precipice 
of Battlefield 2042, ready to 
dive in, we can’t help 
wondering what the modes yet 
to be revealed will entail. There 
won’t be a traditional battle 
royale mode, but what good is 
traditional anyway in the 
current crowded marketplace 

Test your metal
Fallout 76 clanks forward with free update

UPDATE

EVENT
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Chivalry 2
This big multiplayer bash has armies clashing at one 
another with physics-based slashes, stabs, and swoops. 
Even cabbages can become weapons. Part-FPS, 
part-fighter, and part-ragdoll ‘em up, bloody war has 
never been as joyous or silly. Oh, biscuits!

Astro’s Playroom
Free and pre-installed on your PS5, this is more than a 
showcase for your new console’s best, most innovative 
features. Astro’s Playroom is a beautifully-crafted, 
if short-lived, platform adventure that takes a tour 
through everything that makes PS5 so special.

Hitman 3
On PS5 Agent 47’s latest hit list looks beautiful – oh 
boy, those reflections. The good news is not only can 
you play the latest missions on PS5, you can replay all 
missions from Hitman and Hitman 2 inside IO’s new 
PS5-developed engine. That’s a lot of content.

Star Wars Jedi: Fallen Order
Cal and BD-1 Jedi jump over any hurdles the original 
release threw their way, PS5’s power making this feel 
like the game it should have been at launch. While a 
little safe at times, this adventure feels like classic Star 
Wars as you explore planets metroidvania-style.

Final Fantasy VII Remake Intergrade
Cloud and the gang get a glow up with better visuals and 
slicker combat that limit breaks this bold reimagining 
of the Midgar section. Yuffie joins in with an extra story 
that bridges the gap between this and what’s to come, 
cleverly playing on nostalgia and fan expectation.

Control Ultimate Edition
Jesse Faden’s mind-bending, environment-destroying, 
object-chucking new-weird adventure sings on PS5. A 
frame rate of 60fps delights, and Remedy’s use of ray 
tracing is among the best we’ve seen. The only problem 
is you have to pick only one of two visual options.

Mortal Kombat 11 – Ultimate
You may have played Mortal Kombat 11 before, but 
you’ve never played it like this. In 4K at 60fps this PS5-
upgraded Ultimate edition plays faster, smoother, and 
better than ever. Making good use of the quick-loading 
SSD, the game’s fights come thick and fast.

Disco Elysium: The Final Cut
Welcome to Revachol. You’re a mess of a cop with no 
memory, and barely any clothes. Solve a hanging, invent 
communism, sing karaoke… but do it your way. Skill 
check successes and failures pave a story of your own, 
and the writing is superb.

Guilty Gear Strive
If this is the smell of the game, then we don’t need any 
candles. Brash as ever, and laden with head-banging 
tracks, this anime-styled fighter is a spectacle to watch 
or play. Pared-down mechanics make it accessible, but 
there’s still plenty of depth for skilled players.

Dirt 5
On PS4 Dirt 5 is one of the best sim-cade racers around; 
on PS5 Codemasters’ racer offers various performance 
modes to make the colourful action really sing. This is 
one of the few games on PS5 to currently offer 120fps, 
which ensures a super-smooth race.

Resident Evil Village
Ethan Winters discovers why this village’s house prices 
were so low. As he searches for his stolen baby, tall 
vampire Lady Dimestrecu tees off a host of supernatural 
nasties in the slickest Resi to date, mixing bombastic 
action with some series-topping fright.

Demon’s Souls
Not many games allow you to feel the thrum of a 
gigantic heart in the controller. From sword slashes 
against nightmarish creatures to feeling magic fill your 
hands, this stunning recreation of the PS3 classic is a 
tour of just what makes PS5 so great.

Marvel’s Spider-Man: Miles Morales
A new hero for a new generation, Miles Morales swings 
onto PS5 with a new sense of purpose. The low-key 
story offers a more intimate Spider-adventure than 
Parker’s bombastic escapade, but when the action kicks 
in the ray-traced visuals light up the screen. 

The Nioh Collection
Team Ninja is on top form with its unique samurai 
take on soulslikes. Tough as hanzo steel, both games 
run great on PS5, and offer nearly 200 hours of co-op 
demon-slaying action that’d put even Yojimbo through 
his paces. It’s a challenge well worth taking on.

THE DEFINITIVE GUIDE TO THE NEW GEN’S GREATEST GAMES

PS5 Hall of fame

NEW

NEW

NEW

NEW

NEW

Ratchet & Clank: Rift Apart
This popcorn-munching space adventure is a wonderful return 
to form for the lombax/robo duo, and the new dimension delights 
with characters like Ratchet counterpart Rivet. Between instantaneous 
rift-hopping and smartly designed weapon triggers, it plays with every 
unique PS5 feature to create a console must-play that’s top of the class, 
and will have you grinning throughout epic set-pieces.
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It Takes Two
That classic tale of divorce where two parents turn into 
tiny doll versions of themselves. In mandatory co-op you 
have to work together to find your depressed daughter 
and lift the spell, while dealing with a self-help book 
giving spicy relationship advice. The usual.

NBA 2K21
Not to be confused with the lacklustre PS4 version, 
on PS5 NBA 2K21 delivers both spectacle and 
exciting gameplay. A new courtside camera, improved 
framerate, fidelity, animation, pro moves, shot selection, 
game modes… it’s a whole new game on PS5.

Yakuza: Like A Dragon
Out with Kazuma Kiryu and real-time brawling, in with 
Dragon Quest fan Ichiban Kasuga and his turn-based 
street scraps. A gripping crime yarn merges with laugh-
out-loud moments in the way only Yakuza can pull off, 
and Kasuga instantly becomes a new favourite.

The Pathless
The Journey and Abzû developer returns to PlayStation 
with a beautifully stylish open-world adventure that 
recalls Ico and Shadow Of The Colossus. When not 
battling massive monstrous beasts we’re encouraged 
to pet our eagle, and that’s not a euphemism. Charming.

Overcooked! All You Can Eat
Like a food festival filled with laughing gas, there’s no 
end to co-op shenanigans as you shout at one another 
to co-ordinate increasingly complex recipes, hurling 
food around makeshift, ludicrous kitchens. Includes all 
prior Overcooked! content, plus some extra courses.

Devil May Cry 5 Special Edition
Slugging your way through double-digit hordes of 
enemies at 120fps ensures this PS5 remake of the 
PS4 classic impresses. If you want visual pizazz over 
framerates then turn on ray tracing and play at a solid 
60fps. Special in name and nature. 

Outriders
At a glance it’s muddier than Glastonbury, but what 
lies beneath is a clever co-op shooter with a surprising 
number of interesting, unique builds. Classes bestow 
powers like firestorms or teleporter time-manipulation, 
to make you cream of this alien planet crop.

Bugsnax
You are what you eat in this peculiar adventure that’s  
not afraid to walk (and crawl) its own path. Scour 
Snaktooth Island for its missing denizens, wolf down 
a handful of Snax… and see what happens. It doesn’t 
exactly push PS5, but it will test your imagination.

Chicory: A Colorful Tale
The power of the Brush is thrust into this janitor’s 
hands, and you must help restore colour to the world. 
More than a colouring book you play, the colour 
powers celebrate self-expression, and fold into a lovely, 
charming story about the creative process.

Sackboy: A Big Adventure
A slow burn, this platform adventure gradually 
overwhelms even the most cynical player with its sense 
of whimsy. Whether you go solo or with a pal in co-op 
Sackboy’s world is a delight to explore. A Big Adventure 
is one of the most imaginative adventures on PS5. 

NEW

NEW

NEW

NEW

NEW

THE GAMES
GLOW UP

The real alliance is 
between Thor and his 
handlebar ’tache.

PlayStation 4 hits replayed on PlayStation 5. 
This month: Marvel: Ultimate Alliance

If the Marvel Cinematic Universe, Disney+, and the CW 
have taught us anything, it’s that superhero fans are 
always hungry for more. All delivered so fast that games 
can’t keep up. With heaps of heroes to build your own 
team, Marvel: Ultimate Alliance is well loved for a reason.

Though there’s a big 
caveat for this PS5 
upgrade. These PS4 
remasters of the PS2/PS3 
originals were never 
released physically, and 
their digital versions have 
since been delisted. The 
reason for this is almost 
certainly down to annoying 
licensing issues, and 
something we’re always 
keen to moan about.
 And that’s because the 
first two Ultimate Alliance 
games are incredible fun 
for Marvel fans, a big 
crossover where you get to 
come up with some of 
your dream team-ups. 
When running on PS5, 
these PS4 versions get a 
really nice upgrade too, so 
it’s extra-frustrating that 
it’s only available to those 
who already had the PS4 
versions banked.
 These were always 
games that targeted 60fps 
in order to capitalise on 
the action that’s at the 

forefront. But, even on PS4 
Pro, that was never really 
the reality. Even though 
these were originally PS2/
PS3 games, on last-gen 
the framerate would 
tumble down to 30fps or 
so in big fights. And there 
are a lot of big fights. It’s 
not so much that 30fps 
is a problem, but when 
framerates aren’t 
consistent they can really 
become annoying.
 On PS5 it sings in the 
way it was meant to. Both 
Ultimate Alliance games 
easily power up to be able 
to handle a locked 60fps, 
meaning this is the best 
way to play Ultimate 
Alliance (so long as you 
already have it).
 You won’t get a big visual 
overhaul outside of that. It 
sticks to the 1080p 
resolution. But given 
these gems are pretty old 
anyway, that’s fair 
enough – and the colourful 
designs still pop.
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Uncharted 4: A Thief’s End
Nathan Drake’s swan song is a daring evolution. It combines series-
defining set-pieces, quietly devastating storytelling beats, and sprawling 
levels that make you feel like a real-life explorer. This franchise finale 
retains its signature charm, with the wisecracks firing as fast as the 
bullets, while the new characters each justify their inclusion. With an 
astonishing attention to detail, it’s Naughty Dog’s best yet. 

Grand Theft Auto V
Laughing in the face of other cross-gen ports, GTA V 
on PS4 is more than a mere HD remaster. Upped to a 
glorious 1080p, it weaves everything that made the PS3 
original great, with new music, more dynamic weather, 
and a game-changing FPS mode.

Horizon Zero Dawn
A staggeringly large world that condenses cracking 
combat, accessible systems, and uncut eye candy 
into an action RPG that will please anyone. In Aloy, 
PlayStation might just have a new icon. Come for the 
robo-fights, stay for the exquisitely dense mythology.

God Of War
A departure in some ways but a resounding return in 
others, Kratos is back with a son and a ruddy big axe. 
Taking the legend from Greek to Norse mythology, this 
entry brings a lot to the table while improving  
on what was core to the earlier series’ identity.

Persona 5 Royal
The most stylish JRPG ever made finds its definitive 
form in expanded release Royal. It combines dark and 
moving teen angst with unforgettable friendships that 
power you up in the heart-invading dungeons, and sets 
the gold standard for the genre.

Dreams
This is a feature-laden platform of artistic tools that 
enables you to create everything from characters, 
elements, and scenes to entire games, and resets any 
ideas about what a console ‘game’ should be and do. 
Dreams should be installed on every PS4.

Bloodborne
With the finest third-person melee combat in gaming, 
droolworthy art design and the most twisted monsters 
imaginable, this is a gorgeously gothic must-have. The 
Old Hunters expansion adds enough nightmare fuel to 
make a return to Yharnam essential.

Red Dead Redemption 2
There are a lot of open-world games, but none that 
make you feel like you’re a part of a world in quite the 
same way as Arthur Morgan’s wild west adventure. 
Tremendously physical, an epic story, and some of the 
most satisfying headshots you’ll ever find.

Assassin’s Creed Odyssey
A beautiful open world where every Greek island tells a 
unique story. AC Odyssey is a epic in the truest sense, 
with lively writing, mythical beasts to battle, and a 
poignant Assassin’s Creed story that lays the bed for all 
the lore to come. A brilliant spectacle.

Final Fantasy VII Remake
It feels like the game you remember from PS1, and 
that’s Square’s greatest achievement. Everything is 
dragged up to date, from the combat to the visuals. This 
remake even manages a late-game twist that could 
reset the franchise. Brave, bold, essential.

Marvel’s Spider-Man
Borrowing heavily from Rocksteady’s acclaimed Batman 
series, this delivers the heart and soul of Marvel’s 
superhero. It ticks every box you could ask for: perfect 
web-swinging, a powerful story, a roster of classic 
villains, and all of New York City to defend. 

The Last Of Us Part II
Arguably the original is holistically better but there are 
few games that push PS4 to its limits as this sequel 
does. With near photoreal visuals, emotional twists that 
land, and enough new ideas to ensure you’re always 
thinking, this is a slick followup.

Sekiro: Shadows Die Twice
FromSoftware’s latest adventure repackages its 
unflinchingly difficult combat into a fantastical take on 
feudal Japan. More accessible than Bloodborne but 
layered with equally clever and subtle ideas, this is 
director Hidetaka Miyazaki’s best yet.

The Witcher 3: Wild Hunt Game Of The
Year Edition
The White Wolf’s epic journey is an RPG experience like 
no other on PS4. It’s been made even more spectacular 
with this gigantic pack stuffed with DLC, making it a 
must-have part of any gaming library.

Monster Hunter: World
Presenting a vibrant open world, light on story but heavy 
on monster-mashing action, this is the most accessible 
entry in the series yet. Perfecting the feel-good 
grind through its complex systems and pitch-perfect 
multiplayer, it’s a PS4 must-play. 
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THE DEFINITIVE GUIDE TO THE LAST GEN’S GREATEST GAMES
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Resident Evil 2
Powered by the RE Engine, this remake is more than 
a classic game with a facelift. The new Tyrant and 
improved zombie AI add tension, and fresh areas not 
seen in the PS1 classic update the core gameplay 
making this Resi 2 a celebration of PS1 and PS4. 

Mass Effect Legendary Edition
A space opera in game form. Explore the galaxy as you 
try to stop a universe-wide threat, building a team of the 
best as you go. The adventures are better than ever in 
this smoothed-over version. A fan of sci-fi sagas? Then 
you owe it to yourself to have one of your own.

Devil May Cry 5
Another classic PlayStation series returns to cracking 
form on PS4. Slicing up demons and doing so stylishly 
has never felt better, especially when each of the three 
characters (Nero, Dante, and V) plays so uniquely. It 
looks stunning, and is even better to play.

Dishonored 2 
The follow-up to a PS3 great, mixing a creative skillset 
with impressive level design to create a Kaldwin-ning 
immersive sim. From the shifting rooms of The 
Clockwork Mansion to learning to link your powers, 
there’s so much scope for experimenting.

Metro Exodus
Larger but maintaining an emphasis on storytelling 
and experimentation, this sequel to Last Light pulls no 
punches. If you’re looking for one of the best narrative-
led shooters on PS4 this mix of FPS, horror, stealth, and 
survival shouldn’t be ignored.

Hitman 3
Rounding out the World Of Assassination trilogy, Agent 
47’s latest is a celebration of everything we love about 
the series: playful maps, experimental gameplay, and 
endless replay value. This full stop on 47’s career to date 
feels like a good ending to a great series.

Days Gone
On the surface this seems to be a step backwards: a 
testosterone-fuelled Freaker-killing adventure, one man 
and his bike versus the apocalypse. Slowly you realise 
Bend Studio’s playing with you, and everything’s flipped 
on its head – while the action’s excellent throughout.

The Last Of Us Remastered
This modern masterpiece just gets stronger with age, 
like a full-bodied stilton. A brutal, emotionally honest 
take on the end of the world, Naughty Dog’s stealth 
shooter is simply one of the best games ever, even if this 
PS4 port doesn’t add much to it.

Shadow Of The Colossus
Bluepoint completely overhauls the visuals of Team Ico’s 
masterpiece but still manages to match the original 
step-for-step in its remake. New controls and a beautiful 
photo mode add to the package. Wander’s tragic quest 
has never looked or played better.

Shin Megami Tensei III: Nocturne HD 
Remaster
Jess Kinghorn flirts with demons and danger

Thanks to the fashion in which I misspent my youth, I find 
turn-based fights relaxing. The existential themes of 
Nocturne are compelling enough to distract from a sense 
of existential dread. The rough edges of this remaster are 
harder to ignore but there’s something comforting for me 
about this classic JRPG. Sometimes you need to chat up a 
demon, get turned to stone, and then lose an hour of 
progress just to remember your heart’s still beating.

Returnal
Milford Coppock heads back time and time again

Wash, rinse, repeat. Or, if we’re being pernickety, live, die, 
repeat. It’s not surprising that Sony has finally added 
Housemarque to PlayStation Studios given how great 
Returnal is. Sure, I’m not great at the game, but that 
doesn’t stop me from returning to it over and over.  
Wash, rinse, repeat. Or if we’re being pernickety, live, die, 
repeat. It’s not surprising that Sony has finally added 
Housemarque to PlayStation Studios given how great 
Returnal is. Sure, I’m not great at the game, but…

The Ratchet & Clank Trilogy: 
Classics HD
Oscar Taylor-Kent bolts back to the past

With Rift Apart pushing gaming towards the future, it felt 
like a good time to revisit the past, so I journeyed through 
a rift back to 2002. This PS3 remaster keeps the action 
the same (with some visuals smoothed out). It’s very 
different in some ways (no lock-on or strafing), but a lot 
still holds up when you get into it. Even now some of the 
vistas and worlds are strong, and were clearly impressive 
for the time. I prefer this to the shakier 2016 remake.

A great early showcase 
for what PS5’s speedy 
SSD and DualSense 
can bring to the party.

Games that continue to hold our attention 

STILL PLAYING
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Resident Evil Village
Thick with atmosphere and supernatural thrills, the 
latest Resident Evil celebrates the best the series has 
to offer. Too slick, too tame? In places, but this game 
pushes the PS4 to its limits while managing to tease a 
thrilling end to the Baker trilogy. 
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 Even now some of the vistas 
are strong, and were clearly 
impressive for the time. 

NEW
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THE VIRTUAL REALITY HITS YOU HAVE TO PLAY 

PSVR Hall of fame

Tetris Effect
Tetris, yeah? It might be a great game, but it’s easy to understand why 
you’d brush this version off as ‘just more Tetris’ at a glance. Yet Tetsuya 
Mizuguchi’s trippy, transcendent take on the block-based puzzler is 
nothing short of a masterpiece. Sure, you can play it without PSVR, but 
in the virtual space it really becomes next level, transforming one of the 
tightest puzzle games ever made into an emotional ride.

01

Rez Infinite
Tetsuya Mizuguchi’s vision becomes reality in PSVR. This 
psychedelic rhythm rail shooter has achieved its final 
form. Its crowning achievement? New level Area X; it’s 
powerful enough to bring players to tears. Worthy of its 
name, this is a timeless title.

Firewall: Zero Hour
There’s only one game mode, a cat-and-mouse assault 
to find and either destroy or protect a laptop, but when 
the shooting is this laser-focused, who could want 
more? A PS Aim controller is a must to get the most 
from PSVR’s standout shooter.

Astro Bot Rescue Mission
This pint-sized adventure packs charm in spades even 
if it isn’t exactly chock-full of challenge. Bringing the 
classic puzzle platformer formula bang up to date in 
PSVR, it won’t take many levels before you’re calling out, 
“Beam me up, Botty!” Also, the nippers will love it.

Doom VFR
A new take on a classic game, this proves first-person 
shooters can shine in PSVR. A mix of control choices, 
including the PS Aim controller, ensures Doom is as 
fast and fluid in VR as it’s ever been. Every PSVR owner 
needs this demon-slaying outing in their collection.

Blood & Truth
The truth? You can’t handle the truth. But if you can, 
then you’ll discover one of PSVR’s best shooters, tied to 
the kind of slick cinematic narrative we’re used to from 
Sony’s non-VR releases. Blood & Truth is one of the 
most complete games for PSVR.

Star Trek: Bridge Crew
Mixes the fanboy fantasy of nestling in the Captain’s 
chair (or taking control of the helm, weapons, or 
engineering section) on a USS starship with the 
strongest co-op experience on PSVR. This is Star Trek’s 
finest hour on PlayStation, and the community’s great.

The Persistence
This first-person horror roguelike offers perfectly sized 
chunks of survival bursts. It’s everything you’d expect 
from a full PS4 release, but in PSVR it’s filled with clever 
ideas, unique weapons, genuine jump scares, and fab 
looks – plus great couchplay as well.

Statik
Saw meets Portal in this fantastic puzzler. It makes 
ingenious use of the DualShock 4 by giving every button 
a specific function. You’ll need to use them all to free 
your hands from the strange box in which they’re 
trapped. An intriguing concept done well.
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Hitman 3
Every mission in the World Of Assassination trilogy 
can be played in PSVR via the latest entry in the series.  
That’s a lot of murderous action. It all plays brilliantly 
too, with the act of puzzling through hits as Agent 47 
perfectly suited to virtual reality. One of PSVR’s best. 

Resident Evil VII: Biohazard
Can you can go eye-to-eye with the Bakers? Playing 
in VR raises the tension to almost unbearable levels 
and has gameplay benefits such as face-aiming, which 
makes shooting a lot easier. A brilliant example of how 
VR can improve already great games. 

Iron Man VR
With a finely-crafted control setup that enables flight 
within small sandbox maps, and gives you the option to 
inhabit the designer shoes of the billionaire playboy too, 
Iron Man VR is an almost-perfect interpretation of the 
famous Avenger. It’s a PSVR must-play.

Star Wars: Squadrons
A fan’s dream come true: experience epic Star Wars 
space battles from the cockpits of the films’ most 
famous starfighters. Whether you’re flying a TIE fighter 
or X-wing there’s absolutely no thrill like skimming the 
surface of a Star Destroyer in PS VR. 

To The Top
This creative platform-puzzler enables you to scamper, 
jump, and skate across its 35 sandbox worlds with 
the aid of your PS Move controllers. It’s as physically 
demanding to play as it is perplexing, and all the better 
for it. To The Top is a PSVR one-off.

Keep Talking And Nobody Explodes
Who knew bombs could bring people together? With one 
headsetted Defuser, and as many Experts as you can 
fit around a 23-page manual, no other VR game comes 
close for inclusive, endless multiplayer fun. Just make 
sure you don’t let Ian issue any instructions – KABOOM!



Sprint Vector
A crazy mix of SSX racing and obstacle course hijinks, 
Sprint Vector makes use of the best control setup on 
PSVR to deliver a near-perfect experience. A single-
player Challenge mode and online races impress; only 
the poor single-player AI holds it back.

The Elder Scrolls V: Skyrim VR
Though compromises have been made to texture detail 
and controls, you get all – yes, all – of The Elder Scrolls 
V: Skyrim, including the expansions, inside PSVR. It’s 
immense. The scale and organic nature of the world at 
your feet overcomes any shortcomings.

Moss
Guide adorable mouse heroine Quill through a fantasy 
storybook world full of virtual puzzles, fights with 
insects, and perfectly pitched Disney influences. There’s 
no need to say cheese, because you’ll be smiling as you 
play, all day long. This is effortlessly charming.

Farpoint
This sci-fi shooter is a brilliant showcase for the PS Aim 
controller, a versatile bit of kit that makes the satisfying 
range of weapons it stands in for feel weighty and real. 
The game matches it, delivering a strong story and 
challenging co-op for great VR action.

Apex Construct 
This story-driven FPS demonstrates five-to-eight-hour 
adventures can work in PSVR. Building its narrative 
organically through physically exploring the game’s 
world while fending off mechanical creatures with a 
trusted bow and arrow is a delight. Ambitious. 

Batman: Arkham VR
Not only is the training mission an unparalleled 
exercise in wish fulfilment (Wayne Manor! The Batcave! 
Batarangs!) but the defiantly sharp, if short, campaign is 
the epilogue to Arkham Knight we needed and deserved. 
Bats off to you, Rocksteady.

Beat Saber
With your PSVR headset firmly on and PS Move 
controllers in hand, Beat Saber feels like the game 
both pieces of hardware were made for. In it you have 
to master songs and challenges by swiping your neon 
swords through the air and dodging with your head.

Accounting +
One of PlayStation’s funniest games is a dark, twisted 
journey into the world of accounting. No, don’t walk 
away now! It’s an Inception-like dive into increasingly 
bizarre and frequently hilarious scenarios that will 
scratch the itch of any Rick And Morty fan.

Knockout League
Punching things is possibly the least creative use of 
the VR medium, but when it’s used to create a classic 
arcade boxing sim that plays like a brutal puzzle 
puncher, it’s irresistible. It’s also good for you: it tracks 
your calorie count as you work up a sweat.

WHAT’S NEW 
PLUS-SY CAT?

Know your colour 
theory? Hue will put 
that to the test.

Digging into the random acts of gaming  
a lengthy PS Plus subscription offers
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You may wish to see a colour other than grey in the sky 
during British summer time. Happily, indie game Hue 
offers you beautiful blue and more besides. Released five 
years ago this month, this colour-coded puzzler was 
available as a Plus pickup back in October 2017.

Hue is a breezy experience 
for both PS4 and PS Vita. 
Starting in a monotone 
world, the protagonist 
embarks on a quest to 
discover the realm’s true 
colours when someone he 
cares about gets colour-
shifted out of existence. 
Each new shade he 
acquires is mapped to a 
colour wheel accessible by 
waggling the right 
analogue stick. By 
swatching the right colour 
onto a scene you can 
reveal platforms or even 
phase through colour-
coded obstacles.

The colour-blocking 
conceit feels charming at 
first, though the execution 
is less endearing, perhaps. 
Colour swatching from the 
analogue stick can feel 
fiddly, especially when 
solutions begin to demand 
a sense of timing that I 
regrettably do not have. 
There’s nothing more 
frustrating than knowing 

how to solve a platforming 
puzzle but lacking the 
manual dexterity to pull it 
off the first, second, or 
even third go-around.

Last month’s offerings 
had us going ‘Aw, rats!’ for 
completely different 
reasons, though. Following 
the announcement of 
sequel Requiem, A Plague 

Tale: Innocence’s PS5 port 
debuted via PS Plus. July’s 
lineup was rounded out by 
three PS4 titles, all of 
which were sure to appeal 
to your fighting side. 
Multiplayer FPS Call Of 

Duty: Black Ops 4, the first 
Blops without a single-
player mode, led the 
charge, with arcadey 
fighter WWE 2K 

Battlegrounds in close 
pursuit. Ryu Ga Gotoku 
Studio’s PS4 port of Virtua 

Fighter 5 Ultimate 

Showdown was also still 
available and introduces a 
number of online features 
and updated graphics.
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Everybody’s Golf VR
Golf and virtual reality go together like ham and eggs or 
rhubarb and custard. Mmm, tasty. In PSVR you swing 
and chip shots, lean over putts, and become immersed 
in the act of putting a ball in a small hole. It’s near 
perfection, and one of PSVR’s essentials.
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C L A S S I C  G A M E

What if Pokémon Snap were political commentary?

Beyond  
Good & Evil



PUB Ubisoft

DEV Ubisoft 
Montpellier

RELEASED 2003

GET IT NOW 
£8.99, eBay
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INFO

1 Beyond Good & 
Evil was a planned 
trilogy, but part two 
is yet to emerge.

2 Sales were poor 
at launch, but an 
HD rerelease in 
2011 fared better.

3 Composer 
Christophe Héral 
had worked 
previously in film, 
but has since 
written music for 
Rayman games.

NEED TO KNOW

1

2

3

4

5

1  A piano sting plays when 
you pick up an important 

item. 2  Studio Ghibli’s 
Hayao Miyazaki was a key 

influence. 3  The rhinos at 
the Mammago Garage 

speak in Jamaican accents. 
4  Ubisoft Montpellier’s 

sense of humour comes 
through in fart-powered 

rocket boots. 5  Bulgarian 
rap ‘Propaganda’ is on 

repeat in the pub.

miscarriages of justice, it captures the 
local wildlife too.

Whenever you catch sight of a new 
species you can send an image of it to 
the local Science Centre. You’re 
rewarded with currency, as well as a 
welcome change in perspective. It 
might not occur to you that the 
sentient, neon jellies you’re offing in a 
mine shaft are beautiful, until a 
researcher muses wistfully about 
“light among shadow”. In what other 
game would you hold off beating a 
boss so that you can get a quick pic?

As you can probably tell, Beyond 
Good & Evil is noncommital in its 
mechanics – part Pokémon Snap, part 
hovercraft racer, sometime stealth 
game and beat-’em-up. As a result, no 
aspect is as polished as it would be in 
a more focussed adventure, but the 
freewheeling spirit is worth it. Situated 
somewhere between the vibe of Zelda 
and LucasArts, it’s a game that retains 
the immediacy of Rayman, as well as 
its transcendent quality. It’s a rare 
formula Ubisoft has yet to repeat. 

ou don’t really expect 
a game made in the 
wake of 9/11 to look 
like Beyond Good & 
Evil. There’s no 
flashback to 

Afghanistan, no presidential address 
from the White House. The only 
American accent in the main cast 
belongs to an anthropomorphic pig 
whose exclamations evoke the gold 
rush era (“Cramity! Flagnabbit!”). Yet 
this colourful fantasy adventure from 
2003 is politically of its time.

Ubisoft Montpellier set its adventure 
in Hillys – supposedly a whole planet, 
but home to just one Mediterranean-
style town set in the mountains, which 
the locals mine for crystals. This 
otherwise placid setting is disturbed by 
two things: first, a distinctly French 
approach to roundabouts; and second, 
daily attacks by a parasitic alien race 
known as the DomZ.

A private military force called the 
Alpha Section has stepped in to loudly 
declare itself the protector of the people 
of Hillys – especially when there are 
television cameras around – but 
bombings and kidnappings continue 

apace. This isn’t a game about the fall of 
the Twin Towers, but what came 
afterwards: the wars and affronts to 
personal freedom justified by a vague 
crusade against a non-specific enemy.

Beyond Good & Evil’s protagonist, 
Jade, is no soldier or vigilante. As the 
game begins, she’s running a refugee 
shelter out of a lighthouse. Actually, 
at the very moment it begins, she’s 
practicing yoga beneath the boughs of a 
blossoming tree, on the shore of a still 
lake, as the sun sets over the hills of 
Hillys. There’s an undeniable spirituality 

to Ubisoft Montpellier’s work that 
can be traced back to Rayman 2, a 
3D platformer about saving the 
Glade Of Dreams from clanking, 
industrialised robo-pirates.

SAVED BY BACON
In fact, if you squint a bit, the outline of 
Rayman 2 can be seen in Jade’s 
hovercraft (which fires balls of light just 
as the limbless wonder did) and in her 
sidekick, Peyj. He might be a pig, but 
he’s recognisable as an upgrade of 
Rayman’s bumbling, loyal frog-thing 
companion, Globox. “I’m sticking to you 
like bees on honey,” he tells Jade, 
“whether you like it or not”.

What distinguishes Peyj from his jolly 
predecessor, however, is a cynicism 
that speaks of hard experience. In his 
grumpy way, the pig encourages Jade 
not to accept the given narrative but 
to interrogate it – a crucial modern 
message that’s only become more 
relevant as social media has blurred 
fact with conspiracy.

When entering the IRIS Network, the 
local resistance movement, Jade gives a 
password: “Safe and sound in its shell, 
the precious pearl is the slave of the 

currents”. Those who live in a bubble of 
ignorance are at the mercy of those who 
would manipulate them.

SPECIAL REPORT
With Peyj as her guide, Jade becomes a 
photojournalist, blowing the corruption 
of the Alpha Section wide open. But even 
as the story heats up, Beyond Good & 
Evil never loses sight of what you’re 
fighting for: the communion with nature 
that’s possible when living in a place only 
slightly scuffed by civilisation. Your 
camera isn’t just good for capturing 

Y

“The pig encourages Jade not to 
accept the given narrative but to 

interrogate it – a crucial message 
that’s only become more relevant.”
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M E M O R Y  C A R D

S

5  Y E A R S

1 5  Y E A R S

The first console release in the 
Compilation Of Final Fantasy VII 
metaseries, Dirge Of Cerberus’ 
debut was far from a sure shot in 
2004. Weiss The Immaculate and 
Nero The Sable recently made a 
reappearance in Remake’s PS5 
rerelease, Intergrade.

No Man’s Sky faced a mixed 
critical response in 2016. Many 
features that had been promised 
were missing at launch – such as 
multiplayer – but have since been 
added through a variety of 
post-release updates. 

Beyond The Beyond was the first 
traditional JRPG available on the 
original PlayStation in the West. 
This turn-based tale from ’96 tells 
of a conflict between surface-
dwelling Beings Of Light and the 
Warlocks Of The Underworld.

2 5  Y E A R S

The attack on Sarif 
Industries is only part of 
a much wider mystery.

M E M O R Y  C A R D

Deus Ex: Human Revolution 
Released a decade ago, is it a revolution worth revisiting?

D O N ’ T  D E L E T E

Save icons for these 
historical August moments 
spin in the PLAY hive mind. 
Do you remember these?

PUB Square Enix

DEV Eidos 
Montréal

RELEASED ON PS3

RELEASE 2011

IF YOU LIKE THIS, 
TRY THIS… 
The Dishonored 
series remains a 
shining example 
of a modern take 
on the immersive 
sim. If you’re 
more interested 
in choices and 
cybernetics 
though, Observer 
and Cloudpunk 
are two smaller 
projects with 
big ideas worth 
downloading.

INFO

BYTE SIZE BITS

And Human Revolution’s particular vision of 
the future remains a sci-fi favourite. “One of 
my favourite PS3 games,” says reader 
Phillip Wennell, “I found it so immersive.”

Espen Rypern agrees: “I was especially 
impressed by the street billboards, and how 
they showed a variety of advertising types.”

There’s a definite eagerness to see a 
return to Jensen’s world of tomorrow. Time 
will tell what the future holds for the series.

tarring new protagonist 
Adam Jensen, who 
famously never asked for 
any of this, Deus Ex 
returned after an eight-
year absence in the form 

of a prequel. Mortally wounded after a 
terrorist attack, Jensen is fitted with 
cybernetics against his wishes by his 
employer, Sarif Industries, which just 
happens to be one of the world’s largest 
manufacturers of artificial organs.

Jensen’s story asks philosophical 
questions about corporate overreach and 
personal autonomy. However, his metal 
body parts paradoxically present an alluring 
fantasy for many players.

Reader Timmy Trebuchet speaks to part 
of the appeal of transhumanism and more 
broadly the cyberpunk genre, commenting: 
“As someone with a leg/foot disability, the 
idea that I could just replace the offending 
item with a stronger, faster limb (or four) if  
I wished, it was an extremely cathartic 
experience. Being able to run and walk with 
no pain? That’s the dream for me.”

CHIPS WITH EVERYTHING
The game’s look left a lasting 
impression too. James Davie says: 
“Human Revolution’s gold and 
black aesthetic really made the 
game come alive.”

@Grognougnou agrees: 
“Neo-renaissance fashion [plus] 
the golden filter gives this game a 
unique look. Also, when it comes to 
the evolution of cybernetic augmentations 
and robotics, this game is quite credible.” 

 Join in the  
conversation as we 

celebrate PlayStation’s 
past, present, and future 
with our community: you 

can email us at  
play@futurenet.com.

Essential numbers that add together to tell you 
everything you need to know about the game.

8,500,000

Adam Jensen’s story begins 25 years prior to the 
original Deus Ex, in the now-not-distant year 2027.

2027 
The total number of copies sold by the 
end of 2011. This success led to Jensen’s 
return in Mankind Divided in 2016. 

Our score before our  
recent upgrade to  
PLAY magazine.
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DE F END I NG

INFO

O
n the surface, Noctis is a hard sell. During your 
first introduction to him, he’s (understandably) 
petulant about being carted off to his own political 
marriage, and even when things take a turn for 

the worse he stays his taciturn, easily discouraged self.  
At 20, he still comes across like a teenager who would 
tape DO NOT DISTURB signs to his bedroom door.

But after Final Fantasy protagonists who didn’t act much 
like protagonists, and Lightning, who accepted godlike 
responsibility without so much as a shrug, Final Fantasy XV 
is interesting because it takes a step back to ask what 
being a hero actually means. Through supplementary 
material like the FFXV anime and novels, it becomes 
clear that Noctis is an almost painfully normal 
person destined to be a king. He likes fast 
food and dislikes any kind of vegetable. 
He plays lots of videogames. Living in a 
golden cage left him with poor 
interpersonal skills. He’s dealt with 
injury and isolation. 

While it’s a shame you don’t see 
these vital aspects of his story 
represented in the game, having this 
context makes it clear that Noctis isn’t 
unwilling to take the responsibilities 
of a king, he feels unable to meet 
the expectations that come with 
the role. And so for the most 
part, you see him just going 
along with what he’s told. When 
Noctis truly accepts his role as 
king, late in the game, it feels 
deserved, precisely because it’s 
been such a slow process.  
Your adventure, and most 
importantly, the sacrifices by 
Noctis’s friends, such as 
Lunafreya’s death and Ignis 
facing off against Ardyn in the 
Episode Ignis DLC, led there. 
The message is simple: 
overcoming fear is the most 
heroic thing you can do.

GAME 
Final Fantasy XV

TRIVIA 
Noctis appears 

in Tekken 7, 
the only Final 

Fantasy character 
after Cloud 

who’s featured 
in a third-party 
fighting game.

Noctis used to 
work part-time at 
a sushi restaurant, 

which you can 
find in the game’s 

final chapter.

Due to the 
childhood injury 

he receives in the 
FFXV Brotherhood 

anime, Noctis 
can’t unleash the 
full potential of 

his powers.

SPIN-OFFS 
Final Fantasy 
Dissidia NT

World Of Final 
Fantasy Maxima

HOW TO PLAY? 
Final Fantasy XV or 
the (DLC complete) 
FFXV Royal Edition, 
which is even part 

of the PS Plus 
Collection for PS5 

owners.

His reluctance to lead makes 
him easy to identify with, 
says Malindy Hetfeld

Noctis

 OFF MY CHAIR  
 JESTER, THE KING  
 SITS HERE.” 

Before the final battle, 
Noctis is sure to teach 
Ardyn his proper place.
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DIE HARD 
TRILOGY

Martyn Carroll looks back at the hit 
PS1 movie tie-in that dropped all-

American hero John McClane into a 
very British game. Yippee-kay-play…

T H E  F E A T U R E

FORMAT PS1 / RELEASED 1996 / PUB FOX INTERACTIVE 
DEV PROBE ENTERTAINMENT / GET IT NOW EBAY, £5-7

ideogames are too 
expensive right? It’s a 
debate that never goes 
away, and it’s typically 
louder at the beginning 
of new hardware 

generations when publishers test the 
waters to see what the market will bear.

Don’t worry, this is an article about Die 
Hard Trilogy – we’ll be talking about blood, 
fire, and screaming plants very soon – but 
the cost of games and the perception of 
value are important here. The game was 
released in December 1996. It’s fair to say 
that a lot of PlayStation developers were 
testing the waters and seeing what the 
technology could bear.

The quality of games was improving but 
there was still a lot of dross committed to 
CD. For every Tekken 2 and Crash 
Bandicoot there were at least a dozen 
Blam! Machineheads and Johnny 
Bazookatones. Too many titles were 16-bit 
throwbacks sporting prerendered 
backgrounds, or FMV movies broken up by 
a bit of hands-on action. Was that 
something people really wanted to pay the 
then going rate of £45 for? That’s nearly 
£90 in today’s money, inflation fans.

Die Hard Trilogy was different. As the 
title suggests, this was based on the  

V
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1  If the boss’s bright red jumper doesn’t 
make him stand out from the pack, the 
massive signpost above his head does. 
2  The enemies in the game featured the 

digitised faces of the programming team. 
3  You’ve barely made it into the airport 

terminal and the world is already on fire. 
4  Racing against the clock was tough.

2

3

4

THREE WINNERS
Each of the games is different 
in style, so there’s a McClane 
for every murdery mood

Die Hard
“Welcome to the party, pal!”
Terrorists have taken control of Nakatomi 
Plaza and McClane must clear all 20 
floors, defusing bombs and rescuing 
hostages as he goes. If trophies were 
around back then you would have surely 
earned one for creating a pile of bodies 
that reached the ceiling. 

Die Harder
“How can the same shit happen 
to the same guy twice?”
It’s a good question, but there’s little time 
for McClane to ponder on his rotten luck 
as an army of terrorists is lining up to be 
dispatched. This first-person shooter can 
be played with a standard controller, but 
it’s much easier to create carnage if you 
use a lightgun or a PlayStation Mouse.

Die Hard With A Vengeance 
“Know how to hotwire this thing?”
In the trilogy’s wildest segment, McClane 
has to race around the city streets in a 
range of vehicles and defuse bombs by 
driving into them (because reasons). At 
the climax you save the day by smashing 
your car into the boss’s helicopter – a 
stunt so exciting that it was later 
recreated in the fourth Die Hard movie.
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2 3

Indeed it is. Technically, Die Hard Trilogy 
was a little ragged around the edges (the 
3D character models looked like wobbly 
bags of meat, and the in-game physics 
were ridiculous), but there was so much 
fun to be had that it was easy to overlook 
the shortcomings. It’s hard not to smile 
when every level is packed with things to 
shoot or blow up, and enemies are 
bleeding, burning, flying through the air, or 
possibly all three. It’s almost Pythonesque 
at times. The highlight, or perhaps lowlight, 
was in Die Hard With A Vengeance. When 
you accidentally hit a pedestrian as you 
careered around town, McClane would 
crack ‘Sorry pal!’ as the windscreen 
wipers washed away the red splatter. 

It was clear that the developers had 
thrown everything they could think of at 

the wall to see what would stick – and 
also kept what slid to the floor. It was 
sometimes tasteless but it was never 
tedious, and when you’d had your fill of 
one of the games, you could just park it 
and load up one of the others. Alternatively 
you could ‘enhance’ the games by tapping 
in cheat codes (remember them?) that 
would make things easier, or sillier, if that 
was possible. There were codes that made 
everyone look huge, or like skeletons, or 
resemble Probe boss Fergus McGovern. 
One code turned New York into Roswell, 
complete with aliens and UFOs whizzing 
about, and another made the plants in 
Nakatomi Plaza scream when shot. Why 
screaming plants? Why not?

first three Die Hard movies. It was 
developed by Croydon-based Probe 
Entertainment. For the dev 1996 had been 
a tale of two trilogies, as it also created 
Alien Trilogy, which was based, yep, on the 
first three Alien movies. But whereas that 
title was a Doom-inspired jaunt through 
various locations from the films, Die Hard 
Trilogy offered three wholly separate 
arcade games – one for each movie.

Die Hard was a free-roaming third-
person shooter in which our hero John 
McClane had to infiltrate Nakatomi Plaza 
and rescue the hostages from terrorists, 
while leaving literally hundreds of dead 
bodies in his wake. For Die Harder, the 
format switched to an on-rails first-person 
shooter set in and around Washington 
Dulles Airport, where McClane took on 

more terrorists and left literally hundreds 
of bodies in his wake. Finally, Die Hard 
With A Vengeance was an open-city 
driving game in which McClane raced 
around the streets of New York City, 
defusing bombs and leaving literally 
hundreds… See the theme? Each film 
tie-in was different, but they all shared the 
common elements of excessive action and 
comedic violence.

FUN HOUSE
The game was reviewed in the November 
1996 issue of Official PlayStation Magazine 
where it was praised for being 
PlayStation’s “only three-into-one game” 
and, that rarest of things, “a decent movie 
licence”. It received 8/10 and a Starplayer 
award (the only game to score higher in 
that issue was Crash Bandicoot with 9/10). 
“It isn’t the flashiest fare,” concluded the 
review, “nor is it the cleverest, but heckers, 
it’s fun. And that’s what counts.”

PLAY Was it 
always the plan 
to create three 
separate 
games?
Simon Pick We 
were sitting in 
an early design 

meeting and I said “It’s a trilogy, 
it should really be three games”. 
We’d never made one 3D game 
before. It was madness in 
hindsight, but [Probe boss] 
Fergus McGovern said “Do what 

you want, we trust you”. Fox also 
left us to it.

PLAY The games feature lots of 
carnage, lots of explosions…
SP I do like explosions. I have a 
very low boredom threshold, so 
I’d play and say “This is boring, 
let’s add some more stuff and 
blow it up”. We shoved everything 
we could think of into the game. 
There were no real guiding 
principles or game design 
philosophy behind it. If anybody in 

the team at any point said 
“Wouldn’t it be cool if…”, then 
we’d say “Okay yeah” and we’d 
put it in.

PLAY Was there any rivalry with 
the Alien Trilogy team?
SP There was. For us it often felt 
like Alien Trilogy was the golden 
child, getting the quality staff and 
internal plaudits. We didn’t know 
it at the time but our team was 
known as ‘Try Hard’ instead of 
Die Hard, because we were just 

sitting there, trying really hard, 
shoving everything in! The Alien 
Trilogy team was massive and its 
game was looking gorgeous. We 
were the underdogs, at least until 
our game was released.

PLAY You must have been 
delighted with the end result?
SP In many ways it was like one 
of those classic albums you  
read about. The right people,  
the right place, the right time.  
It just worked.

SIMON PICK Q&A
The game’s lead programmer and designer discusses lighting the fuse.

1  Painting the town red, Die Hard Trilogy 
style. That poor pedestrian… 2  One of 
McClane’s lesser known skills in action – X-ray 
vision. 3  Remember to stand well back when 
you lob a grenade. 4  “Whoops!” Try not to 
catch the hostages in the crossfire, John.

“The three games all shared the 
common elements of excessive 
action and comedic violence.”



RETROSTATION

111

4

Die Hard Trilogy was PlayStation’s 
original triple biller and probably the most 
generous title released up to that point. It 
was a strong seller throughout the 1996 
Christmas period, debuting on the Gallup 
chart in third place behind two other new 
entries – Tomb Raider and FIFA 97. The 
following month it nutmegged FIFA to 
claim second place, thanks largely to a 
new package that bundled the game with 
a Predator lightgun to use in Die Harder. 
The game hung around the top 20 for a 
further six months, and it reportedly sold 
more then two million copies in total.

OUTFOXED
Playing the game nowadays is an 
interesting experience. The 3D visuals 
haven’t aged well, but it’s still a fun, 
unpretentious game (and the soundtrack 
is excellent). What quickly becomes 
apparent is that this is a studio game that 
wouldn’t get made today. For a start there’s 
no evidence of producer interference. 
Probe had been around since the 8-bit 
days, and while the size of teams grew 
and specialisms were required, it’s clear 
that its overall approach to projects hadn’t 
changed much. The development was not 
closely governed, as confirmed by those 
involved, and implicit trust was placed in 
the creatives to deliver their vision.

Added to this, it was part of the first 
generation of 3D games so there was no 
clear expectation of what should actually 
be created. This is why the title tries to be 
a jack of all trades, because the team were 
literally making it up as they went along 
and seeing what worked. It was a time of 
experimentation, curiosity, and risk taking.

Furthermore, there’s no evidence of 
interference from the licence holder. 
Twentieth Century Fox was no doubt 
keeping an eye on the game, but it wasn’t 
running the rule over every element. If it 
was it would have certainly vetoed some of 
the more outlandish elements and the 
overall body count. The fact that the same 
voiceover guy was used for the voices of 
both Bruce Willis and Samuel L Jackson 
would have surely raised an eyebrow too.

In fact, the same game wouldn’t get 
made just a few years later. Evidence? The 
sequel, Die Hard Trilogy 2: Viva Las Vegas, 
which was developed by US-based 
n-Space and released in 2000. This 
replicated the three-into-one approach, 
but it was more polished, more structured, 
more corporate. It was also far less 
entertaining and quirky, and in no way 
surpassed the first game – which by this 
point was available on the PlayStation 
Platinum label and represented even 
better value for money.

The sequel scored 6/10 in OPM, with 
reviewer Steve Merrett calling it “a game 
on auto-pilot”. That’s something that could 
never be levelled at the original. The blood 
on the windscreen proves that.
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ANY GAME YOU GET TO PUNCH 
KNUCKLES IS 10/10.” 
@Byronb_86

PLAYED IT RECENTLY AND WELL 
NOSTALGIA IS A POWERFUL 
EMOTION BECAUSE ITS A PILE  
OF CRAP.” 
Aaron Ponsford

I REMEMBER PLAYING IT AT SEGA 
WORLD IN PICCADILLY CIRCUS. AS 
SOON AS I COULD GET A COPY AT 
HOME I DID.” 
James Coogan

H A V E  Y O U R  S A Y

Readers tell us what they think of our choice

 Getting serious with Battlefield Hardline

FOOTNOTES 1 The PS Now roster includes Sonic CD, Sonic 
Adventure, Sonic Mania, and Team Sonic Racing. 2 Time the 
safe landing move and you can recover from being thrown.

peeding back the 
years, PS Now has 
recently gone big on its 
Sonic collection. You 
can play 11 Blue Blur 
hits of yesteryear on 

the streaming service.1 So why tie up the 
laces of Sonic The Fighters? You get to 
punch Knuckles in the face… 

This Play Now edition is the PS3 
version of the 1996 arcade game and 
asks the simple question: “Can you stop 
Dr Robotnik and Metal Sonic from 
unleashing the Death Egg?” With 
controls and timing reminiscent of the 
era (stilted and simplistic), Sonic The 
Fighters is a colourful brawler that will 
rarely test your broadband connection 
but will raise a smile from fans.

That said, we found the occasional 
jitter as we pummelled the punch 
button, making Amy Rose squeak like a 
deflated balloon, but that could also 
have been the sound of our guilt. 

Controls are reduced to punch, kick, 
and block – a barrier that can deflect 
attacks but will also be smashed if 
overused. Like Fighting Vipers’ armour 
system, which this is based on, once 
your ability to defend is lost you need to 
change your tactics. 

HOG WILD
This is one sign Sonic The Fighters is a 
more nuanced game than the cartoon 
visuals and squawking characters 
suggest, as combinations of basic 
attacks combine with special moves and 

throws to offer a variety of ways to 
spill your rivals’ rings.2 Landing hits 
will see characters sprinkle golden 
rings across the arena just as you’d 
expect to see in any Sonic game. The 
charm of Sonic The Fighters comes 
from its love of the source material; 
Sonic will rev up his trademark spin 
for a special attack and can even pull 
out and stretch Espio’s tongue, 
releasing it to slap the chameleon in 
the face with his own appendage. 

While it plays for laughs, behind the 
cartoon face slaps and bold visuals is 
a game that plays like Virtua Fighter – 
a wolf in hedgehog cosplay.

PUB Sega

DEV Sega AM2

RELEASED 2012 
(PS3)

INFO

1 2

3

Can this cult classic still cut it on PS Now?

Sonic The Fighters

1  Go on, Amy, give ol’ Knuckles a good 
shoeing. 2  Land a stunning combo and 
characters will shed their rings. 3  Espio 
loves to tongue his opponents, but his 
slobbery attack can also be a weakness.

S
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Charming Assassin’s Creed into a must-play series

Ezio Auditore da Firenze

 The official novels add extra depth and 
flavour to his sneaky adventures.

 Next issue: More trained assassins stalk Ninja Gaiden’s history.

FIGHT NIGHT
Ezio has soul
Though he usually attacks from 
the shadows, Ezio is able to 
hold his own in a fairer fight. 
Thanks to his assassin training, 
he was able to put in work in 
Soulcalibur V as that iteration’s 
guest fighter. He uses a variety 
of weapons in combat, and can 
bring them all together with a 
smoke bomb for his critical 
edge. Story-wise, he was 
magically transported to the 
late 1500s for the bouts.

LESSON LEARNED
Those who can’t do?
Even after retirement, Ezio has 
had a ripple effect on the series. 
He directly trains Assassin’s Creed 
Chronicles: China’s Shao Jun in 
the game’s flashbacks and short 
film Ember. He also has cameos in 
comics, ACIII, ACIV: Black Flag, AC 
Odyssey, and AC Valhalla. His last 
game was ten years ago, but we 
simply can’t let him go.

EZIO LETS ITALIAN SWEAR WORDS FLY WHEN HIS OPPONENTS 

BLOCK HIS ATTACKS AND COUNTER HIS THROWS. MERDA! 

He shares a voice actor 

with Sonic and Apex’s 

suave Mirage.

Ezio and Altaïr aren’t 
related to each other, 
they’re just different 
ancestors to Desmond.
His romantic 

relationships are 

with real models for 

Renaissance painters.

 Metal Gear and AC have a history of 
crossovers, including a Raiden skin for 
Ezio and a cardboard box hiding space 
gag in AC: Brotherhood.

 Live-action Ezio thanked “Michael” 
with other PlayStation stars in an ad.

 Many games have Ezio’s iconic outfit as an unlockable: Prince Of 
Persia, Sackboy, later AC games, and even Final Fantasy XIII-2.

Beginning a transformation from young 
nobleman to charming killing machine, 
Ezio was key to Assassin’s Creed II.

We even play an “I’m too old for this 
[blorp!]” story in AC: Revelations, where 
he hangs up the hood, ending his story.

But why stop there? Putting AC3 on hold, 
AC: Brotherhood saw him grow up, and 
become a leader in Rome.
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TIME TO PLAY?

Zone Of The Enders doesn’t pull any  
punches in its brutal opening

 FORMAT PS3, PS2 / PUB KONAMI / DEV KONAMI / RELEASED 2001

Civilian casualties

As this is the game’s opening sequence, you’ll witness Leo’s very-bad-no-good day straight after the game’s surprisingly catchy 
startup cinematic (or two of them if you’re playing the HD collection) once you’re done enjoying the eerie menu music.

Z
one Of The Enders manages 
to cram an amazing amount 
into its opening sequence 
before getting to the “high 

speed robot action” it promises. 
Setting up villain Viola and some 

important space war stuff, we’re 
thrown into the Jupiter setting as 
the focus gradually pulls in on 
unfortunate protagonist Leo, who is 
just as clueless as the player and 
already having a pretty bad time.

Leo’s helplessness is made 
crystal clear as the opening events 
quickly unfold, setting the painful 

tone for the whole game. Here are 
Leo’s friends. They tease him. What 
are their names? Doesn’t matter, 
they’re dead now. And on fire. 

Powerful and ruthless, Viola 
cements her status as an enemy to 
be feared. The sleek figure of Neith, 
her Type C Orbital Frame, standing 
over a fallen enemy is an 
intimidating sight that makes the 
inevitability of taking her on evoke 
both dread and excitement.

The beginning makes it clear why 
Leo wants to stay out of combat. He 
really is just some kid who stumbled 

into a cockpit by accident and he’s 
seen enough death already, thanks. 

What’s more, these events allude 
to the game’s mechanics from the 
view of a civilian down on the 
ground – later, you’ll be the one 
smashing Orbital Frames down 
there, and trying not to let the 
collateral damage percentage rack 
up. It’s a powerful way of making 
you aware of what’s going on around 
your mech’s pointy metal feet. 
Ordinary people caught up in the 
conflict watching their so-called 
friends become Ender jam. 

#04
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FAR CRY 6
Could the series’ next outing be revolutionary? 

Join us as we travel to Yara to find out




