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Diluted dystopias:
what's the value of
corporate cyberpunk?

n t the time of writing, | haven't played
Cyberpunk 2077. It's been delayed again.
H Despite mandatory crunch to meet their
November deadline, and apparently
over numerous periods before that, the
team at CD Projekt Red didn't have it quite ready, and
presumably have to crunch again to ensure a pre-
Christmas release. The firm worked hard to create its
dystopia of corporate subjugation. And in the game.

It's a cheap joke, but it indicates a wider truth - the
critical power of dystopian themes in big-budget
games gets undermined by the demands of corporate
production. So often, as sci-fi and games scholar Pawet
Frelik has said, “cyberpunk games position corporate
entities and their employees as ideological antagonists,
but their very status as a cultural object is predicated
on the perpetuation of such industries.”

We see this in promotional activities, too. Last year,
an early demo of Cyberpunk 2077 was criticised for an
in-game advertising poster that (as so often in media)
reduced transgenderism to the status of sexual curio.
According to CDPR, this hypersexualised corporate
advertising made sense in the game's dystopian
setting. It was “just terrible” and “what you're fighting
against”. Yet when CDPR held a promotional cosplay
contest this year, one of the finalists they selected was
dressed as the poster model, replete with glowing
blue phallus. The terrible dystopia of hypersexualised
advertising was fair game to score some easy hype.

Even more overt anti-establishment fictions are
compromised by corporate needs. Watch Dogs: Legion
deserves credit for simply taking a political stance
and tucking some radical ideas between typical genre
accoutrements - it sends up right-wing populism,
discusses the roots of fascism and surveillance tech,
and centres its campaign on collective resistance.

But its dystopian themes sit awkwardly next to
wide-eyed celebrations of hedonistic consumerism.
As Ubisoft's promotional material explains, the game
includes “dozens of boutiques and stores where you
can buy clothing, including jackets, shirts, hats, and
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more”, all available through an “earnable in-game
currency called ETO". It's not surprising these days, but
jars heavily against the game's scenario.

And that's before we recall the major problems in
Ubisoft's work culture that have surfaced this year.
Employees in many of the company’s studios (including
Legion's Toronto team) were reportedly working in
a hostile atmosphere of misogyny and racism, with
sexual harassment and even assault cases mishandled
or ignored to protect abusive bosses. In the aftermath,
a company survey revealed that 25% of staff claimed to
have witnessed or experienced misconduct.

Since these issues went public, Ubisoft has reacted.
But its image-saving shake-up doesn't address the
generic problems of a model that exhausts employees,
enforces the hierarchy that can enable abuse, and
places monetisation and promotional stunts above
artistic vision. These aren't merely individual moral
failings or hypocrisy, they're systemic limits. The sheer
bloat and cost of many triple-A games in itself virtually
ensures crunch, microtransactions, and other top-
down demands that detract from any critical themes.

There's a decades-long debate about whether
subversive ideas remain subversive if they're
disseminated through commodified media. On one
hand, it's better to have them out there than not, and
the bigger the game, the bigger the reach. Indie games
often explore dystopian themes in more nuanced and
interesting ways (play Paradise Killer!), but garner a tiny
fraction of the attention. Some might argue that the
corporate model is the price of being heard at all.

But when the final product is so heavily coated in
the trappings of profiteering, and its creation so reliant
on unequal and exploitative work relations, how much
is that worth? No matter how sincere the politics of
dystopian games are, if they can't touch the model that
enables them, or suggest alternative ways of organising
their own industry, they feel like cynical cash-ins.
There's no easy answer, but what's the purpose of
more cyberpunk visions if their production only brings
us closer to the dystopian futures they warn against?
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Games are amazing, aren't they?
It's just a shame about gamers.
Well, a small but vocal number
of them anyway. The release

of the unfeasibly anticipated
Cyberpunk 2077 was met with a
tidal wave of extremely long and
detailed reviews in December
2020, and discussions about the
wealth of bugs still apparent at
launch (you can read lan's own
review over on page 92). But
then, predictably enough, there
were darker things happening

at the fringes. Journalist Liana
Ruppert wrote an article on
Game Informer warning of the
flashing lights in one sequence
and its potential danger to
epileptics. A certain subset

of gamers then responded by
harassing the author with hurtful
videos and messages. For their
part, CD Projekt Red pledged

to fix the issue Ruppert raised,
but that didn’t stop a number of
gamers from continuing their
harassment. The levels of vitriol
and sheer meanness aimed at
anyone who dared criticise the
game - especially if they didn’t
happen to be white and male
while doing so — once again
highlighted an ugly side of the
industry. Even a cheery game
like Super Smash Bros. Ultimate
has toxic strata among its
community; when journalist Alex
Donaldson tweeted a comment
about the addition of Sephiroth
to the game, he was met with

a series of racist messages

and other abusive material.
Over time, the industry’s
undoubtedly becoming more
diverse and inclusive; here’'s
hoping that, eventually, those
less enlightened sectors of the
gaming community will also
move with the times.

Be excellent to each other, and
enjoy the new issue.

Ryan Lambie
Editor
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Tarsier Studios give us the latest on its

chilling sequel, Little Nightmares II

necessarily in the form fans of the
game might expect: the sequel’'s
agonist is a new character, a masked
ng boy named Mono, while Six returns
b computer-controlled sidekick who,
brding to producer Lucas Roussel,
“her own agenda". Little Nightmares Il
bs us out of The Maw and into a much
er - but no less frightening - setting
Pd Pale City, where the populace is
trolled by a mysterious television »

v This time around, you'll have to
co-operate with Six, now your
Al companion, to solve puzzles
and traverse the landscape.
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signal. There are more puzzles to solve -
made quite different from the first game,
thanks to your new Al partner - and even
weapons to pick up and wield. Don't
imagine for one second that the sequel's
gone all gung-ho, though: Mono's still just
a kid, and in one sequence, struggles to lift
a branch over his head. Once again, the
theme of the game is powerlessness: of
traversing a world that isn't your own.
Here's what Mervik and Roussel have to
say about Little Nightmares II's production,
themes, and cinematic influences.

Can you talk about how Little Nightmares Il
got started, and why you came up with a
new main character rather than continue
with Six as the lead?

Dave Mervik: It's a weird one because

we thought Little Nightmares was always
about more than Six. We didn't expect Six
to become as popular and precious to
fans of the game as she did. And then it
becomes another thing to consider - you're
making decisions based on more than

just the world and the best stories to tell.
But you can't ignore the fact that people
are invested in that character. So there's a
whole other strand to think about, really,
and we didn't want to lose that, either. We
didn’t want to lose that plan of introducing
the older children into this world and what
they're going through, but what we've done
is combine the two: how does this new
character [Mono's] journey coincide with
Six's journey? And what story can we tell to
let you know more about Six?

08 / wfmag.cc

The concept of the TV screens affecting
viewers is an interesting one. | don't
know if that's meant to be a nod to
Halloween IlI: Season of the Witch? Are you
all big film fans at the studio?

DM: After the first Halloween, it's my favourite
because it went a completely different way.
It's amazing. And it scarred me - | watched
it as a kid. So that's where my brain kind

of went to mush. Our [creative director] is
another real horror fiend, but everyone’s
got different loves. When we were talking
about the TVs and what they could mean,
everything comes up - every TV that has had
an effect on you in a movie. So Poltergeist is
obviously hanging in the air; Season of the
Witch; The Ring. It's not like you think of that
first and then go, “Oh, let's do a TV as well”
- it's the other way around, always. So you
kind of have to do your best to sidestep all
of that and [ask], ‘What could we find that's
new? How can we tread new ground?

people found jumping tricky with the kind of
camera that we used [in the first game], and
we don't want [players] to feel frustrated. We
want them to feel like they stand as good a
chance as their skills allow. And so obviously
they wanted to improve on that from the
first one.

Lucas Roussel: | think there's a lot of
things we wanted to improve from the

o
“We're aware of the Flaws from the first game that we wanted to
improve, and just make it bigger and a step up”

In terms of developing the game, are
there certain things you learned in the
making of the first one that you bought
over to the sequel?

DM: Speaking personally, it's knowing how
hard it is to tell a story without dialogue.

My role on both games has been the world
creation and backgrounds. So it's making
sure that everyone knows the lore of the
world, and giving them stuff to play with:
creating visuals or audio, all that sort of stuff.
But having talked to the other developers,
it's things like the player character... Some

first game. And yeah, there were some
issues we had with perspective, as Merv
said, and of course, the game being rather
short. I mean, Little Nightmares was what
we originally planned, but it's true that
some people said it's a bit short. So this

is also why we're introducing outdoor
environments as well. The first game was
confined to one location; in Little Nightmares
Il, you're going to visit several locations,
both outdoors and indoors, so we have
more gameplay variations with the Al
companion and our combat mechanic.
We're aware of the flaws from the first
game that we wanted to improve, and just
make it bigger and a step up compared to
the first game. It's also why we took some
time to make it - we didn't rush to release
Little Nightmares Il. We really wanted to
make something bigger and better.

You mentioned the Al companion - is that
one of the technical challenges, to make
Six feel human, like a real character, but
also not unpredictable and frustrating for
the player to interact with?
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~ Little Nightmares Il contains more exterior
locations than the last game, but there are
still plenty of claustrophobic interiors, like
this frankly terrifying hospital.

LR: Yeah, it's even more difficult, because
you know Six from the first game, so you
can't make her look like a dog following

you around, because it could impact the
credibility of the character. So there was
definitely a technical challenge to make

her feel alive so that she's useful to the
player and not a burden. There's also a

lot of polished animations to make her

feel like she has her own personality and
she's doing her own stuff. And she might
have her own agenda, which is pretty
interesting, too. It was difficult. It was one of
the reasons why we took some time - let's
just make Six look good, make Six feel good.
Because if you don't get that right, | think
that truly affects the quality of the game.

When Mono picks up a stick, you can

see in the animation he can only just lift

it over his head. It's a really interesting
dynamic, because like the first game,
you're not controlling powerful characters.
DM: That's a really nice touch from the
animators there - because like you say,
even though you're technically wielding

something, you're still totally at a loss.
You're buying yourself time at best. | really
felt that when | played through the game
- it's not a power trip that you're on, you're
just doing your best in this world that's
someone else’s.

Powerlessness is an interesting theme
for a video game, because so many are
power trips. So why did you want to
explore that in these games?

DM: | guess that [power] is such a trend
that it feels like the default setting? You
know, certainly for the popular games, it's
just, ‘'Who do we pander to? Who do we
perceive as our core audience [that] plays
games? Oh, well, guys, | guess.’ It's just not
true, though, is it? You know, I'm a guy, and

Attract Mode

Interview

v Tarsier's Lucas
Roussel (left) and
Dave Mervik (right)

SCALING UP

"We pretty much doubled in size at one
point,” says Lucas Roussel, when we ask
whether the sequel’s larger scale required
a bigger team at Tarsier. “It brought some
challenges in terms of production, because
you don't work with 40 people the way

you work with 20. So we had to adapt — at
one point we had to go to a smaller team
size again, not as far as the first one, but
something in between. We decided to

take a bit more time to make a good game
rather than just putting the content in the
game and then getting something we're not
happy with. There were some challenges
but we've been able to overcome them, and
that's the most positive thing — how we
learn by experience to hopefully make it a
better game.”
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SET DESIGN

When it comes to figuring out the games’
lighting and atmospheric effects, the team
at Tarsier concentrate on designing small
slices of each chapter. “Very early on, [the
team] define what they want to have for

a specific environment,” Roussel tells us.
“And then they take a very small section
of the game, with no enemies, nothing.
They put all the lighting in there, and also
the environments and a first set of props.
They make a scene and then they'll share
the vision to the world team about what
the chapter will ook like. We do that on a
very small section, because it's expensive
to do that so early. And then that really
gives all the guidance to the team.”

10 / wfmag.cc
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A The Little Nightmares games are,
Mervik says, partly influenced by
games like Flashback and Another

World, where players were “thrown

into the middle” of a story.

I'm not interested in that in the slightest.
We've just got to recognise there are more
people out there than the lowest common
denominator who just want to kill stuff.
People are looking for more.

We want to do something for everyone
- more of a [universal] experience. If you
feel powerlessness, like in our game, there's
something about that that really connects
with me. That this world wasn't made for
Six, you know, so how do you cope with
that? How do you deal with these grotesque
creatures who, for some reason, have total
power over you? This is their world and
you're just thrown into it. There's something
really primal about that. Certainly, if you
have any memories of being a kid.

| was thinking that these games feel

like twisted versions of what children

go through in the real world. You forget
as a grown-up how strange the world is
when you're very small. Nothing is really
designed for you. Even chairs are too big.
DM: It's one of those things where, once
you grow up, you're part of the gang, and
then it's, 'Yeah, | don't need to worry about
that now.’ It's a schoolyard mentality, isn't

it? ‘'m one of the big kids now, so | get to
bully the ones smaller than me'. It's about
remembering that and connecting with it.
I'm thinking it must just suck for kids. I've got
a young lad now, he's almost two. I've seen
how he's reacted when he's been to school,
and come back, and his first contact with
these teachers. He has nightmares for days.
And | swear it must be that, because there
are these people who are grown-ups and
they're telling you what to do, or they're just
there instead of your parents. And nobody
thinks about that, you know? | think all we're
trying to do is look through those eyes.

The flavour of that is what connects with me
- so much more than being tooled up and
going after wave [upon] wave of grenade-
throwing henchmen. | know how it feels to
be alone and vulnerable in the world. I'm
sure loads of people do.

You have the teacher character in the
game, who looks frankly terrifying.

Is that loosely based on anything
autobiographical?

DM: [laughs] She reminds me of Medusa
from Clash of the Titans. There | go again

- movie reference. But no, it's nothing
personal. It's taking things that inspire you




and thinking about what they represent.
We always talked about it in the early
days, when we were thinking about how
the characters look. Say if a kid has a
nightmare, or if they meet some creepy
person in real life, and they come back and
tell you, everything's writ massive, isn't it?
It's just, They had the longest neck and
really, really long, gangly arms’ and stuff.

If the kid then drew that, it wouldn't be the
teacher, it would be something terrifying.
It's taking those things, like a teacher who
the kids fear: why does this person always
know what I'm doing before | do it? So it's
taking that idea of the all-seeing teacher,
and making it manifest in this infinitely

< Plot details are under wraps,
but a mysterious signal tower
is pivotal to the story. “There’s
something unpleasant about
the hum, pulsing - this static
feeling,” Mervik says. “It puts
you off balance straight away.”

LR: The starting point was the doll-house
feel that we wanted to give to the player,
with this very specific camera, in Little
Nightmares... the art direction makes it
feel like some sort of stop-motion movie.

| agree with Dave, it's the brilliant folks from
the art department. | remember when we
were showing the first game at events like
Gamescom, a lot of people were attracted
to the game just because of the look and
the art direction. Sometimes families - a
mother or grandmother who weren't
interested in video games - were stopping
by, saying, ‘What is this? I've never seen
something like this'. | think that makes
Little Nightmares very different from most

O

"We don't Like to give people that nice tidy resolution where they win...
theres also something just sticking in their throat”

stretching neck. | think it gives the art team
something to really go hog-wild with and
turn those feelings into something physical.

These games feel so handcrafted, but

in reality, you're making the game in
Unreal 4 - you're using digital tools to
create a digital world. So what's the
secret? How do you make something
digital look handcrafted?

DM: | don't know if I'm really qualified to
answer that. Other than saying - and I'm not
biased here - that we have a phenomenal
art department, and | think they were very
clear from the beginning that they wanted
that stop-motion animation style.

other games. | think the second one will be
faithful to the first game, but pushing the
bar higher.

Can you talk a bit about creating the
puzzles? You've got new things to work
with in this game - weapons, and the Al
companion as well.

LR: In the first game, we had a limited
number of mechanics, and I think they
were well exploited. Some of the puzzles
were also quite unique because of the
art around the puzzle. If you remember
the sausage-grinder, for example, it's
quite a simple puzzle, but the art makes
it really unique. Now the designers have

Attract Mode

more tools to play with, because now

you have two characters who are able

to collaborate. You also have a weapon
mechanic that you can use in puzzles.

It's not only about defeating enemies.

So without saying too much about the
puzzles, | think they're more diverse.

And because the game is longer, | think we
needed this in order to ensure that there’s
no redundancy in puzzles.

So going back to the first game - how

did you react as a studio to the success

of it? How did it affect you, and were you

expecting the kind of reaction that you got?

DM: No! Not at all. The lovely thing about

working in Sweden is the level of humility...

We talk about this all the time - when we

released the Hunger teaser way back in

the day, it was just a bottle of scotch, sat

in the dark, panicking and hoping that we

hadn't ruined everything! [laughs]. And then

obviously, things went from good to better.

We met Bandai, and then it just blew up.
Now there are people out there with

theory videos, people making music videos

- it just blows my mind.

What mood or feeling do you want to
leave players with once they've finished
this sequel?
DM: | think it's always ‘unease’ for us.
We don't like to give people that nice tidy
resolution where they win. We want people
to go away and feel like they've got some
sort of closure. But there's also something
just sticking in their throat or they want to
think about it afterwards. That's what | like,
again, with movies - you want to go away
and you need to get your head around it
and think about it instead of just going,
'Yes, that movie happened and now ['ll
never think about it again.’

| think that's something you should do
with any kind of art - you want to give
people something to take away and put
something of themselves into it. The whole
interpretive nature of these games that we
make is so people engage with them, and
fillin the blanks. There's something about
that that is so much more nourishing.
So yeah, | guess ‘uneasiness’. @

Little Nightmares Il is due for release on 11
February 2021.
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atrocity, the pair

Rogue Lords tests the old adage that it's good to be bad
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Cyanide Studio
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Bigben Interactive
RELEASE

TBC 2021

v Your motley crew is made
up of fictional history’s worst
of the badfolk. Not all of
them can wear hats, sadly.

12 / wfmag.cc

oguelikes could be described as
D devilish, and it seems Leikir Studio
“ and Cyanide Studio have both

taken this a bit more literally than
expected with Rogue Lords. In this
(would you believe it) roguelike, you play as the
Devil himself, recruiting a band of evil-doers
from the ranks of history's greatest - Dracula,
Bloody Mary, the Headless Horseman - to battle
the mortal forces of good in a series of turn-
based, tactical battles. It's a straightforward idea
mechanically, with a few wild cards thrown in
for good measure and all backed by sumptuous
visuals, evoking the early day style of Tim Burton
before he started shooting monkeys into space
and lost his touch.

Players make their way in each run towards
a selection of artefacts, which the Devil needs
to wreak their revenge on the good-doers who
foiled his last evil plan. This means making
progress step by step, encountering events
or battles as you go, and using the nefarious
forces of evil in your battles - with the Devil
acting as a fourth character in your team of
three. “[The Devil] can cheat at any time by
modifying the game interface. He can change
a life bar value, the probability of success of a
narrative event, or even create paths on the
map. The Devil does not play the same game
as the rest of the world!" explains Jérémie
Monedero, game director at Cyanide. The
fact the Devil is able to cheat - though at the
expense of an in-game currency, souls - all
comes back to the original idea for Rogue Lords:
a game where you played as history's most
evil fictional characters. But the original brief
only went as far as that, so this is a game that
has gone through a number of changes and
iterations over the past five or six years.

“Originally it was a classic RPG but with fights
quite close to those of today, and the action was
set in an original science fiction universe,” says
Monedero. “The universe, quite complicated to
elaborate, was quickly replaced by this idea of
the avenging Devil. And soon after, the theme
of an imaginary New England shaped the
current game. The fights of the initial concept
were extremely related to the sci-fi universe we




wanted to develop, so it was necessary to modify
our intentions. We made small prototypes on
our side and we even produced, with Leikir, a
real prototype of the game, which was an XCOM-
like, where the Devil was already bending the
rules.” Through NACON purchasing Cyanide and
the project being put on the back burner for a
while, all Devilish roads have led to what we have
now: a Gothic-inspired
tale of nefarious deeds
by nefarious characters,
centred on deck-building-
inspired (though deck-
less) combat.

Despite the grimdark-sounding content, Rogue
Lords is rather light-hearted - not out-and-out
comedy, of course, but it's certainly not a sad
slog through sadness.

“For me, the universe is more poetic than
really horrific,” says Camille Lisoir, artistic
director at Cyanide. “We wanted to create a dark
tale - which was the code name of the game
at the beginning - with a little bit of humour
like you can find in Tim Burton’s movies, for
example.” This, of course, has to be balanced
with a combat system that is both accessible but
deep - the sort of thing a roguelike lives or dies
by, especially when so much of the heavy lifting
is handled by this area of the game.

“We wanted to keep a simple game system
where the player feels in control,” says Sébastien
Perouffe, lead game designer at Leikir. “And as
far as possible, we wanted to avoid systems
with high random number generation or which
create depth only by adding a lot of complexity.
It took a lot of iteration and balancing to find the
formulas’ that work well, and build interesting
enemies to face.”

Some important aspects to cover, according
to Perouffe, included the need to give the player
enough information without drowning them in it;
to make sure even the most difficult of enemies

“We wanted to create a
dark tale with a little bit
of humour”

were beatable by any configuration of the player's
team; making sure fights themselves are long
enough for strategy to come into play, so it's not
just a one-and-done bite-sized battle, and making
sure the player has the opportunity to impact the
outcome of situations with decisions to be made
and responses to be read. It's a lot of work for a
small team, especially in pandemic times, but it's
something Leikir CEO Aurélien Loos is confident
the team has handled well.

“Depending on the needs of the production,
we have between 14 and 20 people,” he says.
“Covid-19 didn't have a significant impact on
production; we made the
choice to start the home
office one week before
the lockdown in France,
which gave us time to
prepare to work remotely.
We are fortunate to have a close-knit team that
communicates well and is totally committed to
the game. We keep a lot of attention on each
other's morale. Between the two lockdowns, we
gave everyone the choice between coming back
to work on-site or teleworking.” So not quite
the march of death you may expect from other,
bigger games, then. At least that bit's not evil.

Attract Mode

< Combat is straightforward

turn-based strategy, and
makes up the backbone
of the entire experience.

WHY ROGUE?

There are a lot of roguelikes
around, meaning developers
can find it hard to make theirs
stand out - a fact not lost on
Monedero, but he remains
confident in what Rogue
Lords can do. "My gamer's
heart calls for roguelike, it's
areal trend that has come
back into fashion after being
modernised,” he says. “It's a
genre that's probably niche
and may not suit everyone.
But very few games are
actually for everyone and

it's not a problem, quite the
contrary... It's possible that
in some time we'll start

to say that the market is
saturated, but when | see the
quality of the roguelikes that
are delivered today, | can't
reasonably want us to stop!”

v It's always nice to have

options, especially when
they're all one form or
another of evil.

Kill the

upt the young minds
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Early Access

In Sound Mind

A survival horror game that requires patients

GENRE
Survival horror

FORMAT

PC / PS5 / XB X/S
DEVELOPER

We Create Stuff
PUBLISHER
Modus Games

RELEASE
TBA 2021

1 ojul

v Lighting plays a big partin In
Sound Mind'’s atmosphere,
with your torch requiring
steady supplies of fresh
batteries to keep it topped up.
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ell me, what good is a PhD if the
world around you is crumbling?”
asks a gruff, mysterious voice on the
end of an old-fashioned telephone.
You've stepped into the shoes of
one Desmond Wales, a small-town
therapist trapped inside the nightmares of his
patients — which is why the building he explores
is a darkly surreal place with water lapping at
its front door, and why that mystery character
keeps ringing up to deliver taunting messages.
But despite the voice mocking Desmond for
his doctorate, a bit of education comes in
handy here: In Sound Mind is a survival horror
game where you're as likely to be following
clues and solving puzzles as you are wielding
a gun. In fact, even acquiring a gun requires a
fair bit of patience and problem-solving on the
player's part.

In Sound Mind is the first full game from We
Create Stuff, an indie studio that previously
brought us Nightmare House 2 - a free-to-play
horror shooter built in Valve's Source Engine -
and it's a chiller full of contrasts. On one hand,
there's the suspenseful build-up of exploring
areas, finding hidden items, and finding keys to
locked doors; on the other, there are sequences
where you'll be gunning down demonic entities
with your trusty revolver. In fact, the game'’s
creative director Hen Matshulski envisioned
the game as “like Shadow of the Colossus, but
horror,” when it was first conceived back in
2007. Gradually, however, the game evolved
from a game about horrifying boss fights
into something more low-key and ominous: a
nineties-set mystery where every note and item
you find lying around tells you more about your
patients’ stories: “You'll find [audio] tapes, and
each one unravels a new section, where the
emphasis and the game mechanic follow the
patient's story,” explains producer and studio co-
founder Ido Tal. “Their character and struggles
connect you to a bigger conspiracy that unravels
through the game.”

On Steam, you'll find a chunky one-hour plus
demo that showcases how each of these areas
(or ‘tapes’) plays out: from the slow build-up
of solving puzzles and unlocking new areas -
there's an entertaining conundrum involving
malfunctioning washing machines in here
that we greatly appreciated - to the mounting
sense of dread as the spooks close in near the
end. "We originally tried to release a ‘normal’



v Notes and other bits of
ephemera relate bits of story
without resorting to cutscenes
or lengthy voice-overs.

HOTICE!
Catastrophe!

Forget everything, life
I it is

All indicators are
indicating- stay inside'

demo in length - something like 20 minutes of
gameplay,” Tal explains. “But we felt like that
wouldn't be a good representation of the game,
so we went ahead and decided to release an
entire area, a full ‘tape’. It took so much more
work to polish at this early stage, but it was
worth it - we learned so much more about what
works and what doesn't.”

So what goes into designing a puzzle that
involves repairing a vibrating washing machine?
“When | approach a new
puzzle, the process for
me is to reverse-engineer
it,” explains Matshulski.

“I start from the solution
and break it into parts.
For example, we wanted to put an emphasis on
the elevator at the start, so it would be a reward
to ride it. [It's broken], of course, and you have
to fix it. We used the washing machines in the
next room [so that the player can] manipulate
their fuses and use them to fix the elevators...
We try to focus on a theme for every puzzle.

In the hub area, which connects the different
sections of the game, you slowly unlock more
and more areas as you progress in the game
and find more tools to use. So these mechanics
combine, and new, more challenging puzzles
appear. It's a tiny bit Metroidvania.”

“You can sheak, go out
guns blazing, or do some
platforming and puzzling”

As for the more action-oriented sections of
the game, In Sound Mind's creators are designing
set-pieces that can be approached from a
multitude of angles. “In most cases, we give the
player several options to engage with tough
situations, like most boss encounters in the
game,” Matshulski says. “You can sneak, go out
guns blazing, or even do some platforming and
optional puzzling to gain an advantage.”

Making such a large demo wasn't without its
challenges, however. In one section, you get to
pet Tonia, a cat who's something of a recurring
motif in the game. In order to avoid players
experiencing a distracting
bug, the team were
forced to make cunning
use of a chair. “When
you go to pet Tonia, you
might notice there's a
chair blocking your way to go around her that
wasn't there before,” Tal says. “That's because
prior to the demo release, we found a major bug
with the code that forced her head to rotate 180
degrees in the most creepy way if you [walked]
around her. We couldn't fix it in time, so there's a
chair to block you from snooping around. Sure,
we're creating a horror game, but there are some
things you can't unsee!l We've fixed it internally
since... a game studio is a team of people who
want to create a breathtaking, uncompromising
piece of art, but are in reality forced to make
thousands of little compromises.”

Attract Mode

~ “In Sound Mind is running on
Unity using the new rendering
pipeline HDRP for PC, PS5, and
XB X/S,” the team tells us. “We
use Blender and Substance for
pretty much all 3D [models],
animations, and rigs.”

DEATH NOTES

One of the tried-and-trusted
ways In Sound Mind builds

its narrative is through clues
and details left behind on
notes. One of the ways We
Create Stuff keeps these
notes engaging for the player,
according to Ido Tal, is by
keeping them brief and to the
point. “It's such a fine thing to
balance - the text length, the
visuals around the note, their
volume and placement in the
level,” says Tal. “We found that
if you keep the notes short
enough and visually diverse —
like using doodles and coffee
stains in the supermarket
notes — most players would
actually give them a read and
pay attention. True, we spend
more time designing each
and every note, but the upside
is the opportunity to build a
much more engaging world
that players actually want
toread.”
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Maskmaker

Crafting face coverings and solving a mystery with

Innerspace VR’s next foray into virtual reality

GENRE
Adventure

FORMAT

PC (VR) / PSVR
DEVELOPER
Innerspace VR
PUBLISHER
MWM Interactive

RELEASE
Early 2021

1 Ojuj

v No, it's not a feature from
HackSpace magazine -
crafting masks makes up a
big part of Maskmaker.

16 / wfmag.cc

n utting on a mask and taking on a
whole new personality has been
r done - but it's proving hard to

think of a time it's been done in the

always-that-bit-more-immersive
world of virtual reality. Maskmaker, from
Innerspace VR, marks the studio’s next attempt
at bringing something creative and unique to
the VR realm: an adventure game based around
exploration of a magical world known as the
‘mask realm’.

Said exploration is handled by crafting and
wearing magical masks - it's Mask-'"maker’, not
Mask-"buyer’ - with each face covering having
the ability to transport you to a different place,

another biome of the mask realm, each time
in a different character. On these mask-tical
journeys, you solve puzzles and pick up on more
of the mystery behind the game’s narrative
- who was the mask-maker that owned the
workshop you now craft the masks in before you
got there? Why did they disappear? And who's
this Prospero chap, king of the strange universe
you inhabit? All will, hopefully, become clear.

“My father has collected masks from all
around the world throughout all his life,”
explains Balthazar Auxietre, co-founder and
creative director at Innerspace VR. “As a
young boy, | used to spend a lot of time in his
workshop where he stored them, dreaming of
what was ‘behind the masks'. It was, for me, like
exploring a parallel world!” From those formative
explosions of childhood imagination, it wasn't
until adulthood - and a development studio
focused on the medium - that VR brought those
memories together with the potential of an
interactive project.

[tisn't Innerspace VR's first game, however.
It's actually the studio’s fourth, though it
travels more in lockstep with previous release
A Fisherman’s Tale in approaching things from
a more fantastical, atmospheric position. But
beyond the more limited scope of Fisherman’s,
Maskmaker brings with it a more open-ended
world, one that the team hadn't actually planned
for from the outset. The design of the core game,
however, didn't change much from that initial



idea: “The concept of using masks as a gateway
to another imaginary place was there from the
start,” Auxietre says. “As we started prototyping
in VR, the ability for the player to craft masks
themselves felt like an essential piece of the
puzzle and was really rewarding. So it grew until

it became the other half of the game. The players
are now part crafter, part explorer.”

The studio is still learning all the time - it's still
relatively new as a game development team, and
VR tech is itself still relatively early along, at least
in this latest iteration. There's been a lot of hard
work put in to make sure Maskmaker features
puzzles that feel’ right - that object manipulation
looks the part and doesn't make your brain reject
what's happening, and there's a focus on cohesion
between the worlds and
what's happening in them.
Everything to put your
mind at ease, to make the
game able to draw you in
deeper, and to have more
fun with it. “For example, we worked a lot on wood
mechanisms, levers, and winches and tried to
give the feeling of friction and heaviness so that
you really feel like you're moving heavy objects
without going too much into the it's-so-realistic-it's
not-fun-anymore route,” Auxietre says. “We also
designed puzzles based on reproducing some of
the characters’ postures and actions. These are
very specific VR puzzles where players are fully
engaged with their whole bodies.”

VR itself is sort of there in modern gaming - it
didn't take over as some hoped, but it didn't
disappear again as others expected. It's a niche.
But it's an important niche to Innerspace VR, and
not just because it has the letters in its name.
“Immersive is not a buzzword for us,” Auxietre
says. “We didn't name the studio Innerspace VR
just because it sounds cool, but because we feel
there is a world of artistic possibilities to discover.
We identify VR more as a medium in its own
right, even if it can still be argued that it's either
a technology or a genre in games. So we feel
we are bound to prove that it has indeed some
potential beyond these, because it's true that

“We identify VR more
as amediumiinits
own right”

A Puzzles are the main ‘game’
bit, while the mysteries
behind the world you're in
push the narrative side along.

the little we have seen - and made ourselves - is
not enough. We will continue our explorations of
this medium, especially as the technology moves
forward and becomes more prominent in our
lives, because great things, art, poetry, needs

to happen on these platforms, not only social
networks and commercials for eyeballs.”

And when it comes to Auxietre’s hopes for
Maskmaker, the irony isn't lost on him. You are,
after all, attempting
to achieve some level
of escapism from the
modern world by putting
on a different sort of
face mask, to play a
game centred entirely around the concept of
putting on masks. “We hope players will enjoy
the magical atmosphere of the world and find
a feeling of freedom and discovery in wearing
masks and travelling through them,” he says.
“We also hope the world of Maskmaker can
bring a little bit of fresh air and wonder in these
depressing times, even if that means wearing
another mask!”

v There’s a clean simplicity to the
visuals that, at a guess, helps to
stop a player getting overwhelmed.
VR sickness is real, kids.
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VIRTUAL
LIMITS

Imagination is the only
limit in design, of course,
but there are other bumps
in the road along the way
- like the fragmented state
of current VR hardware,
with no unified platform for
everything to appear on.
“When you develop a game
like Maskmaker, with

an open-ended universe
and a storytelling based

on exploration of huge
landscapes, you know for
sure that it will require a lot
of optimisation to adapt it
for the different platforms’
specifications,” Auxietre
says. “So you have to

plan it upfront in terms of
general design, number of
assets, FX..."
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o1. Cyberpunk’d

Cyberpunk 2077 released, bagged a bunch
of incredibly high scores, and sold millions
of copies, making its development costs
back in a matter of days. And that was all
that happened, and everyone went to bed
content and happy in the choices they'd
made in life. Except... the previous-gen
console versions of the game exist, and

it didn't end up being as simple as that.
You can see our verdict for the PS4 version
(via PS5) over on page 92. As you'll see, it
definitely wasn't as simple as that.

Where to start? Well, epilepsy: one
mechanic in the game sees use of a
‘braindance’ device, which initially displayed
a pattern of flashing red and white lights.
This appeared to mimic a pattern used
specifically to induce seizures in people
suffering from epilepsy, and was swiftly
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Uri Geller allows Kadabra
Pokémon cards to be sold again

patched out, along with a warning screen
being introduced. A less-than-good start.

Other patches followed to help stabilise
and improve performance, mainly on
the console versions of the game, but
disappointment was such that people were
being granted refunds by platform holders
for their digital purchases of the game.
This was later backed up by CD Projekt Red
itself, which set up a dedicated refunds
email address to help disappointed console
players get their money back.

But hey, at least Cyberpunk 2077
broke PC records for the number of
simultaneous players in-game on Steam,
hitting over a million the day of the game's
launch. It also broke records for the
fastest-selling PC game ever. And it crashed
less on PC, so that's cool.

Then what should have been the winning
moment came in a call hosted by CDPR,
in which the studio was asked how the
game in an obviously shoddy state had
achieved certification for consoles. Seems
it was because Sony and Microsoft trusted
the studio, per Video Games Chronicle’s

transcription: “This is on our side,” said
Michat Nowakowski, SVP of business
development. “If | can say anything it's
that | can only assume that yes, they were
counting that we were going to fix the things
upon the release and that obviously did not
come together exactly as we had planned.”
But then the winner in this clustercuss:
Sony pulled the PS4 version from sale
in the middle of December and began
offering refunds for those who'd purchased
it digitally. CDPR could barely contain
the disdain in a statement which painted
wronged consumers as people "not willing
to wait for updates", and the whole thing just
stinks, frankly. Patches are incoming to fix
things, but this is a bad look for a company
that once had so much goodwill from fans.

John Carpenter says AC Valhallais ‘great’.
Yes, this is news to us
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02. Cod-EA-s

Well, that didn't last long: Codemasters'
sale to Take-Two apparently bit the

dust as EA stepped in to up the bid,
slapping a cool £1 billion on the table to
up the ante. At the time of writing, the
board had encouraged shareholders to
accept the deal, and it very much looked
like the decades-old UK developer would
indeed be entering the EA fold. That
said, we reported last month the same
thing about it being a done deal with
Codies heading the way of Take-Two, so
who knows what'll happen next month.
Perhaps Raspberry Pi will step in with

a bid. (Spoiler: Raspberry Pi will not step
in with a bid.)

Surgeon Sim dev Bossa
restructuring, sees lay-offs

Fighters

Also in takeover news, the Saudi royal
family is set to become controlling
shareholder of SNK via the MiSK
Foundation. The non-profit organisation
has purchased around 33% of SNK

with the plan to pick up a further 18%,
amounting to a 51% controlling stake.
MiSK was established by HRH Prince
Mohammed bin Salman, the Crown
Prince of Saudi Arabia. A new SNK
console was teased not long after the
takeover, but it's doubtful that's related.
We're keen to see what happens with
SNK in the future - whether it will see
further investment or just be a nice
bauble to hang from the Prince’s tree of
Stuff He Owns.

Attract Mode

04. Games be good

Games are officially good for you,
according to academics handling an
Oxford University research project.
Mental health was positively impacted
by playing titles like Animal Crossing,
according to the study, which aims to set
a proper baseline for further research
into video games and their impact on
players. Lead researcher on the project
Andrew Przybylski told The Guardian:
“This is about bringing games into the
fold of psychology research that's not a
dumpster fire”, showing he's absolutely
the right sort of person to be handling
this stuff. Further research will follow,
and it's not all expected to be rosy - but
that's a good thing too. Proper research
is better than none at all.

Neil Druckmann takes role of co-president
at Naughty Dog
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os. Following

Launching a new studio in the midst of a
global pandemic might seem like folly, but
here we are: industry veterans from the
likes of BioWare, EA, Activision Blizzard,
and Ubisoft have banded together to open
Yellow Brick Games. Based in Quebec City,
Canada, but with remote working a focus,
the new group includes ex-BioWare writer
Mike Laidlaw, former Ubisoft chap Thomas
Giroux, ex-EA and Ubisoft (and level
designer on Star Trek: The Next Generation:
Klingon Honor Guard) Jeff Skalski, and
Frédéric St-Laurent B, also ex-Ubisoft.

We spoke with Laidlaw - whose role is
creative director at Yellow Brick - about the
new studio’s launch and all it entails: “We're
setting out to make games that can really
focus on what we see as the best part of
gaming: the emergence that comes from
giving players a rich set of tools to interact
with their world, and a rich playground in
which to use those tools,” he said. As for the
studio’s name, the intent is twofold - first,
the more obvious connotation of going on
a journey with friends “where your goals
were intelligence, compassion, courage, and
finding home”, but also for a much more
personal reason.

20 / wfmag.cc

Zelda CD-i titles remastered and
freely released, for some reason

A 05

“One of our founders sadly lost his
daughter after a battle against cancer,”
Laidlaw explained. “Her name was
Dorothée, so you can see the obvious
inspiration in both our name and logo.

She would love to grab toys like swords

and lightsabers and would tear around the
house “fighting” the disease, and we wanted
to start something that paid homage to
both her courage and boundless spirit.”

As for the studio’s work - there's
something coming, but Laidlaw has to
remain schtum for the time being. The
focus for now, he told us, is both on getting
the project beyond its very early days while
also establishing the studio - its culture,
communication, setting clear goals, and
ensuring healthy working habits.

The pandemic does of course factor in
here, with a big challenge in Yellow Brick's
setup coming from the more remote-
focused nature of things. One solution,
Laidlaw points out, was somewhat obvious:
“WEBCAMS FOR EVERYONE!" Less shouty-
jokey, though: “It has been exceptionally
challenging to set up something this
involved while respecting the very real
threat of Covid-19,” he said. "The ease of

VEi:OW
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communication that comes from being in
the same space is never quite the same
when you have to log into a call to have a
discussion. Thankfully, our entire team has
worked with multi-studio setups before and
we're all used to hopping into conference
calls, and how to be polite, and not talking
over one another. The upside to it all is that
we're now 100% ready and confident in
expanding our team to remote work, which
we might not have been if it hadn't been
forced by circumstance.”

Those interested in potentially working
with Yellow Brick Games should take a look
at the studio’s page (wfmag.cc/YBG): “We're
always on the lookout for talent in general
as we grow the team,” Laidlaw said, “but
have some specific roles in mind to help out
with our early stages: level artist, VFX artist,
and sound designer.”

Activision Blizzard accuses Netflix of
‘poaching’ former CFO, takes it to court



o6. BioWare away

BioWare announced the departure

of two senior members of staff, with
both Casey Hudson and Mark Darrah
departing for pastures new. Hudson was
most recently studio general manager
following his return to the studio in
2017, and had previously been integral
to Mass Effect’s early days during his first
stint at BioWare. Darrah, meanwhile,
was working as executive producer on
the Dragon Age series and saw heavy
involvement in every game carrying the
DA name. The moves have seen Christian
Dailey put in charge of the next Dragon
Age, taking his attention away from
reviving Anthem, while Samantha Ryan
has been placed in charge of the studio’s
day-to-day running.

Nintendo issues cease and desist over Etika Joy-Con ‘
shells that raised thousands for charity

Sony PlayStation 5 PS5 Console Physical Disc
Edition: New & Sealed - IN HAND

Condition: New

Sold £824.99
far:

From £3% per month for 24
months
Collection: Glick & Gollect - Select store at checkout.

Postage: Free 2 day postage

har counrias | 588

Payments:

Returns: Naoraturns ascaptad | See detaib
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07. Thanks scalpers!

Missed out on a PS5 at the end of last
year? That might well be down to the
fact that UK-based scalpers appear to

be running with some well-developed
methods to pick up consoles before your
regular Joe can get their card details
entered. One group going by the name
CrepChiefNotify claimed around 3500
consoles had been snapped up to resell,
with prices on eBay pushing up to the
£1000 mark ahead of the busy Christmas
purchasing period. 'Tis the season to get
ripped off, tra-la-la-la-laaa...
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os. In numbers

A joint statement of intent has been
released by Nintendo, Microsoft, and
Sony, outlining the platform holders’
commitment to making online gaming
as safe as it can be for those taking part.
Prevention focuses on informing players
and parents/caregivers about their
options for controlling content, as well
as engaging in preventative measures
on the company's part. Partnership is

a bland commitment to working with
law enforcement agencies etc. And
Responsibility accepts the platform-
holders bear responsibility for safety on
their online networks. It changes little,
but it's a nice step to see the companies
take together.

DOOM somehow ported
to Pico-8; is wonderful
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Indie takeovers, generational confusion, and
The Hobbit: it's this month's reader letters...

Generation Why?
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Issue #45

Want to write
to Wireframe?
Message us at
wfmag.cc/hello
or tweet us
@wireframemag
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Generations seem messed
up. They seem to change

in meaning according to
marketing campaigns and
Wikipedia. How do you decide
what a generation is? Alien:
Isolation, Metal Gear Solid V,
and Dragon Age: Inquisition
were all released on the Xbox
360, PS3, Windows, PS4, and
Xbox One. Does that make
them seventh- or eighth-gen?
Is Breath of the Wild an eighth
or ninth-gen game, since it
was released on both the Wii
U and Switch? Do you call the
Switch an eighth-gen console
because it isn't more powerful
than the PS4 in every aspect

but has more modern CPU
technology? The Wii had
Twilight Princess at launch,

a GameCube game. It was
also not as powerful as the
competition and released five
years after the GameCube
launched (four if you're in
Europe). The Switch launched
four-and-a-half years after
the Wii U. The DS released
three years after the Gameboy
Advance, and it wasn't a big
jump in power, either. The
Neo Geo was far ahead of its
16-bit competitors as it ran
full arcade games, but it was
said to be part of the same
generation of consoles as the

SNES and Mega Drive despite
consoles not reaching that
level of arcade-perfect games
until the Dreamcast.

Soren

lan writes:

It's hard to define things
when there are no strict rules,
but it's something we just
have to do as humans and

as people who want to be
able to refer back to previous
generations with relative
ease. Generational divides
will, as we're seeing with the
Xbox Series S and X, become
less prevalent, though.
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Electronic Acquisitions

I read with interest the news
that Codemasters, a company
that began life selling £1.99
games for my ZX Spectrum, is
now the latest to be absorbed
by a massive conglomerate. In
this case, it looks as if EA has
prevailed over Take-Two in
the bidding war, with the price
being in excess of $1bn. | had
to sit down when | read that.

No slight on Codemasters
there at all, rather that this is
where gaming is. As gigantic
as every other entertainment
medium where it's a land rush
to acquire big companies and
boost the old bank of ‘IP". To
give you an idea what an old
fossil I am, | cringe at my use of
‘IP" and will be making myself
eat two Pot Noodles for each
offence in this letter.

For EA to realise proper
value from that purchase
price, it presumably now has
to apply its loathsome micro-
transactions methodology to
the likes of the Codies" hugely
successful DiRT games. As one
person on Twitter noted, are

BulbousEyes |-

I confess I'm still stuck. How do
you get past the pale bulbous
eyes in The Hobbit on the

ZX Spectrum? | know | may
have passed the statute of
limitations for the request, but
I've been stuck on the sodding
things for nearly 30 years now.
J RR Notverygoodatgames

Ryan writes:

Ah, so what you need to do
here is wait twice, then move
locations - you can't fight
them, so you just have to

we at a point where EA will
now charge £1.99 so that your
virtual car has a virtual spare
tyre in its boot? Never have
the creative industries needed
independents more. To not
just give us a broader flavour
of games, but also something
more fundamental: a pricing
mechanic that's one-off and
fair. Ah, well. 'm going to
unpack my Spectrum and play
BMX Simulator.

David Richards

Ryan writes:

Although the news was
celebrated in some quarters
(not least, I'm guessing, by
Codemasters’ shareholders),
| can’t help thinking that

the sale of one of the UK's
longest-surviving studios to
a US publishing giant is more
than a little sad. I'm hoping
Codies’ games will continue
to thrive under the watchful
eye of EA, and won't go the
way of, say, Bullfrog or Black
Box, which were acquired
and later quietly shuttered.

1'.. ."-. .IL\\\ -
//MELBOURNE HOUSE

J
SPECTRUM
48K/128K

leg it. | definitely, absolutely,
didn’t just look this up on
GameFAQs. Honest.
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As a new year commences, we
asked Twitter: what game are you
most looking forward to in 2021?

Hitman Il without a doubt. And | am sure there is going
to be some indie title that | haven't seen yet. @fxgogo

Really hoping 2021 is the year we get Onarand
Before The Blood by Rewind Play Games and Enter
Yes [respectively]. Also can't wait for Paleo Pines by
Italic Pig. What could be better than riding around on
cute dinosaurs? @SaintlyStuart

For me it's Horizon Forbidden West. | can't wait to
explore new regions of the world. And I'm eager to see
how the story develops. @HdE_playsgames

I've always enjoyed Far Cry games so [Far Cry 6] gets
my vote. | know they're not the best or most serious,
but they're just dumb fun! @19AndSix

Cyberpunk 2077. Because it will probably work
by then. @theruckuz

The burning question

0

Desert Strike - 30%

It turns out that the secret, ‘quadruple-A’
project developer The Initiative has been
working on none other than its revival of
Perfect Dark. Inspired by this, we asked
Twitter: which of these old, arbitrarily
chosen franchises would you like to
make an expensive, 4K return?

. Syndicate - 42%

Il Rroad Rash - 18% Kane & Lynch - 10%

wfmag.cc \ 23



Attract Mode

Party Animals 4

Manic, physics-based multiplayer games are
all the rage right now thanks to the likes of
Fall Guys, and here's another crackers-looking
offering from developer Recreate Games.

As best we can work out, the game involves
wrestling, punching, and generally roughing
up your friends while in the guise of whimsical,
overstuffed animals like puppies, kittens, and
so on. There are also military vehicles like
submarines and planes in the mix, and it all
looks a tiny bit disquieting if we're being honest
- but also tailor-made to get lots of views on
Twitch and YouTube, so expect to see plenty
more from this one in the coming months.

Humankind 3

Amplitude Studios has already tickled our brains
with the likes of Endless Space and its sequel, so
we're greatly looking forward to Humankind, its
take on a Civilization-style 4X strategy-'em-up.
Building a city, developing new technology, and
battering rivals in neighbouring territories -
Humankind could well become another one of
those engrossing games we turn on for a quick
bout and inadvertently end up playing for hours
on end.

NEO: The World
Ends With You 4

Square Enix’s action RPG The World Ends With
You is getting a sequel, which means lots more
slash-happy action and anime melodramatics

- but the real reason we're looking forward to
diving into NEO is because of its toon-rendered
re-creation of Tokyo's Shibuya district. It was one
of the highlights of the Nintendo DS original,
and from what we've seen so far, it's going to

be richer with detail than ever in this Nintendo
Switch and PS4 follow-up, due out this year.

Eitr 4

Norse mythology's quite the in-thing lately,
between God of War's macho axe-waving and
Assassin’s Creed Valhalla's icy drama. But Eitr
provides a different take on the subject, with
its sword-swinging action wrapped up in some
fabulous isometric pixel art that reminds us
passingly of the old Amiga title, Moonstone.
Devolver is publishing this one, so we've high
hopes it's picked another winner here.



New World 4

Amazon Games didn't have the happiest of times with its first
offering, the free-to-play MMO Crucible, which launched in May

2020 and then quietly shuffled out of existence again a few weeks
later. Still, maybe the shopping giant's next foray into interactive
entertainment will fare better: this is New World, an MMO set in the
alternate world of Aeternum. Here, players will group together in
teams of five, and as part of an even larger faction, set out to colonise
a fantastical take on 16th-century America (hence the game's title) -
expect the usual menu of activities you'd expect in a big online game,
including crafting, PvP and PVE battles, and an economy that lets you
flog your wares to other players for gold coins. Although we haven't
delved into this one for ourselves just yet, the early verdicts from
some players who've tested it out are extremely good - and from the
footage we've seen, it sure looks pretty.

Will New World be a critique of humanity's grim capacity for
colonialism and violence? An exploration of how entire continents can
be founded on bloodshed? Or will it just be an excuse to hit stuff over
the head with blunt instruments and have a jolly good time with our
mates? After a couple of delays, we should be finding out this spring -
assuming Amazon doesn't push its launch back again, of course.

Scorn 4

Attract Mode

Early Access

In the Valley of Gods 4+

We loved Firewatch, so it absolutely stands to
reason that we're looking forward to developer
Campo Santo's follow-up, In the Valley of Gods.
Brilliantly, it also manages to cover one of our
favourite subjects: Egyptology. You're cast in the
role of Rashida, a filmmaker exploring the tombs
and monuments of the titular valley. It sounds
like thoroughly enticing stuff - a first-person
explore-'em-up, or a thinking person’'s Tomb
Raider, if you will - so we're hoping we can coax
Campo Santo into telling us more about its latest
opus in an upcoming issue. Watch this space.

Serbia’s EBB Software has been beavering away at this gloomy little
number since 2014, and now it's preparing to bring the project into
the current generation as a PC/Xbox Series X exclusive. The game's
unabashedly inspired by the work of the late Swiss artist HR Giger,

and there's a certain appeal to being plunged into a nightmarish, bio-
mechanical world of squidgy walls and suggestive-looking doorways.
We don't yet know how the first-person shooting action will compare to
other Xbox offerings coming up - it has Halo Infinite to compete with,
for one thing - but those shadowy, fleshy graphics are certainly a good
showcase for the Series X's processing oomph.
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This one looks like quite a mash-up: it takes in base-building, survival,
and action RPG elements, and sees giant mechs tooling around a lush
planet of exotic flora and fauna. Tactics, survival, and the odd bit of
hack-and-slash dotted about the place? It's quite a raft of elements to
balance, but The Riftbreaker's showing a lot of promise so far. You can
give the demo a spin over on Steam, too: wfmag.cc/RiftyB.

Backbone ¥

If games such as Inspector Waffles and Chicken Police have taught us
anything, it's that animals and noir detective adventures make for
surprisingly happy bedfellows. The forthcoming Backbone is another
gorgeous-looking example; a lovingly crafted yarn about a raccoon
private detective roaming an alternate-universe Vancouver populated

entirely by cats, foxes, and other furry creatures. It's a traditional point-

and-click adventure at heart, but with some weighty themes on its
mind. We can't wait to dig further into this one.
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ASYLUM2

So far as we can work out, this survival horror
game has been in development since about 2010,
but despite its lengthy gestation, ASYLUM is still
very much alive and well. Inspired by Italian and
British horror flicks of the sixties and seventies,
ASYLUM hails from Argentine developer Agustin
Cordes, who previously created the interactive
chillers Scratches and Serena. Expect lots of
puzzles, mysterious paintings, and a few splashes
of gore here and there.

Voidtrain 4

Here's another survival game, this time with a
curious locomotive theme. You're a mechanic
plunged into an unfamiliar dimension where
the laws of gravity seem to be all askew, and
monsters float about the place. Naturally, you
fall back on your training and decide to build
train tracks, engines, and carriages to help you
explore. It's a batty idea, alright - but admittedly,
one perfectly suited to Steam (You're fired - ed).



Ready or Not 3

The title may sound playful, but this 'realistic’ first-
person shooter is anything but. As a member of
a SWAT police unit, you'll be kicking down doors,
rescuing hostages, and generally eliminating any
mean-looking threat that passes in front of your
cross-hairs. Developer VOID Interactive really is
leaning into the realism aspect here, with talk of
“ballistic penetration, ricochet, kevlar, and plate
dynamics” all over Ready or Not's Steam page. If
ballistic penetration sounds like your thing, then
here's the tactical FPS for you.

The Ascent P

Assuming you aren't exhausted by neon signs
glaring down on filthy streets after playing
Cyberpunk 2077 for dozens of hours, then this
action-RPG is definitely one for the watchlist. The
isometric perspective, benighted city landscape,
and bursts of blazing violence have us thinking
back to Bullfrog's old Amiga-era classic, Syndicate
- and that really isn't a bad thing. The important
difference here is that, where Syndicate had you
take on the role of a brutally amoral corporation,
The Ascent places you at the control of ordinary
people struggling to protect their district from the
criminal and corporate elements threatening to
tear it apart. It's a great-looking game, rich with
grimy detail and chaotic, industrial architecture,
which is even more impressive given the

team behind it - Sweden’s Neon Giant - is a
comparatively small one.

Attract Mode

Smalland 2

Obsidian already has its Honey, | Shrunk The Kids-inspired game -
Grounded - in Early Access, but here comes Merge Games with a
similar concept. As the trailer patter puts it: “You've been shrunk

down to the size of tiny animals, and every rule has been changed.”
Like Grounded, the chief aim in Smalland is survival - you'll be gathering
resources like food and water, crafting, and exploring, all while avoiding
the assorted creatures that want to eat you. There are some playful
elements thrown in to balance out the brutality, though, including
riding rapids and traversing the forest on top of what looks like a toy
train set. Will Smalland introduce enough fresh ideas to differentiate
itself from Grounded? We'll find out when it lands later this year.
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~ Sierra’s games were dazzlingly colourful for the time.

he King’s Quest franchise owes its
existence - in a roundabout way -
. to the teletype. In the late seventies,

contract programmer Ken Williams

brought one of these devices -
essentially a printer which could send and
receive messages - home with him from work.
Keen to find the Star Trek game that had inspired
his love of computing, Ken and his wife Roberta

e efic istm.y 0

Colossal Cave Adventure. It was this pioneering
text adventure that inspired the husband and
wife duo to develop their own games, a dream
they soon realised with Mystery House - the
very first graphical adventure - as well as the
formation of their own software company, On-

Line Systems, later rebranded Sierra On-Line.
The company released many groundbreaking
adventure games over the next 20 years,
including Space Quest, Quest for Glory, and
Phantasmagoria. It was the King’s Quest series,
however, that was most closely associated with
Sierra On-Line's fortunes: from the original King’s
Quest, which was an early hit in 1984, to 1998's

WRITTEN BY
JACK YARWOOD
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Hhen you bow to King Edwanrd,
his pleased smile warms you.
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A~ Manners make the man in the original King’s Quest.

King’s Quest VIIl: Mask of Eternity, which saw the
end of the Williams' involvement with the studio.

The couple no longer do many interviews
about that era, and spend much of their time
travelling the world on their boat, but we spoke
to them recently, as well as other notable Sierra
On-Line alumni, about the history of the King’s
Quest series, and its lasting legacy.

WIZARD AND THE PRINCESS

To tell the story of King’s Quest, you first have to
tell the story of 1980's Wizard and the Princess
- a precursor of sorts to the King’s Quest series.
Taking place in the land of Serenia, it tasked
players with rescuing King George's daughter
Princess Priscilla from an evil wizard. The game
was played using

a parser system, a
textbox which allowed
users to type their
commands directly
into the computer. It
was an important title for Sierra On-Line, not
least because it was the company’s first colour
game, employing the use of dithering to create
the illusion of a larger colour palette.

As a result, the game caught the attention of
IBM, who not only licensed it for its computers
under the title Adventure in Serenia, but also
asked for an enhanced version for its upcoming
IBM PCjr machine.

“CThe couffe 7o [onger do many interviews
about that eva, and sfemf muc gf their time
tmve[[ing the world on their boat”

Roberta started developing this version
of the game, but, as Ken recalls, “Roberta
wanted to add animation.” So, instead of just
doing a straightforward port, Roberta began
developing a whole new title, which would
become King’s Quest.

ARISE, SIR GRAHAM
King’s Quest was Sierra On-Line’s first game
to use the AGI (Adventure Game Interpreter)
engine instead of the spreadsheet-based engine
they'd used on their earlier adventures. This
new programming language allowed for more
animation, giving the appearance of a character
walking around in a pseudo-3D environment.
It was an extraordinary feat for the time,
surprising even those
inside the studio.
Much like Wizard
and the Princess, King’s
Quest took place in
a vast fantasy world,
with players exploring the Kingdom of Daventry.
Taking control of the brave knight Sir Graham,
you were required to retrieve three lost
treasures for the ailing King Edward to prove
yourself worthy of the crown. The adventure
took Graham into a dragon's lair, a witch’'s den,
and into the path of a terrifying ogre, with a
single wrong move resulting in the knight's
untimely demise. »

ALl

~ Sierra On-Line’s co-founders
Ken and Roberta Williams
now spend most of their
time travelling the world on
their own adventures.
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The game's punishing difficulty made sense
when you consider the audience Roberta was
designing for - those who only bought one or
two games a year. “The games weren't supposed
to allow you to just whip right through them,”
she says. “You needed to out-think the designer
[to win]."

The original King’s Quest was released on the
PCjr in 1984, but had limited success due to
the machine’s commercial failure. Luckily, Sierra
On-Line kept the rights to both the game and
the engine, so Ken was able to quickly negotiate
other releases, including versions for the Tandy
1000 and Apple II.

King’s Quest: Quest for the Crown sold
tremendously well, and sales climbed as the
months went on. Plans for a sequel started
almost straight away, with Roberta recognising
the demand to know what happened next. “The
huge sales, fan letters, and everyone asking for
a sequel, all indicated that people liked [what

Sound:on
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hollou log, you see
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They do not want to let you

we were doing],” she says. “It was a game that

people experienced with their families. We still
hear from adults who remember playing King’s
Quest with their parents and grandparents... it
was the game for families of that era.”

HAPPILY EVER AFTER?

Family ended up being a key theme from

then on. Following King’s Quest, the first three
sequels introduced players to King Graham'’s
wife and kids. In King’s Quest Il: Romancing the
Throne (1985), King Graham meets his wife,

the beautiful princess Valanice locked away

in a tower by the evil witch Hagatha. In King’s
Quest Ill: To Heir is Human (1986), players
control Gwydion, a boy later revealed to be King
Graham's long-lost son, Alexander. And in King’s
Quest IV: The Perils of Rosella (1988), players join
Rosella as she sets off on her own adventure,
travelling to the land of Tamir to find a magical
fruit to save her sick father.

Each game brought new innovations. King’s
Quest Il was the first to prominently feature a
soundtrack, with former music teacher and
Sierra On-Line programmer Al Lowe stepping in
as composer. This desire to innovate was what
kept the series relevant and players interested,
but it didn't always result in the smoothest of
development cycles. King’s Quest IV: The Perils of
Rosella, in particular, was a tough project, with
a cavalcade of problems conspiring to delay it.
The story goes that during production Ken and
Roberta asked Sierra On-Line systems engineer
Jeff Stephenson for new features, including 256
colours (the AGI system only supported 16) and
the ability to use CD-ROM drives and sound
cards. Stephenson took this as an excuse to
also throw out the existing adventure-game-
specific language for a new object-oriented




You sudden!* find vourself in
your own little room. You
notice that the door is

closed.

programming language in the new SCl (Sierra'’s
Creative Interpreter) engine. “The benefits... were
significant,” Stephenson says. “In the old AGI
system, pretty much any sort of behaviour you
wanted in the game first had to be programmed
into the game system itself before it could be
used to write the game. With a general-purpose
language like SCI, the
game developers could
write the behaviour
themselves - in the
game, without any
work in the engine.”

There was a problem, however. King’s Quest |V
continued the tradition of being somewhat of a
testing ground for new programmers at Sierra
On-Line. The new team not only had to get used
to the realities of working on and shipping a
game, but had to familiarise themselves with a
completely new language overnight. As Lowe
remembers, “In late August 1988, they called me
in and said, ‘Will you take a look at this game?
Roberta doesn't think it's going to be done in a
month." And | looked at it and said, ‘It ain't gonna
be done in a year. So we called off every other
game in the company. Every other game was
put on hiatus and we all programmed King’s
Quest |V for 30 days. And when | say 30 days, |
mean 30 solid days like you would work until
you couldn’t see any more..."

With the current conversations around crunch
in the games industry and its effects on workers,
it's hard to hear comments like this from Lowe
without flinching a little. Not only because of
the impact this may have had on workers at
the time, but because stories like this are still
so depressingly familiar in an industry where
innovation and passion often go hand in hand
with terrible working conditions and excessive

e still bear - from adults who remember
f[ajing King’s Quest with their parents
and ‘gmndfarmts"

crunch. While it can be argued that the industry
didn't know any better at the time, it's much
harder to make the case for that now as the
industry has become more formalised.

With all hands on deck, King’s Quest IV
managed to release on schedule in 1988 and
was another hit for the studio. King’s Quest V:
Absence Makes the Heart Go Yonder! followed in
1990, with a sequel, King’s Quest VI: Heir Today,
Gone Tomorrow, releasing two years after. Both
games expanded on the King’s Quest formula,
boasting gorgeous VGA graphics and the
introduction of voice acting, referred to internally
as 'Mother Goose', due to its connection to
another game Roberta Williams had previously
worked on called ‘Mixed-Up Mother Goose'.

The decision was also made to switch the
game from a tried-and-tested parser system to a
cursor system from King’s Quest V onwards - this
came about after Roberta had witnessed her
mother struggling to
play her games. Ken
assumed the change
would inspire a flurry
of hate mail, but in the
spring 1991 issue of
Sierra On-Line’s own InterAction magazine, he
noted a mostly positive reception from fans of
the studio. In the same issue, in fact, a parent
wrote in with a story about their disabled son
being able to complete their first King’s Quest
game with the use of a modified mouse. »
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> According to Al Lowe, Sierra On-Line “bet the
company” on the success of King’s Quest IV.
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“We always wanted to add voices, better
music, great animation, 3D, live actors, anything
that would enhance the experience,” says
Roberta. “Anything that would add realism, we
did. Everything is a progression. As soon as the
machines could handle something, we wanted to
take advantage of it. When you can, you do.”

Following the success of King’s Quest V and V/,
the King’s Quest series took a dramatic left turn
with 1994's King’s Quest VII: The Princeless Bride.
The game eschewed the look of the previous
two games for a cleaner, more Disney-like
aesthetic. It was an attempt to push the envelope
even further, using
traditional hand-
drawn techniques to
create more elaborate
worlds. But for some,
it was too great a departure, and perhaps an
attempt to ride on the coat-tails of the Disney
renaissance that was also happening at the time.

“The art style was something Roberta wanted to
do,” claims Mark Seibert, who was a producer on
the project. He acknowledges the influence Disney
films such as Aladdin and The Lion King had on
the project, and remembers that Sierra On-Line
contracted several different animation houses to
help complete the scenes the project required.
This resulted in heavy delays as Seibert and his
team had to co-ordinate with multiple studios
to ensure the animation remained consistent.
Says Seibert: “l recall going to work on a Monday
morning one week and not going back home until
Thursday afternoon - I think the team started a
pool on when | might fall asleep at my desk.”

v King’s Quest Vrepresented a
huge graphical leap forward
for the series, due to the
introduction of VGA graphics.
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until (TBurS;{gy afternoon”

A King’s Quest Vi featured
a number of different
endings depending on
the actions you take.

When asked about overtime at Sierra On-Line,
Seibert recalls “it was often ‘mandatory’, but we
always tried to avoid that as it can only go on for
so long. King’s Quest games, or Roberta’s games,
were often notorious for being behind schedule
due to the high level of innovation involved. That
often created a lot of
unknowns that just
couldn't be scheduled.
So many times, those
of us on her projects
just worked a little harder and later to get it
done. | worked many 70- to 100-hour weeks
during ‘crunch’ time.”

TOO MANY COOKS

Today, King’s Quest VIl remains something of

an oddity for those revisiting the series, as

does King's Quest VIIl: Mask of Eternity. Between
the release of King’s Quest VIl and the start of
development on the next King’s Quest game, there
were huge changes at Sierra On-Line. The biggest
being that Ken and Roberta sold Sierra On-Line
to the e-commerce company, Comp-U-Card.

It was under these peculiar circumstances
that King’s Quest VIII: Mask of Eternity was
developed, with Roberta remaining at the
company to try and complete the project. She
refers to its development now as “an involuntary
team effort”, while Ken notes that Roberta
grew increasingly upset at having her ideas
and suggestions ignored, often coming home
in tears. According to Ken, while he was at the
company, he was an important intermediary
between Roberta and the programmers,
convincing them to try and accomplish her
more “impossible” ideas. Without him there, her
bargaining position was significantly weakened
and as a result, she was unable to push her
ideas as well as she had in the past.

King's Quest was also being developed on
an external engine for the first time, created
by Dynamix. As Seibert recalls: “Unfortunately,



A In King’s Quest VI, players
joined both Valanice and
Rosella on a perilous adventure.

they weren't developing the engine specifically
for King’s Quest, and so our goals weren't always
the same. After about a year, we chose to

take the engine code to Seattle and finish it
ourselves. This put us significantly behind.”

The initial plan for King’s Quest VIII: Mask of
Eternity was to make a 3D action-adventure,
and continue the ‘movie-like" approach
they'd established with Phantasmagoria while
introducing some lite-RPG mechanics. Players
controlled a new character, Connor, who must
rise to the occasion when King Graham and his
family are turned to stone. For many players,
King's Quest VIl was a somewhat disappointing
end to a revolutionary series. For years after
its release, rumours swirled about a potential
sequel or reboot, but all attempts came to
nought. That is, until August 2014, when rights
holders Activision announced that indie studio
The Odd Gentlemen was working on a revival.
A love letter to King’s Quest, it acted as both
a sequel and a retelling of the series’ events.
Released episodically, the game was about
family, succession, and managed to tie a neat
bow on the series almost 30 years after it began.

“For us, the main concern was making sure
the Williamses felt we had done their property
justice,” says Evan Cagle, the art director on
2015's King’s Quest. “When we showed it to them,
and they were excited about it, we knew we
were on the right track.”

According to Cagle, development was far
from easy. The team had gone for an ambitious
hand-painted art style, so to prepare for future
episodes, they had to create all the requisite
assets prior to releasing episode one. During
development, however, they soon realised the
need for more assets to prevent repetition. This

caused some notable delays in between
episode releases, which combined with
Activision'’s lack of marketing - and the
decision to restrict the Epilogue's availability

to the Complete Collection release - stacked

the odds against it succeeding. There's been

no news of a new King’s Quest since The Odd
Gentlemen wrapped development on King’s
Quest in 2016; Activision later abandoned its
relaunch of the Sierra On-Line brand, leaving

its future uncertain. As for Ken and Roberta,
they're both retired, though they still speak
fondly of their time with the series and continue
to receive mountains of emails and letters from
fans. For now, King Graham's journey is at an
end. But with the King’s Quest series still loved by
so many, there's always the chance that another
adventurer will one day take on the mantle. @

A King'’s Quest Vil is
arguably the black
sheep of the family.

A The first episode of
King'’s Quest (2015), A
Knight To Remember,
recounts the events of
King’s Quest 1and how
Graham became king.



Interface

LOTTIE BEVAN

Lottie’s a producer and
co-founder of award-
winning narrative
microstudio Weather
Factory, best known for
Cultist Simulator. She's
one of the youngest
female founders

in the industry, a
BAFTA Breakthrough
Brit, and founder of
Coven Club, a women
in games support
network. She produces,
markets, bizzes, and
arts, and previously
produced Fallen
London, Zubmariner,
and Sunless Skies at
Failbetter Games.

“Given the
option, people
like being a
hotter version
of themselves”
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Gather Your Arty

v ou've probably heard the phrase
‘art imitates life’, where art reflects
' society's real-world interests and
views. Think Banksy, or The Mummy
3 being all about how China scares
the US. But you've also probably heard the
phrase ‘life imitates art’, where reality copies
what art presents. Think body dysmorphia from
Instagram or people being kinder because they
watched a Tom Hanks film. Games seem divided
on which way round the equation should go:
broadly, players go one way and developers
the other.

Larian Studios recently put Baldur’s Gate 3 to
general acclaim (and a spot on the last edition’s
cover). Two months later, and it's sitting pretty
at 88% positive on Steam with 29,000 reviews.
Boxleiter maths would conservatively estimate
that to be 1.5 million sales, which means it
grossed £72,000,000 already - and it's still
in Early Access. But less shiny was the mild
industry buzz around a Steam update a week
after launch. In the post, Larian gently ribbed its
players for choosing, on average, a generically
handsome white guy as their player character
rather than the more exotic options offered by
the character creation system. “We gave you
demon eyes, horns, and even tails,” they wrote.
"We are sorely disappointed.”

This was widely reported in industry press
as a fittingly progressive dunk on white male
gamers. A lot of those articles chose to run the

story with a headline image of a generically sexy
female character with heavy eye make-up, but
that's for another day. For now, it's worth digging
into why the most popular player character was,
in Larian's words, “the default Vault Dweller”.

From Larian's point of view, it's a shame
that so many people weren't interested in the
creative range available to them. But the player
character is just that: the player's character.
Given the option, most people like being a hotter
version of themselves. This is why gyms, make-
up brands, and cosmetic surgery are multibillion-
dollar industries. The majority of gamers are real
white men, some of whom are probably not as
beautiful as they'd like to be. So it's unsurprising
and benign that the most popular player
character is a handsome white guy.

Larian hoped players would follow the game’s
lead and play a variety of diverse characters:
they'd expected life to imitate art. Players
hoped Larian would let them play the game
in their image: they wanted art to imitate life.
We laughed at those players, though it's worth
remembering that the reason we want diverse
characters in the first place is so minorities can
look in-game like they do in real life. It's not
coherent to laud some people for wanting that
and laugh at others for the same thing.

Reality, as ever, is complicated. Art doesn't
exist in a vacuum, and it's not in an isolated
dialectic with life. It exists in a boiling chaotic
mess of influences and experiences and context.
It's vital to treat the world as it is - when we
don't, we get Trump and Brexit. Games are
still overwhelmingly played by white men, and
that's neither apocalypse nor Utopia. We can
encourage increasing diversity from our existing
audience, as Larian has done, by offering diverse
options and encouraging players to step out
of their comfort zone. But art isn't enough.

If we want player characters to be as diverse as
Baldur’s Gate 3 wants them to be, we need to
diversify the playerbase. And that's a long-term
unsexy series of school talks and outreach and
socio-economic change and non-game-making
things that many of us don't have the time

to pursue. But unless we do that, change will

be slow. We'll make art for the audience we wish
we had and scorn the one we do. @
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A £100 VOUCHER FOR

INSERT COIN CLOTHING!

Here’s your chance to get your hands on a £100 voucher to spend
on video game apparel and accessories at Insert Coin

@

NAAT~ 3y

Three lucky winners will each receive a £100 voucher to spend at Insert Coin — purveyors of fine video
game-based clothing and accessories. After a Hotline Miami jocket? An Assassin’s Creed T-shirt?

How about some Resident Evil or Elder Scrolls enamel pin badges? You'll find items like these and
dozens more —including hats, socks, hoodies, bags, scarves, and flip-flops — at insertcoinclothing.com.

To enter, head to wfmag.cc/insertcoin and follow the instructions. Good luck!

You can enter at wfmag.ccfinsertcoin

Competition closes on Monday 1 February 2021. Prize is offered to participants worldwide aged 13 or over, except employees of the Raspberry Pi Foundation, the prize supplier,
their families or friends. Winners will be notified by email no more than 30 days after the competition closes. By entering the competition, the winner consents to any publicity
generated from the competition, in print and online. Participants agree to receive occasional newsletters from Wireframe magazine. We don't like spam: participants’ details will
remain strictly confidential and won't be shared with third parties. Prizes are non-negotiable, and no cash alternative will be offered. Winners will be contacted by email to arrange
delivery. Any winners who have not responded 60 days after the initial email is sent will have their prize revoked.
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Gallery

GAME
South of the Circle

DEVELOPER
State of Play

RELEASE
Out now

WEBSITE
wfmag.cc/southcircle
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South of the Circle

South of the Circle deals with themes of
survival - both in the present, where
our protagonist is attempting to cross
the Antarctic, as well as in their past,
which makes itself known through
more than just flashbacks. But all along
the way, it's presented in a form of
‘ gorgeous desolation.

“The style was inspired by mid-
century screen printing, including book
covers by artists like Brian Cook, and
travel posters of the era, which give
the game a sense of time and place,”
explains Luke Whittaker, creative
director at State of Play. “Artists like

"""-‘ Edward Hopper also inspired the
compositions and colour palette.”

“This image shows Peter, the
Cambridge scientist you play, driving
up and over a mountain in a Mini,
converted into a snow-going vehicle
with snow tracks,” Whittaker continues.
“This was a real vehicle they put
together in Antarctica in the 1960s; our
research showed us how resourceful
they had to be out there at the time

with limited technology and budget.”
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GAMING
STUFF

— T0 LOOK —
FORWARD TO IN

2021

The pandemic may have cast a pall
over 2020, so here’s hoping this year will
e a brighter one. With this in mind, join
us as we look ahead to all the gaming-
related things we have to look forward

to in 2021 - big games, yes, but also
plucky indies, hardware, and a couple of

movie adaptations..

WRITTEN BY
IAN DRANSFIELD
AND RYAN LAMBIE
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A Halo Infinite

The infinite wait for Halo Infinite continues, as Microsoft
and 343 Industries has pushed Master Chief’s latest
alien-blasting lore-'em-up back another few months, into
the autumn. Originally intended to be a launch title for the
Xbox Series S/X, it's telling just how significant a delay
this has become — and shows just how much Infinite's
final quality matters to both the developer and platform
holder. The core game sounds like it's all but done beyond
polish, with recently hired creative director Joseph
Staten saying he's played through it at least twice (and
that he was “stunned” by it, of course), so this extra time
sounds like it's being focused on upgrading the graphics
significantly and a heck of a lot of other polishing and
tweaking elsewhere. As long as there’s a tribute to Craig
the Brute in there, we'll surely be happy.

A Horizon Forbidden West

Guerrilla Games’ post-apocalyptic world of marauding

robot animals was an intoxicating one in 2017,

and Horizon Zero Dawn remains one of the finest ’3‘
console games of the last generation. Its setting T S
felt like a genuinely hostile, dangerous place, >
where humanity was no longer anywhere near
the top of the food chain. How, then, will Guerrilla
take advantage of the PS5's extra processing power and

DualSense controller for Horizon Forbidden West? While

we'll have to wait and see on that front, we're already

impressed by the footage we've seen of the sequel so

far: protagonist Aloy now roams a devastated California,

a place where yet more fearsome mechanical creatures ——
and mysteries await. If Guerrilla can retain — and even -
improve on - the tense, enthralling hunting mechanics -
from the first Horizon, then Forbidden West could end

up as one of 2021’s finest games.




A Resident Evil Village

It's Resident Evil 8, but they're not calling it that. Instead, we get the decidedly strange
decision to call it Resident Evil Village, like it's a horror-themed take on Pontins or something.

v Hogwa rts Legacy : Regardless of the odd naming, though, this is one we are extremely keen on. Resident Evil

So very much pressure. Avalanche Software is handling Vil was an absolute barnstormer of a horror game in its own right, never mind a bold and

the first major Harry Potter title in a fair old while — : terrifying reinvention of the series that had lost its way somewhat over the past decade.

sorry, Wizarding World - as young Hazza makes no . There's the chance this could work against Resident Evil Village, of course - the fact we now
appearance here, what with it being set in the 1800s. . expect great horror biting it on the bum like a particularly rude zombie — but there’s no reason
Anyway, Avalanche has some chops when it comes to :  to believe the tenth main entry will leave us wanting. Plus Chris Redfield’s back, so it's possible
making kid-friendly adventures, with its experience in the . we'll again get to hear a man with gigantic biceps asking for eggs before punching a rock.

decent Disney Infinity toys-to-life series getting it through
a stint under the watchful gaze of the House of Mouse.
How this will translate to an open-world title with players
taking on the role of a young wizard as they attend
classes, then bunk off and get into spell-flinging duels
behind the broomstick shed, is yet to be seen. There's
such a tightrope to walk — the huge licence means plenty
of eyes are on Hogwarts Legacy. The fact it will be a

top tier new-gen release within the first twelve-or-so
months of the new Xbox and PlayStation gives it extra
importance, and the raw expectation of the fan base
means anything other than spectacular will be a let-
down. So yeah, sorry to bring it up like this, Avalanche,
but the pressure really is on here.

A GhostWire: Tokyo

Tango Gameworks’ third game and second new IP, GhostWire: Tokyo is a) a
PS5 console exclusive made by Bethesda, which is owned by Microsoft, and b)
described as ‘karate meets magic’. OK, so on the first point, it's only an exclusive
for about twelve months, then it'll surely appear on Xbox. And the second point?
Well, that’s where the fun comes in: GhostWire sees you travelling around an
abandoned Tokyo hunting ghosts and other such supernatural, spirit-y beings using
: your magical attacks which are indeed based on martial arts. It's a directorial debut
4 : for Kenji Kimura, one would assume with direction from Tango's Shinji Mikami,
: and also has Shinichiro Hara on board - a combat designer from 2016's DOOM.
So while the director himself might not be wholly proven in the role, he's backed
up by some solid talent. It's going to be fun to see what Tango does outside of the
survival horror genre, with GhostWire tilting far more towards action than horror.

¥

wfmag.cc \ 39



Interface

A Axiom Verge 2

Indie developer Thomas Happ has a tough act to follow, given just how good the
original Axiom Verge was: its Metroid-esque alien world, full of bizarre creatures and

exotic weapons, was riveting to explore. To his credit, Happ's going for a markedly
different style for the sequel: where the first game was all shadowy chambers and
bio-mechanoid critters, Axiom Verge 2 goes for a brighter, more colourful palette, and
environments that look almost Mesopotamian - statues with enormous beards are
the order of the day here. As well as being a top-notch game designer, Happ’s also an
accomplished storyteller, so we're looking forward to seeing what sci-fi yarn he has in
store for us this time.

V Endling N ~ 27!

We all need some positivity after that : \\_
thing that was 2020, and Endling - : 3 ‘»-ﬁ';\ﬁ'
bleak as it might look on first glance : > B
- could well give us that jolt of hope we : ' Fu
all so clearly need. For those who didn't :

see our coverage of the game in issue : B

41, you play as a mother fox, looking : “

after her cubs in a post-disaster world
riddled with dangers both natural and :

human-made, though mainly the latter. TN No More Heroes Il
It's a wordless tale of survival, with a : o " !

hint of horror, and the bravery to offer :  Thelast mainline entry to this series
something we might well recognise :  cameoutin 2010, meaning itll have
as ‘the potential for a happy ending’. : beenan eleve_n—y‘ear wait for No More
That said, it could just make us all even : Heroes ll, Goichi Suda’s continuing
sadder. Be fun to find out, anyway. . adventure of Travis Touchdown. That's
long enough to be forgiven for thinking
it would never be happening, to be fair.
Anyway, NMHIII sees Travis battling a
full-on alien invasion this time around,
with the extra-terrestrial baddies who
have, handily, adopted superpowers in
order to help them conquer the Earth.
It can never be easy, can it? After such
a long wait we're excited to see what
rich ideas have been percolating in the
brain of Suda51; hopefully this Switch
exclusive will let him unleash his best
work yet.

i\
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A Kena: Bridge of Spirits

The first game from US studio Ember Lab, Kena is a
third-person action-adventure with some really gorgeous
character and environmental designs. As the titular
warrior, you roam a leafy fantasy world populated by
creatures both cute and deadly; the action looks a
little like a late Zelda game, but the style and attention
to detail set it apart: the particle effects and textures
on display should really pop on the PlayStation 5.
Impressively, this slick-looking game was created by

a relatively small team of around 14 designers. If the
gameplay can match the visuals and sound, we should
be in for a treat here.

-
£ ‘

A R-Type Final 2

It's been over 15 years since the last proper R-Type
game, and it's fair to say that side-scrolling shoot-'em-
ups have only grown more niche in the intervening
years. But developer Granzella, led by the director who
oversaw the previous R-Type Final, is looking to bring
both the series and the genre back in style. Built in
Unreal Engine 4, the awkwardly named R-Type

Final 2 brings a retro genre up-to-date with some
swanky lighting and explosion effects. The humble
shoot-'em-up probably won't break back into the
mainstream anytime soon, but games like this will,

we hope, keep the old flame burning for a while longer.
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A Balan Wonderworld

Although hardly made on a shoestring like some indie
games, this forthcoming opus from Yuji Naka and Naoto
Ohshima isn't exactly a triple-A release, either, so we
thought we'd slot it in here. The Sonic the Hedgehog duo
are teaming up for another fantastical action adventure,
though this one looks more like a spiritual successor to
Nights into Dreams than anything starring the blue blur.
It's a colourful fantasy game with a musical theme; we
can't yet know whether it'll live up to Naka and Ohshima’s
finest works of the nineties, but we're more than willing
to give it a shot.

Interface
Gaming stuff to look forward to in 2021

A Sable

We've been looking forward to getting our hands on Sable ever since we first previewed

it in these pages way back in 2019. First, there's the look of the thing: it's an open-world
game with the pen-and-ink style of the late artist Jean ‘Moebius’ Giraud, and will see us
traversing lonely desert landscapes on a futuristic hoverbike. We're told to expect plenty
of environmental puzzles, but it's the exploration we're most enthusiastic about: developer
Shedworks’ sci-fi world looks like one well worth getting lost in.

» 12 Minutes

This mystery-thriller looked intriguing 2 \
enough in its early stages, but the arrival -
of publisher Annapurna Interactive

has given developer Luis Antonio the

resources to spice it up even more -
with motion-captured performances - & '

and voice-acting. It's the concept

that intrigues us the most, though:

a mysterious intruder breaks into a
couple’s flat one evening and murders
your protagonist’s wife. To solve the
mystery, you work through the same
twelve minutes over and over, hunting for
clues. With its eerily detached top-down
perspective, this looks like a fascinating
take on the increasingly popular genre of
time-loop games we've seen of late.

2

4 SkateBIRD

The title isn't misleading: it's a
skateboarding game — with birds.

Indie developer Megan Fox's upcoming
sports title looks absolutely adorable,

b - and quite relaxing, to boot. Courses are
cobbled together from bits of cardboard
and sticky tape, and you'll be able to kit
your avian skater out in little hats and
scarves. There's a proper skating game
under all the whimsy, though, with all
the flips, grabs, and grinding you'd find
in, say, Tony Hawk's Pro Skater. We can't
wait for this one.

 Jett: The Far Shore

It's been a while since Superbrothers has had a hand in anything that’s seen release, with
its eponymous Sword & Sworcery EP releasing back in 2011. But here we are, gearing

up for something new from the enigmatic Canadian team, alongside co-creators Pine
Scented and music by scntfc. So what is Jett: The Far Shore? Well, it's a game where we'll
be exploring an ocean planet, blundering through a stylish adventure, and investigating
the mysteries within, all backed up by Superbrothers’ penchant (based off one game) for
style, depth, and intelligence in its creative output.

J
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A Prince of Persia:

\.

The Sands of Time

Young ‘uns could do with some learning forced on them — like a swift reminder
that, before the original release of this game, the action-adventure genre tended
to be wafer-thin and presented itself as little more than an interactive popcorn
movie. At best. Prince of Persia: Sands of Time flipped the script, presenting
players with a stylish and genuinely quite good story, unique presentation, and
backed it all up with a game that was as inventive as it was fun to play, with a
combat system and time-rewind mechanics that are still riffed on to this day.

A remake of the master, therefore, we welcome with open arms.

A Alex Kidd in
Miracle World DX

Sega is pleasantly open to letting fans
of its back catalogue get involved in
the revival of its much-loved mascots
- Sonic Mania, for example, began life
as a fan-made project. Similarly, the
upcoming remake of Master System
platformer Alex Kidd was itself the
product of some enthusiastic fans,
before Sega stepped in and made it
an official product — and we can see
why they were impressed enough

to add their stamp of approval.

It takes the 8-bit original and gives it

a welcome lick of modern paint, with
hand-drawn characters and more
detailed backgrounds. It looks like a
cracking remake so far.

V¥V Mass Effect
Legendary Edition

The original BioWare trilogy comes

to modern formats, remastered and
bundled together with all its disparate
DLC to make the ultimate collection of
one of the finest western RPG series
ever seen. Yes, even with the damp
squib ending Mass Effect 3 once had.
A Mass Effect collection is especially
exciting since we've not seen a
release of the original trilogy in almost
a decade, so there’s been enough

time for it all to feel fresh again. And
newcomers? You're in for a treat.
Especially with the music.
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V¥V The Stanley Parable:
Ultra Deluxe

Opportunity knocks twice, it seems, as this return gives all
those who missed it first time around the chance to atone
and blunder their way through one of the wittiest and most
meta video games seen in... well, ever. The Stanley Parable:
Ultra Deluxe contains the whole of the original release, as
you would expect, with a host of extra content, tweaks,
nips, and tucks slathered liberally on top. It's coming to
consoles as well as PC, and it's something you should all
both look forward to and actually play when it eventually
releases. Notice we're not telling you anything about the
game specifically here? Yeah, that's because it's one of
those games. To say anything would be to ruin the fun, the
surprise, the humour within.

V¥ Braid, Anniversary Edition

For some reason celebrating its 13th anniversary or
thereabouts, Braid, Anniversary Edition (yes, the comma
is part of the title) sees the indie classic get more than
just a bit of spit and polish. We'll see the game repainted
in higher resolution, with new animations, reworked
audio, and a commentary track so you can listen in

on the whys and hows of the game from its enigmatic
creator, Jonathan Blow (and, of course, others involved
in the making of both versions). And if none of that
tickles your fancy? Just press a button to get back to the
original version, graphics, sounds, and all. It's win-win.

BRAID

Anniversary Edition
M
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A Uncharted (the movie)

After absolutely years in development — remember
when Mark Wahlberg was originally going to play

the lead? - the movie adaptation of Naughty Dog'’s
blockbuster series is finally on the home stretch. Filming
has wrapped, and Tom Holland is front and centre as a
youthful Nathan Drake. Oh, and Wahlberg isn’t out of a
job, either: he's moved over to the role of Sully, Drake’s
friend and mentor. How faithful to the video games will it
be? Well, we're hoping for lots of scenes where Nate guns
down entire armies of villains, makes a glib joke about it,
and then scuttles off to nick some more treasure.

V¥V Analogue Duo

Analogue is a company that makes good hardware. Look
online and you'll find complaints about limited stock,
opaque pre-order practices, and early-day bugs in its
machines, yes. But look a bit harder, find those who own
anything Analogue has made, and you'll find a hell of a

lot of people absolutely overjoyed with some of the most
faithful, and beautiful, FPGA console re-creations in the
world. And now it's the turn of the PC Engine/TurboGrafx
and its variations. The Analogue Duo is compatible

with TurboGrafx-16, PC Engine, SuperGrafx, TurboGrafx
CD, PC Engine CD-ROM?, and Super Arcade CD-ROM?
games — disc and card - and offers a magnificent way

to play old games on a modern display, with all manner
of customisable elements behind the scenes to make
things look as crisp or as retro as you want them to. We're
gushing a bit, but as proud owners of both Analogue’s
Super Nt and Mega Sg, we've supreme confidence the Duo
will be another winner. At least once its firmware is sorted

Interface

» Playdate

This cute device caused quite a stir when
it was first announced in May 2019.
Nearly two years on, and we'll soon

be able to check it out for ourselves.

In case you aren't familiar, it's a handheld
console distinguished by a little handle
on one side, which could be used for

all kinds of interesting mechanics if
developers have the imagination to
integrate it into their games - or it could
prove to be a quaint-looking gimmick.
Playdate’s other novel idea is how games
will be delivered: they'll arrive monthly

as surprise launches, and developers such
as Keita Takahashi and Zach Gage are among

the names already signed up.
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A Mortal Kombat
(the movie)

We've had movie adaptations of

Midway’s ultra-violent beat-'em-up

series in the past — the 1995 one

even starred the mighty Christopher
‘Highlander’ Lambert — and they

weren’t what you'd call classics.

Nor did they delve too deeply into the
gorier aspects of the IS !
game franchise — the infamously
grotesque Fatality moves were
conspicuous by their absence.

The filmmakers behind this new

movie are reportedly aiming for <
an Rrating, however, so there’s a “‘-»
strong possibility that we'll see the :
games’ assorted spine-ripping and
face-melting splashed across the big
screen. That should make up for the
absence of Christopher Lambert.

V¥V Polymega

0K, so it's not the FPGA system we
originally hoped for, but Playmaji's
upcoming retro console still has plenty
going for it. First, there's its novel
design, which will allow you to plug
different modules to the front of the
base system, depending on which
classic console you want to emulate.
Systems supported so far include
the Sega Mega Drive, PC Engine,
NES, SNES, and Saturn, and early
reports suggest that the emulation

is pretty solid. Each of those
modules also has the appropriate
port — depending on which console
it supports — so you'll be able to use
your existing Mega Drive or NES
controllers if you still have them lying
around. The versatility aspect alone
makes this one of the more interesting
clone systems on the horizon. @

o
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The art, theory, and production of video games

46. CityCraft
Exploring Final Fantasy VII's iconic city, Midgar

48. Design Principles
The flight that led to the creation of the infamous E.T.

50. Developing for Nintendo Switch
The Oliver Twins on making their first game in 25 years

58. Narrative Design
More invaluable expert advice from Antony de Fault

60. A guide to testing your game
..without the expense of a quality assurance team

66 . s°u rce Code ~ The Oliver Twins show you how they developed

X , X . Fast Food for the Nintendo Switch using FUZE.
Recreate the tense puzzling of 1989's Pipe Mania See page 50.

» What makes Final Fantasy VII's
Midgar such an effective game
location? Find out on page 46.
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A former Telltale dev shows you how
to make your game the best it can
be but without spending a fortune
on QA testing. Turn to page 60.

Howard Scott Warshaw
shares his memories of flying
to director Steven Spielberg’s
office on page 48.

Code a Python and Pygame homage to the frantic 1989
puzzler, Pipe Mania. See page 66.
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Exploring Final
Fantasy VII's Midgar

A look at the design choices that made Final Fantasy
VIl's city an icon of virtual urbanism

AUTHOR
KONSTANTINOS DIMOPOULOS
Konstantinos Dimopoulos is a game urbanist and designer combining a PhD in

urban planning with video games. He is the author of Virtual Cities atlas, designs
game cities, and consults on their creation. game-cities.com

inal Fantasy VIl was the first of
the series to become a global
phenomenon, and the only instalment
I played to completion. It also
introduced JRPG tropes and aesthetics

(with Cloud's hair a close second). This metropolis
lay at the heart of the game's outlandish plot

and setting, and felt appropriately huge and
intimidating. Midgar was a place that managed

to define, encapsulate, and summarise a whole

"IN

A There’s an excellent look at
how Square Enix rebuilt
Midgar for the Final Fantasy
VIl Remake over at the
studio’s website: wfmag.cc/
midgar-remake.

> The pizza-like structure of
the plate, and the
centrality of the Shinra
headquarters, define
Midgar’s form.
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to a wider western audience. And although it
was the glowing reviews, stunning 3D effects,
and cinematics that drew the crowds in, what's
arguably most memorable is the city of Midgar

setting - a pithy urban symbol of FFVII's world.
That the recent FFVII remake focused even more
prominently on the city was far from surprising.
So why is Midgar so memorable? What made it
a successful game city? Why is it still loved, and
considered fascinating?

Unsurprisingly, a straightforward answer that
applies to the design of all imaginary cities simply
doesn't exist. Midgar's appeal is partly because it
exists within an excellent - if not groundbreaking
- game. The clever combat system, the
minigames, the characters, the visual style, the
sense of cohesion and in-world realism, the
brilliantly framed shots, and even the soundtrack
play an important role in our overall perception
of the city, as they support it, flavour it, and help
it shine.

Midgar itself masterfully combines granularity
with an epic scale. It manages to conjure a sense
of spectacular size, and imbue it with the detailed,


https://game-cities.com

dense familiarity of the local as expressed on

the neighbourhood level. To achieve this, the

city had to, first of all, be legible - spatially,
sociologically, and ideologically. Initially shown off
as a whole from afar and in its entirety, and then
experienced locally; or, in actual game terms,
introduced via a breathtaking cutscene to make
its size and complexity felt, before zooming in on
a specific building and its immediate environs to
start the game proper.

Being easy to grasp and to mentally map, and
so ensuring that players effortlessly understand
its topologies and
structure, is important in
maintaining the illusion of
a cohesive and convincing
space. It's a city defined by
the themes of oppression
and hope, built around extreme class division,
ecological disaster, and corporate power, and
enriched by the presence of magic and strong
surrealist touches.

Midgar is so legible that its structure can
be described in a few sentences: it's a city of
two tiers with strong internal and external
boundaries. The upper circular tier, the plate,
often likened to a pizza, stands directly above
the slums of the poor, and is where the rich
live. It's subdivided into eight sectors, each
bookended by Mako Reactors at the plate's rim,
while the defining Shinra headquarters edifice
stands at the circle’s centre. The slums below
are also divided into eight respective sectors.

As for Shinra’s HQ, it's emphatically out of
scale, and gives the city its ideological and
political tone. It also serves as an important
gameplay location; the political and structural
tension between the plate and the slums
is incorporated into the plot, too, as the
developers weren't afraid to treat their city in a
dynamic fashion and collapse part of the plate.

With its easy-to-grasp civic form, FFVII paints a
lasting picture of an ever-present urban whole

“Midgar masterfully
combines granularity with
an epic scale”

< The Mako Reactors - located between
sectors - help with the world-building,
are narratively important, and also
function as recognisable landmarks.

in players' minds, and is then free to let them
explore selected locations within it. With the
fundamentals of the geography in place, players
are then showered with all the detail we'd
expect in such a complex urban centre. Lively,
intricately designed, interaction-rich sub-areas
are eventually opened up for exploration.

The way the game chooses to focus on the
neighbourhood level to create a sense of detail
is a brilliant design choice. In the cities we
experience as residents in real life (and not, say,
as tourists), we get to know our surroundings on
this exact level. We form our everyday relations
and sense of civic reality in small, dense chunks
of the urban fabric we can intimately explore.
What's more, we also know how to move between
different chunks of this
sort, and effectively
connect them to create
our own, personal
versions of civic space.
Interestingly, FFVII seems
to take this tendency of ours into account too,
since it presents us with interconnected and
appropriately varied locales.

Variety is itself a quality we expect to find in
large metropolitan areas, and the designers'
choices in this regard will shape players’
experiences. Midgar imaginatively curates its
showcased spaces, and takes players from train
graveyards, humble homes, and slums to lush
gardens, red-light districts, abandoned cathedrals,
and corporate plazas, implying everything else
in between. These are all locations with distinct
personalities, and can be mentally placed on the
city's map as they're visited. The plate embodies
the city’'s main social and spatial dichotomy, so we
instantly know that affluent surroundings place us
on top of the plate, whereas the train graveyard
scene could only take place below it.

Finally, it's worth noting that the game’s
prerendered backgrounds, a technical necessity
for the era, were a limitation the dev team
masterfully embraced. It allowed them to frame
their scenes, imply more with less, and choose
more cinematic angles, while also hiding structural
contradictions via careful shots. @

Toolbox

CIvic
CHARACTERS

Spiky-haired urban guerilla
Cloud, the homeless

of the Sector 7 slums,

Aerith tenderly caring for

a flower patch, and even
local slumlords, are all
characters that both fit

in and characterise their
environment. They're shaped
and, in turn, shape the city
they live in, and elegantly

fit in, both narratively and
stylistically. The characters
of Midgar are believable and
breathe life into the place
exactly due to simultaneously
being the city’s mirrors and
defining actors.

v The iconic Shinra Building finds
itself both at the core of the
game’s urban environment and
its plot.
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v Director Steven Spielberg
was a big video game fan
back in the eighties. Here he
is reclining in his office next
to his Donkey Kong cab.
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The principles
of game design

In an excerpt from his new book, Howard recalls the 1982 flight
that ultimately led to the creation of his infamous ET. video game

AUTHOR
HOWARD SCOTT WARSHAW

I hate getting up early in the morning.
Aside from a brief stint in real estate,
. I've always worked hard to maintain a
life that never needs an alarm clock. It's
just no way to start the day. However,
when a Learjet is waiting to take you to Steven
Spielberg's office, it eases the sting considerably.
I make it to the airport at the appointed hour
and there, to my considerable delight, is an
actual Learjet waiting just for me. | love airports
and airplanes - | took my first flight at two weeks
old, and in this moment, I'm incredibly psyched.
I board the jet and take the first of the six seats.
The pilot is kind enough to leave the cabin door
open (itis 1982, after all). | can see right through
the cockpit windows without having to move from
my comfy chair. The take-off is smooth, and soon
we're soaring just above a sea of clouds - soft,

Howard is a video game pioneer who authored several of Atari's most famous
and infamous titles. This is the first chapter from his upcoming book, Once
Upon Atari: How | made history by killing an industry. onceuponatari.com

serene, and endless. It seems such a beautiful
place to stroll, but | decide to remain in my seat.
We're flying to Burbank, then riding to Warner
Studios where Spielberg and his sprawling office
await. But it turns out we're not going to Burbank,
at least not yet. First, we'll stop in Monterey to
pick up some additional passengers.

As we near the Monterey area, an unsettling
sight appears through the pilot's windshield.

The soft white carpet of clouds is now punctuated
with a cluster of mountain tops. As we descend
through the bright white layer and the visibility
shrinks to zero, | can't help thinking that mountain
tops usually have mountains underneath them.

In this case, I'm really hoping I'm wrong.

Fortunately, the pilot missed every one of them
and landed cleanly on the Monterey runway.

He taxied a bit, then came to rest on a vacant
section of tarmac. Nearly vacant that is, because
just as the plane slowed to a stop a big black limo
pulls up right off the left wing. The doors open
and out pops Ray Kassar (Atari's CEO), Skip Paul
(chief legal counsel), and Lyle Rains (coin-op game
engineer). Apparently, Lyle is doing the arcade
version of E£.T., and I'll bet he's getting more than
five weeks to make it. OK, I didn't really think this
last part. After all, this is only 40 hours into the
project, so I'm not bitter yet. As they file onto the
plane, | hear Skip say to Ray, ‘What? They couldn't
get the Hawker?!' He sounds disappointed.

They take their seats and away we go. The take-
off is carefree since mountains aren’t nearly so
scary on this side of the clouds.

We fly for a while more; Ray and Skip are
chatting a bit, but Lyle and I are silent. The time
of the presentation is approaching, which means
the tension and the focus is building. We land in
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Burbank Airport and once again, just as the plane
comes to a halt, another limo pulls up alongside.
‘It's just like in the movies), | think to myself, which
makes sense since we're going to meet Steven
Spielberg. This is so cool. | can hardly believe it's a
workday... but it is, which makes it even cooler.

We get in the limo, and it's a remarkably well-
appointed vehicle. In addition to the plush seating
accommodations, there's a phone, a TV, a small
fridge, even a sink. Skip reaches over and pushes
the lever to watch the water stream out, but
nothing happens. The amazing thing was the look
on his face. He says, ‘Do you believe it, the water
doesn’t even work'. Oh my
god. He's serious. This
guy just got off a private
jetinto a waiting limo and
he's annoyed that the
water isn't running in the
car's sink. | realise we're from different worlds,
and much as I'd like to belong, 'm not really a part
of his. I'm always interested to get a glimpse into
other people’s perspectives. Not always relieved,
but interested.

The guard waves us through the gate at Warner
and we proceed along the lot until we arrive at the
office. We go in and pleasantries are exchanged
all around. Now it's presentation time and Lyle
goes first, which gives me a little time to chill.

My thoughts begin to drift. Spielberg's office is
small... for a luxury apartment. It's nice to be back
here again. A calm settles in... but not for long.
“Wait a minute’, I think to myself, ‘why am | here?’

It occurs to me | don't have an answer. | realise
it's because | said 'Yes', of course, but why did Ray
call me directly? That's never happened before.
This has all been so exciting, | forgot how odd

“l wasn’t the first one
Ray called about doing the
E.T.game”

= =T

it was. Atari is big on secrecy and back-channel
communications - there is always something
going on you don't know about.

Here's what | didn't know: | wasn't the first one
Ray called about doing the E.T. game. His first
call was to George Kiss, my grandboss (or boss's
boss). George was the head of engineering for
the Atari home game system, and he told Ray
what any sane and knowledgeable person in that
situation would: you cannot do a game in five
weeks. It's simply not enough time.

Most CEOs don't like ‘no’ as an answer. It rarely
contributes to shipping product and making
money. So, after being told by the head of
development it couldn’t happen, Ray still thought
it was worthwhile to make one more call. | had
apparently built enough
of a reputation - or made
enough of an impression
- that he believed |
might come through
when others couldn't.

Or it might have to do with the time Ray saw my

personal notebook and asked to peruse it. | lent it

to him, and it came back through inter-office mail
a few days later with a note attached. Thank you,
Howard. You are a Renaissance man'. This is the
nicest thing anyone can say to me.

This was all very flattering and, as | think about
it now, rather creepy. | told Ray it absolutely
would happen, right after my grandboss told him
it couldn’t. That's what I didn't know, and I'm glad
| didn't. Talk about undermining relationships.
Suddenly, the question ‘Howard, what have you
got for us?' pierces my reverie and brings me
back to the moment. Now it's my turn, and | begin
my presentation... @

Once Upon Atari: How | made history by killing
an industry is available at amazon.com

A Unfortunately for Atari,
the resulting E.T.game,
rushed to release as it
was, didn’'t become the
blockbuster it had hoped.

v A posh Learjet,
possibly like the one
Howard rode in1982.
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Toolbox

Lockdown Dizzy:
developing Fast Food
on the Nintendo Switch

The Oliver Twins explain how they made their first game in
25 years — and how you can use FUZE to make your own

v Dizzy's back in a shinier,

50

HD form on FUZE.
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The Oliver Twins have been making games since the early
eighties, and can now be found at their new consultancy
firm, Game Dragons. gamedragons.com

D ack in November 1988, Andrew
and | had the crazy idea of writing a
D game in one weekend and getting

it released in time for Christmas.

By Monday morning, after very little
sleep, we had 30 playable mazes. Within a few
more days we had a game ready to ship on
Amstrad and Spectrum: Fast Food, starring our
egg hero, Dizzy. Sadly, there were some delays
in publishing and it was finally released in April
1989 - but still, it went on to be a huge success,
with ports to the Commodore 64, Atari ST, Amiga,
and PC. It sold over 150,000 copies - not bad for
a simple maze game created in less than a week.
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Over the years, we've been asked to write new
Dizzy games, but we're not up to speed with
current development languages and toolsets.

We just haven't had the time. When the Nintendo
Switch came along there were, yet again, lots of
requests for Dizzy games on Nintendo’s neat
new hybrid console. Andrew and | love the Switch
and the idea, but making new, state-of-the-art
games is expensive and high-risk. But recently,
as consultants at our company, Game Dragons,
we met the team at FUZE Technologies who have
a passion to teach people how to code. They
always do this through the challenge of making
games - something we fully endorse.

The programming taught in schools tends
to be task-based and uninspiring. Young
people love games. If you want to teach them
programming, let them make games - it's
how our generation learned to program.

FUZE Technologies have developed the FUZE
programming language which is based on BASIC,
which is designed to be easy to learn. This
makes it the perfect stepping stone between
Scratch and more complex languages like Lua,
Python, Java, C++, and C#.

Last year, FUZE released a version of the
platform on the Nintendo Switch, allowing the
console’s users to become amateur developers.
We were really impressed by this, and made the
throwaway comment that we could probably
write Dizzy games in FUZE and how it would be
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cool to have them run on a Switch. The team at
FUZE jumped at this and challenged us to do
it. We said that if we were to do this, we'd want
to remake Fast Food, as it was an easy game to
make and also fun to play. The next thing we
knew, they'd produced a mock-up screenshot
- always the best starting point for any game.
We gave some feedback and a list of the other
graphics required, and over the weeks that
followed, they produced these too.

“If you want to teach young
people programming, let them
make games”

We hoped that someone else would write the
game, but then came coronavirus and lockdown,
and Andrew and | suddenly found we had more
time on our hands. We therefore agreed to write
Fast Food Dizzy on Switch within FUZE, to be
given away free with their FUZE Player.

START WITH A PLAN

With any project, you need to have a plan.

The plan may change along the way, but it's
always better to have a plan than nothing at

all. We wanted to create a fun game that was
easy for players to open the code, see how it
works, then modify it to make their own maze
games. This meant the code had to be elegant,
flexible, and easy to read and modify. Even if
players only modify a few mazes and tinker with
a bit of the code, they'll have a greater depth of
understanding of how games are made. »

Heres the s

< FUZE programming being
taught in a school club.

OUR SCHEOULE

chedule we came up with:

WEEK onE- GTARTING \ JUND)

i he

» Get to grips with FUZE, understand how it works, and set up t
basic structure of the game -
« Create the design and work out all the assets required

» Mock-up screen layouts

WEEK TWO.

 Create the game’s code and data structures .

« Put all the graphics in place, and have them load into
the game correctly

« Display a basic maze cO

» Move several animated s|

simple player control
» Get Dizzy walking around a maze cor

nstructed from tiles
prites around the screen under

rectly

WEEK THREE:
« Establish audio re
» Add system for large scenic

+ Add behaviour routines for al
mazes — three for each style
o on the title screen

quirements and locate within FUZE's vas

objects _
| the different moving sprites

» Design nine
» Structure to allow the game to self-dem

WEEK FoUk
« Add music and sound effects
» Add the title screen and a high-score system

» Test, tweak for playability, and debug

» Tidy the code o
» Submit to FUZE for listing on their virtual st

» Write this article for Wireframe

ore
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A Fast Food appeared on a
number of systems,
including ZX Spectrum,
Amstrad CPC, and Amiga,
pictured here.

The original game was written in less than a Due to feature creep, things didn't exactly
week, but that's because we were ‘in the zone' follow the plan - but then again, neither did the
both in terms of knowing the programming government’s plan with lockdown...
language and also having all the tools in place.

Added to that, we were working insane hours CONCEPT
without any distractions. This time, while The original fast Food was initially based on
we were in lockdown, there were still many 8-bit technology, occupying 32kB of RAM and
distractions, plus we were working remotely, and  with a screen resolution of 160 x 200 pixels on
working in a language we hadn't used before. the Amstrad CPC 464. The Atari ST and Amiga
We figured we should be able to do thisin a versions took up 512kB RAM with a resolution of
month, between other work. (You can see our 320 x 200 pixels.
v You can read more about R K .
FUZE on the Nintendo full schedule in the box on the previous page.) Technology and player expectations have

Switch in our feature in

Wirefrarme 24 moved on a lot over the last 30 years, and while

we could give the game a retro feel by using

pixel graphics, we felt players expect more from

a Switch. The Switch screen resolution is 1280 x
720 in handheld mode, increasing to 1920 x 1080

when docked. Artist Jonathan Temples created
the original concept screenshot that helped us
buy into the project, and later produced a bunch
of other assets at our request.

EIB NINTENDO e g the

SWITCH.

code and share your games
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Fast Food is a maze game inspired by the
original Pac-Man. What's different is that the food
doesn't want to be eaten, and players, controlling
Dizzy, have to chase it around the mazes. The
mazes are also occupied by guards that must be
avoided, and there are
power-ups to keep
things varied. It all
sounds pretty easy,
and a good example
game for FUZE.

While developing the game, we inevitably
thought of more interesting features. If there
had been a pressing deadline, they may have
been shelved, but the lockdown seemed to
keep getting extended, so we had more time.
The project started as a simple maze game -
but how impressive could we make it? We both
agreed that we were keeping it restricted to 2D,
even though FUZE has extensive 3D capabilities.

Our first big decision was, what size should
the mazes be? The original versions were all
single screens, but that's quite limiting and FUZE
could easily do scrolling, so within the first week,
we decided to change from fixed-screen mazes
to scrolling, giving far larger maps and more
depth. Then we wondered about the resolution
and size of the characters on the screen.

The graphics had all been drawn as 64 x 64 pixel
textures, yet we were displaying them at 16 x 16
pixels, to give a good playable area of visibility.

“The project started as a
simple maze game - but how
impressive could we make it?”

This felt a bit of a waste since they looked great
close up. So Andrew started experimenting with
zooming in and out. It looked fantastic to have
a dynamic camera and showed the best of both
worlds - it just created a fair bit more work.

As well as improving the graphics and sounds,
we felt the design could be enhanced, too. Dizzy
collects stars in his adventure games, so we
thought it would be a good idea to include these
in Fast Food. While it's possible to complete a
maze without collecting all the stars, players are
encouraged to collect them all and receive a
special bonus if they succeed.

Meanwhile, Jonathan created a bunch of
hats for Dizzy, which the original Fast Food
didn't have. While they looked great, we were
wondering what to do with them. In the original
game, Dizzy could collect a shield which he could
use to turn the tables on the guards, much like
the power-pills in Pac-Man. But while the guards
fled from Dizzy and started to flash, nothing
happened to Dizzy to show he possessed this
special power, so we thought Dizzy wearing a
hat would show he was now in predator mode.

This led to quite a lot more coding and work
figuring out offset tables to ensure that, as
Dizzy ran along in any direction, the hat moved
correctly with his
animation. This
meant we could put
hats in the mazes
to be collected
and we would
need to find another use for the shield or
lose it. Never wanting to waste good graphics,
we turned it into an invisibility shield. Now
when Dizzy collected the shield he'd become
translucent, and the guards wouldn't be able to
see or catch him.

Toolbox

DESIGNING THE
TITLE SCREEN

A classic trick of eighties
games was to use the game in
auto-play to create an ‘attract
mode’, so this became the title
screen. It was the cheapest
approach both in terms of
memory and development time
and worked well. In our original
games, we had a routine we
used that recorded us playing
and we would play that through
the input routine and the game
would then just appear to play
itself. We were tempted to
write this but instead allowed

it to just use the logic routines
that were there already for the
guards, just changing the target
for the closest food. The title
screen was further improved
on by overlaying the title of the
game and other important title
screen information like inviting
the player to press start and
further instructions. We felt
this approach would work well
for us since we wanted to keep
the code focused to the game,
rather than the presentation.

< Dizzy's walk cycle

comprises four frames of
animation for each of the
four cardinal directions.
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DIZZY AGAIN

Says artist Jonathan Temples:
“When | was working on

the Commodore 64 in the

late eighties and early

nineties, creating games for
Codemasters, | was offered my
first Dizzy creative experience
with the C64's Panic! Dizzy
loading screen. Soon after | was
asked to create all the graphics
for the new different-styled
Bubble Dizzy. Just like this
Switch game, Fast Food Dizzy,
Bubble Dizzy was a departure
from the original adventure
exploring Dizzy games and
was an underwater puzzle
jumping platform game. | never
thought I'd get the chance to do
another retro 8-bit-type game
again, never mind Dizzy. But
once | was contacted by Jon
Silvera, managing director at
FUZE, | knew it was a brilliant
opportunity. Plus if you look
behind me (below) - that's the
original Commodore 64C that |
created the graphics for Panic!
Dizzy and Bubble Dizzy on, way
back in the early nineties.”

v Jonathan Temples working
on Fast Food's graphics in
July 2020.
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DEVELOPMENT

TOOLS & ENVIRONMENT
Normally when developing games, you need a
PC or Mac, the target hardware, a compiler, an
art package, and various other software tools.
Since we were developing this entirely on the
Switch within FUZE, however, we had everything
we needed in the package. To make things
easier to use, we purchased two external USB
3.0 keyboards from Amazon at £20 each and
hooked our Switches up to monitors.

Andrew took care of the coding but had never
used FUZE before. As mentioned, the FUZE
language was inspired by BASIC, and anyone can
get things running on the FUZE with a few lines of
code. The typical BASIC cliché we grew up on was:

10 Print “Hello World”
20 Goto 10
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~ New fast food and power-up assets, courtesy of the
great Jonathan Temples.

This wouldn't work in FUZE because it's
considered poor coding practice. Goto isn't a
feature of any other programming language
other than BASIC, and line numbers aren't
referenced in code; instead, FUZE uses
function names. So FUZE looks more like the
programming language, C:

Loop
Print(“Hello World”)
Repeat

You can quickly progress to add more
functionality, and it's really easy. Especially given
that the context-sensitive help is built-in and you
can find out more about each function.

The printAt command allows you to define
the position and colour of the text to print. It's
based on 0,0 being the top left corner of the
screen and works on character spacing which is
based on the current font and size, which is also
definable. So this code prints ‘Hello World' in red
10 times, from the top left corner down:

For a=0 to 10 Loop
PrintAt(10,10+a,Red,”Hello World”)
Repeat

Again, it feels like a C-based language, but
without much of the fuzzy syntax, and doesn't
require defining all the variables upfront. While
FUZE is able to handle all this background
automation, it also allows you to define it, so
it becomes very simple to code as you start to
explore further. You can also define your own
structures and functions.

Andrew was able to set up the moving entities,
called Actors, into structures quickly and easily:

v Implementing sound and effects
during lockdown with product

manager David Silvera (right) -

masks were a must.




Struct _Actors[

-y
.speed
.anim
.state
Sprite .image
String .name
]
_Actors Actor[16] //gives me 16 actor
structures

Actor[0].x+=Actor[0].speed //add the speed to
Actor[0] x coord.

Note that you don't need to define types of
variables in structures. They're all assumed to
be floating-point numbers, but if you want to
override this to an integer, array, or string, you
can easily instruct it.

Actor[0].name="Dizzy”

So now all the variables are packaged up nicely
for each ‘Actor’, they could be passed to
previously created functions:

For a=0 to 16 loop
Move(Actor[al)
Draw(Actor[al)
Repeat

Within the Move and praw functions, they can call
on further functions for collision with the maze
walls and the various other Actors. It was so

Your Score’
0

Waze 1 g

simple, and part of the reason for the feature
creep was because adding functionality was so
easy and intuitive.

MAZES

When creating any 2D game, it's common to
use tiles to construct the background, so the
first thing to do was to work out all the different
tiles required. Jonathan created three base

tile sets: Garden, Temple, and Ice. The mazes
were to be stored in a table of data - one entry
per tile. A basic maze can be created with just
two states per tile: solid (impassable) or not
solid (passable). We obviously wanted much
more tile variety, so we gave each space one
byte-length integer. We ordered the tiles so
that any tile under 128 would be a solid wall of
some description, so it was an easy test for the
code in terms of collision, while anything over
128 would be open space or used to set up
the maze with the starting locations of moving
entities (Actors).

To make the walls look more natural and fit
together nicely, we needed around 24 tiles in
each style to cater for corners, shadows, and
so forth. Tiles 128 through 159 were a variety
of floor tiles which would need to be printed
before the walls and sprites. This would ensure
they were not just the deepest depth but that
walls and foreground sprites with transparencies
would have floor showing through.

Beyond this, we assigned groups to all
the other entities which needed locating in
the mazes. »

~ Andrew Oliver coding
in his lockdown study.

v A hat for every occasion
-and all four directions.
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A Fast Food early in
development. We have
Dizzy in a maze!

160 - 175: Overlay sprites: Gates, trees, etc
175: Dizzy (his starting point).

176 - 185: Hats

186 - 189: Guards

190: Fries

191: Spinning Star

192 - 199: Fast Food

200 - 207: Power-Ups

Tiles were drawn on 64 x 64 pixels textures with
four-byte colour depth: three bytes for RGB plus
one byte for a transparency value. These were
drawn on PC, stored as PNGs, and imported
into FUZE.

As a new maze starts, the code works through

the maze data, copying it to a temporary RAM
buffer and when it
finds a Guard (Tile
186) it adds it to the
Actors list. This has
64 slots to hold all the
Actor details. Once
the code has put the guard into the Actors list,
it clears the maze data slot back to the floor
(Tile 128). Stars and Fries are separate lists
as they don't need to move or have as much
functionality as the Actors. We also had space
for 64 ‘Scenery’ objects. There were around 15
large sprites: trees, arches, and even a castle.
These are simply put down in the editor in a
single ‘floor’ space as a representative icon and
added to the scenery list, which is a list of sprites
with coordinates that are correctly sorted by
depth, so that Actors appear and move correctly
in front and behind them.

The Switch is a powerful enough console, but
FUZE is an interpreted language, so you still need
to use smart techniques to ensure the game runs

FRIES WITH
THAT?

In the original Fast Food,

there were only four items:
burgers, chicken, pizzas, and
milkshakes, so we decided to
increase the menu selection
and even added salad bowls
to encourage healthy eating.
Real fast food also usually
comes with fries; these weren't
in the original game, but we
loved the ‘chain mechanic’ in
classic games like Bomb Jack,
where players are encouraged
to collect chains of items

for exponentially increasing
scores. Because of this, fries
were added and made to spin
faster the more they were
worth. Tasty.
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“What started out as a passing
comment became a reality due
to the coronavirus”

> One of the larger
mazes we designed
for Fast Food.

quickly. We put a limit on the maze size of 60 x 60
tiles. We limited both Actors and Scenery sprites
to 64 slots, but allowed as many Stars or Fries as
empty floor space would allow, and this allowed
the game to still maintain a respectable 30
frames per second (fps) during play. Most mazes
don't use anything like this, and the game mostly
runs at 60 fps, which looks very smooth.

CREATING THE MAZE EDITOR

As with the original, there are a number of
different maze graphic styles, including hedge
mazes, brick walls, ice, and pipes. All these

tiles and features had to be turned into fun,
aesthetically pleasing mazes with the right
amount of challenge. The original idea was to
have arrays (data tables) in the code that describe
the mazes. There would be a number for each
tile type, then players
could go into the code
and change maps by
overtyping the data.
But we then decided
to create ten large
mazes - mostly because we had ten hat types
and thought it would be good to have a different
hat per maze.

So we needed a Map editor. The easier it was
to design the mazes, the better they would be.
It would be tough, then, to type these back into
the code, and so we added an extra feature to
save and load mazes, so that players could feel
free to do so without ruining the built-in levels.

THE ACTORS

In Fast Food, the enemies - or guards - are
programmed to behave in a similar way to the
ghosts in Pac-Man. When Dizzy is vulnerable,
they chase him by looking at his coordinate
and direction and then heading towards him.



Maze Editor

Position =

Max Actors=H0/64
cenery=22/64

-
128

Each uses a different equation for the decision-
making, which results in slightly different
behaviour. If Dizzy is wearing a hat and therefore
on the attack, the guards do similar calculations
but for the opposite direction. All movement
uses floating-point values, and ‘1" was chosen

as the default speed for Dizzy. All other actors
were then given speed values based on this and
would all move at different speeds.

SOUND AND MUSIC

FUZE readily plays MP3s, and already contained
a set of original Dizzy soundtracks, so it was easy
to assign these to the title screen and individual
mazes. FUZE also has a library of stock sound
effects to use, and Andrew populated the game
with these. It became apparent pretty quickly,
however, that these sounds were all from
different sources in different styles and didn't
really do the game justice. Many of the sound
effects were created by FUZE's David Silvera,
and he agreed to create a set of more bespoke
sounds for Dizzy. When the game was complete,
we met at the FUZE offices and implemented the
new sound effects together.

THE FINAL STAGES

Most games go through Alpha and Beta
mastering phases. Our console games always
had around a month for each, maybe more, but
with a game of this scope, we fitted all this into
around ten days. During development, we made
mock mazes to test new features. Within the last
two weeks, it became virtually feature complete,
so then the final mazes had to be created in
around a space of a week. | created these with
the help of my daughter to type in large amounts

of data. | reported bugs to Andrew while he was
also finding his own bugs to fix. Andrew enjoyed
receiving and playing the new mazes as the
layouts were a complete surprise to him.

Once the sound effects were implemented,
Andrew and Dave played the game from start
to finish by way of a final QA test and signed off
the master on 20 August. The game ended up
at around 3000 lines of code, taking around 80
days. Whilst that was far more time than we had
originally envisaged, the game was far more than
we had planned and we were proud of what we
had made. This is the first time we've made a
game since the mid-nineties!

What started out nearly a year ago as a
passing comment became a reality due to the
coronavirus. What started as a quick four-week
port of an old Dizzy maze game became almost
two and a half months of development. But if
you're going to do something, it's worth doing
it well, and all this hopefully serves as a good
example of what can be created in FUZE with a
bit of time and effort. We hope Ffast Food Dizzy
will attract more people to learn to code - and
perhaps some will go on to become professional
game developers in the future. @

v Fast Food, up and
running on our
Switch. Hurrah!

v Philip Oliver busily
making mazes in FUZE.
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The Weave

The diagram opposite is the
sum of my investigation, and
is worth reading to appreciate
the complexity this game
pulls off. Down the left side,
we have various gameplay
features, such as Heroes,
Battles, Supplies, and Time.
Each feature is followed by a
description of what it is and/
or how it relates to other
features. On the right, we
have a node representing the
game’s narrative choices. But
the really interesting part is
what happens between the
features and the story, so I've
mapped all the relationships
out and labelled them with
what can happen. Each feature
has two arrows describing its
relationship with the story:
one going from left to right,
showing how the feature can
affect the story and what
choice options are available;
and one going from right to
left, showing how narrative
decisions made by the player
can affect that feature.

[
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Unstitching

the Banner

The Banner Saga is one of the richest examples of
interactive fiction. Here's what we can learn from it

AUTHOR
ANTONY DE FAULT

n ‘ uch like The Lord of the Rings,
The Banner Saga trilogy charts a
IVI species-diverse group's splintered
journey across a detailed fantasy
world, as the forces of world-
ending evil close in. But this time you play as
each of the lead characters, making decisions
which will change the course of that journey
permanently, determining who lives, who dies,
and what they experience in-between. Then, at
the end of all three instalments, if the sum of your
decisions is found wanting, you'll fail to stop the
world ending. So you better choose carefully.

Deroes

Gunnulf

Antony is Wireframe's game writing and narrative design
columnist. He's also creative director of Far Few Giants, and you can
find his work on default.games or @antony_de_fault on Twitter.

The reason The Banner Saga's choice-points are
so constantly engaging is because almost every
one of them has some sort of implied stakes. A
few drunk men and a wagon of supplies tumble off
a cliff. Do you move on? Do you order a group of
warriors to start constructing a winch to retrieve
the supplies and bodies? Or do you send a hero
down there to haul it all back up? Moving on
may lower morale and sacrifice the supplies, but
could save time. The winch will probably cost time
and resources, and you may get attacked while
building it, but it seems a safer way to retrieve
things. Send your hero solo, and he may succeed,

v The Banner Saga is all about stakes.
This main character can be present
throughout all three games... or die
about an hour into the first.


https://default.games
https://twitter.com/antony_de_fault

but it also leaves him vulnerable at the cliff’s base
and there are giant bears in the area, so you could
lose him permanently. There's always a myriad

of competing potential good and bad outcomes
to consider to a given course of action, and you
never know how it'l play out. There's almost

no randomness here, but the writers don't shy
away from unexpected consequences. This is all
no easy feat, and is specifically enabled by the
writing's tightly woven relationship to a variety

of interconnected gameplay features, such as
chess-like hero battles; currencies like ‘Renown,
supplies, and your caravan's supply of people; and
more abstract systems like time limits and your
party’s level of morale. Take a look at the diagram
opposite to get a taste of the ways in which the
story’s choices are given weight and consequences
by a supporting cast of game mechanics.

“It’s all a complex way
of determining one thing:
who lives”

None of these stakes would be worth a damn
if The Banner Saga didn't feature characters worth
saving. It's all a complex way of determining one
thing: who lives. Overspending Renown on Items
might mean running out of Supplies, which lowers
Morale, in turn weakening your Heroes in battle,
leading them to get Injured, which means wasting
Time recovering, which may result in the bad guys
catching up and characters dying. If you didn't
care about the characters and their goals in the
first place, it wouldn't matter. But my takeaway
is this: if writing a lengthy interactive fiction,
consider adding a small web of different narrative
‘currencies’ and gameplay resources, and at
least some basic relationships between them.
Then, once good characters are introduced,
your handful of interlocking mechanics will mean
that, by liberally sprinkling resource or currency
consequences onto outcomes, every choice can
be a subtle, nuanced, and engaging dilemma. @

A Aclassic The Banner Saga life-or-death

choice.

. It's asking a moral question, and

answers will have both expected and
unexpected effects on other mechanics.

Features
e R

Heroes

Relationship to Story

&

Toolbox

+ Special characters who can be used
in Battles.

+ Can become Injured, which reduces
their stats for an amount of Time.

+ Separate from Population.

<
Choices can a) kill or remove Heroes from your party, b) injure them, or

c) add new ones.

The presence or state of a Hero can impact scenes and available

+ Gained from Battle kills.
+ Can be used to buy Supplies or Items,
or to upgrade Heroes.

Choices can have Renown rewards or penalties.

J player choices.
( Items 14 - -
Choices can remove Items, or give new ones as rewards.
+ Equippable, increasing Hero stats.
. it ipiaiaaiat
Presence or absence of an Item may effect choice availability. 1
1
( Battles ) .
>
» 1
+ Chess-like gameplay where Heroes Choices can trigger a battle to occur, skip one that otherwise 1
fight enemies. Outcomes include: would, or alter the battlefield or combatants in some way. 1
- Injured Heroes 1
- Loss of Population !
- Item gain :
-Renowngain [ Lo ST T """ --- - - ---T" .
_ Altered Morale Battle outcomes can effect the story and available choices. : :
- Game over 1]
_J K
1]
r < HE
Renown < . .
]
' N
1
1
1
1
1
v
—

+ The aim of the game is to save
civilisation, so you're encouraged to
bring along as many people as you can.

~

Too much or too little Population may lock off some choices or
events.

) Lack of Renown may lock off some choices or events.
( ) B
Supplies |
)
+ Consumed by Population over Time. Choices can have Supplies rewards or penalties.
More population = faster consumption. Story
+Ifthisruns out, Populationwilldie | L L o L o o e e e 2O > Ch .
over Time and Morale will be very poor.
\_ vP _J Lack of Supplies could lock off some choices or events. oices
( . B
Population €
+ Made of three types: i:hhmc;s ca? r_avetposmve or negative effects on each of the
- Clansmen (regular folk) ree Population types.
- Fighters
- Varl (giant,morepowerful Fighters) |k m m m c m m e e e e e e e e e e e m e e e, ————— -

Morale

<
<

+ Naturally decays over Time.
+ Effects Heroes' stats in Battles. High
Morale means a bonus, low a penalty.

~

Choices may increase or decrease Morale.

Some options may require a certain Morale amount in order to be
chosen.

S
STTTTTTTT T rrrr
>

Time

<&
<

+ Automatically passes between events
+ Can be 'spent' resting to increase
Morale heal Injured Heroes.

Choices may incur a Time cost, causing days to pass.

How much time has passed occasionally has story consequences,

J

very large ones. In BS3, it can result in complete narrative failure.
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v How many times does a
player have to climb a
tower to update the map
in Far Cry 3? How many
times have they also had
to do this in other games?
Some mechanics can feel
stale through sheer market
saturation.
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How to QA
test your game
without a QA team

Here’'s how to make a game the most playable it can
be - without the expense of a quality assurance team

AUTHOR
JOHN MAULDIN

few years after | started working at
Telltale, there was a massive team
move in our office building. All the
programmers were moved to a
new floor, maybe ten feet away
from our in-house quality assurance (QA) teams,
and it didn't take long for me to realise why.
Testers are a great resource for programmers
and designers. Of course they'll find the bugs
and breaks, and closeness and communication

John is a writer and programmer with a passion for interactive narrative and story-
driven design, having worked on games like Fables: The Wolf Among Us, Tales
from the Borderlands, and Guardians of the Galaxy: The Telltale Series.

are key to fixing things as quickly as possible, but
if you want to know how a game ‘feels’, then you

have to go to who's already been playing it more
than most other players ever will.

This made even more sense to me once |
realised that most of us were testing our scenes
and sections in a vacuum of sorts. | would
rigorously play through what I'd built myself, but
getting the full picture of how the entire episode
came together required something | didn't
have time for in my workday: a full playthrough.
‘You can't see the wood for the trees’, goes the
old saying, and this speaks to exactly why QA
became so invaluable to me, and why | began
talking with them earlier and earlier, before the
bugs even got there.

Did our character’s intent, motivation,
language, and choice options feel consistent
throughout the episode? Where did the episode
get exciting? When did it start to drag? What was
useless, confusing, or outright exhausting? These
were all things | couldn't answer for myself.

If you don't have an entire team of testers at
your disposal, however, there's still a lot you can
do on your own to build strong testing habits,
and philosophies to adopt early on to make your
game a playable experience.



I'll be careful.

COUNT, CUT, MAKE SHORTCUTS

In classic adventure games, advancing to the
next room or screen could be summed up
rather simply with: click on object X to get key

Y to unlock door Z. However, in practice, if

we were to go so far as to count all the clicks
needed to access inventory and traverse a level,
our short list would get longer and longer, and
this is why some gamers call these adventure
experiences 'slow’. This
really made sense for
me at Telltale when |
asked one of our more
senior programmers
why we stopped relying
so much on inventory systems, and the brilliant
response was “Why waste time when you could
put those options in a conversation?”

Another way to think of this is that a player’s
‘time’ is the resource we must respect the most.
What | continued to see around me, and in my
own work, was that cutting down the time it takes
to show the player how to do something can
improve just about every aspect of the game.

A quick example from Telltale: how backstory
and extra contextual information was handled

“If you don’t have a team
of testers at your disposal,
there’s still a lot you can do”

| have to check this.

in two of our games. The classic approach is to
provide text logs and journal entries for those
who enjoy exploring and clicking on everything,
but this also requires a player to stop what
they're doing, open a menu, and read the

info inside. This isn't the biggest time sink in

the world, but it removes the player from the
present action and scene they're inhabiting. In
Fables: The Wolf Among Us, however, backstory
lived outside the game
itself in the extras
menu, so a player could
read up on a character
they were unfamiliar
with. But placing this
story stuff outside the game's present action
reinforces the idea that it's extra information,
and not needed for advancing the current scene
or solving the case.

In Telltale’s Guardians of the Galaxy, Peter
Quill communicates with his teammates via a
comm-link radio which provides backstory, while
audio logs are read to the player through voice-
overs. The main takeaway from these examples
is that one offers information without removing
the player from the main story, while the other

Snow, something isn't right here.

Toolbox

~ This scene in Fables: The

Wolf Among Us originally
had simple puzzles to
solve, on top of the scene’s
investigation. However, the
slowness piled up, and it
ended up making the
most sense to cut the
puzzles, and keep the
drama in conversation.
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A Plenty of people have
placed The Witcher 3 on
their list of titles they've
never finished. Some
games can be
memorable even with
the entirety of their
stories going unresolved.
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seamlessly integrates itself into the present
action of a scene, without stopping or detracting
from the player’s exploration and puzzle-solving.

Learning to count everything a player does
can give an excellent idea of how ‘exhausting’ a
game experience can be. Once you can actually
break down what's required of a player, you
begin to get a real sense of the good and bad
that's piling up.

WEIGH THE DISCOMFORT
‘Pain points’ was a handy phrase that I always
liked to use when speaking with our QA teams,
because exhaustion does add up, and anyone
who has to play a game for long enough can tell
you exactly when something annoying begins to
feel exhausting, or even painful by the end.
Here's a quick list of what | think are the types
of things that can cause these pain points:

» What takes time
» What's repeated
» What's difficult

Let’s take a look at each of these in turn.

What takes time

This relates to what costs a player their time to
get through. For an open-world adventure game,
this metric could be framed as: how long does

it take to go from quest giver to quest objective,
how long does it take to gather the necessary
objects once there, and how long does it take to
return and complete that quest?

When widening our scope, however,
cutscenes can also take time, and remove the
player from the action. Searching for clues in
a crime scene can take time, and prevent the
player from the next breadcrumb of plot or
character development they may be itching for.
Understanding how much time you're keeping
from a player advancing to what might be
important to them, like an action scene, or the
plot, are important to think about.

Another example of this comes from Telltale,
as, over time, we noticed that 'hard fails’ -
mistakes that require a player to restart the
entire scene - became a careful balancing act.
If our players were in a long scene with tough
dialogue choices and lots of exploring, and
then got thrown into action with quick-time
events and hard fails, it became very apparent
that having to replay the majority of the scene
before returning to the point of failure was
painful. So, creating more checkpoints to

\
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restart at the beginning of the action, or after
important or difficult dialogue choices were
made, became key in preserving a player’s time
investment, and allowing the slower or longer
scenes to stay ‘smooth’.

It's why Dark Souls games will often use level
design to wind players back around to another
camp-fire after tough sections, or give them
an item to return if needed. Backtracking once

“Counting everything a player
does can give an idea of how
‘exhausting’ a game can be”

something is ‘completed’ can feel punishing, and
it's why cellars and dungeons in Diablo /Il have
pillars at the end to instantly return players to
an entrance.

What's repeated

This relates to what's used throughout a

game to give a player a sense of challenge

and engagement - the game’s mechanics and
moments of action, problem-solving, exploring,
and so on. Or there are the side helpings of
minigames used to pad out or complicate
otherwise simpler experiences, like picking
locks or hacking a computer terminal to open a
locked door.

In collectathons, like Super Mario 64 and Super
Mario Odyssey, we could ask: how many Stars, or
Moons, do | need to unlock the next level? Is it
easier, or does it take less time, to advance to a

new level with more stars, or to return to older
levels that are already well-known, to complete
the harder challenges? Players of Super Mario
64 might even feel how restrictive and ‘slow’ it
is compared to Super Mario Odyssey, in the way
that finding a Moon in Odyssey doesn't restart
the entire level the way Super Mario 64 does
after finding a Star.

In the ever-popular looter shooter
Borderlands, it's valuable to ask how many
waves of enemies a player has to wipe out
before advancing to the next wave, or before
the challenge ramps up with a boss. Similarly,
in games that use puzzles for minigames, it's =

[Touch her arm]

[Give her a cigarette]

<

v

Toolbox

Super Mario Odyssey and

A Hat In Time both came out
in 2017, and while Odyssey
has over 880 Moons to
collect, A Hat In Time
manages to achieve a full
and rewarding experience
with only 40 Time Pieces to
collect in total.

‘Silence as an option’ was

not just a choice in Fables:
The Wolf Among Us, but also
a ‘catch-all’, in case a player
didn’t want to their version
of the main character to be
mean or rude, or if it was
just too painful for them to
talk at times.

Tell me more.
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v Destiny’s infamous Loot
Cave saw constantly
respawhning, low-level
enemies charging forward
from a single point. Perfect
for farming items.
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important to weigh how simple the challenge
is with how often a mechanic is used without
evolving in scope or difficulty.

At Telltale, we had a simple puzzle that we
intended to use multiple times in one scene.
The player was going to be tasked with sliding
the faces of a cylinder around to complete the
picture on it. But we realised these puzzles
never got more complex or interesting, so we
actually reduced the puzzle's usage from several
times, to one, and then to none, because the
drama of the scene itself was more interesting
than the mechanic. At the end of the day, it's
always important to ask yourself if what you're
‘charging’ the player with is worth the overall
cost, not just in the moment, but in the long run
as well.

What's difficult

These are moments that require the most of a
player's attention or skill to be completed. They
need their own special sense of balance, not just
in understanding how difficult something is, but
also how long we've had to learn and get better
at the skill required. This is often thought of as
the difficulty ramp, with it being important to

A Resident Evil 4 was beloved by
fans, but some still found
failing a split-second quick-
time event after surviving long
shooting gallery-style sections
frustrating.

remember that, while difficulty can be fun, there's
a difference between discomfort and pain.

Apply this to another looter shooter
game like Destiny, and it makes sense why
the infamous Loot Cave became a popular
workaround for farming items. As in, if an
endgame activity like a raid is difficult, does that
mean it also requires X amount of teammates
and co-ordination? Does it also require a long
time to complete? And finally, does the raid
require luck to get the outcome or items the
player wants? Factor it all up, and you can get
some idea of how much work, or time, players
need to get what they want out of that activity.

Difficulty is what a lot of gamers are here for,
but a waste of someone’s whole night doesn't
sound too appealing. When weighing difficulty,
ask if a player can also be ‘low’ in any of these
required resource areas as well. Are they playing
alone, feeling unskilled, unlucky, and without
enough time to finish a raid? Then that player
will probably cheat or just quit the game entirely.



There are other important questions to
ask, such as: is this mechanic explained well
enough, or does the difficulty show up too
fast and unexpectedly (implying an improper
difficulty curve)? Are simpler puzzles instructive
in teaching and exposing a player to complexity
as the difficulty builds? Can we provide more
tools, like varying power-ups to soften the
challenge as needed, or new weapon loadouts
or combinations to give newer players a
useful edge?

Giving the player only
one route to success
- as in needing skill,
support from other
players, expertise, or
luck - can be a miserable bottleneck for them
to fit through. It's also important to think of not
just the best players, but the youngest, newest,
and those with physical handicaps. For them,
something as simple as a button combo can
be painful, and will therefore make your game
more limiting. Working to support these players
with helpful mechanics and systems is always
worth the effort, because helping everyone
cross the finish line is better than leaving some
out in the cold.

These can be things like scaling difficulty after
so many fails, or extra clues from characters if a
puzzle is taking too long to solve, or, in the case

“Giving the player only one
route to success can be a
miserable bottleneck”

of one of the earliest button mashes in Fables:
The Wolf Among Us (see pic above), after talking
with QA and realising that some of our testers
were trying too hard to win at what was actually
an unwinnable button mash, the decision was
made to make this button mash impossible to
fail, which carried over into later designs and
other episodes where we realised that the
difficulty itself was distracting. This all comes to
a head when thinking not just about playability,
but replayability.

Because Telltale's
narratives often had
branching choices with
multiple outcomes, the
final thoughts on an
episode being too slow or difficult always came
back to the question of: are we discouraging
the player from replaying and seeing those
other branches? Because if we're making more
choices that are interesting and meaningful, but
it takes too much work to replay, then what's
the point in working so hard on something
most people won't have the patience to ever
see? The ultimate hope being that, if a game is
an enjoyable, smooth, and pain-free ride once,
maybe it has a chance at being fun again and
again, and worth returning to even years after.
That's the ultimate test of what makes a game
not just good, but truly great. @

Toolbox

A An ‘unwinnable’ button
mash in Fables: The Wolf
Among Us - it made sense
within the context of the
game’s plot, but confused
and frustrated some QA
testers as to what message
we were sending.
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Source Code

GAME OVER. Points: 446

Code your own

< Our Pipe Mania homage.
Build a pipeline before
the water escapes, and
see if you can beat your
own score.

v Pipe Mania's design is so
effective, it's appeared in
various guises elsewhere
-even as a minigame in
BioShock.

d  Pipe Mania puzzler

AUTHOR
JORDI SANTONJA

n ipe Mania, also called Pipe
Dream in the US, is a puzzle
r game developed by The
Assembly Line in 1989 for
Amiga, Atari ST, and PC,
and later ported to other platforms,
including arcades. The player must place
randomly generated sections of pipe onto
a grid. When a counter reaches zero,
water starts to flow and must reach the
longest possible distance through the
connected pipes.

Let's look at how to recreate Pipe Dream
in Python and Pygame Zero. The variable
start is decremented at each frame. It
begins with a value of 6e%3e, so it reaches
zero after 30 seconds if our monitor runs
at 60 frames per second. In that time, the
player can place tiles on the grid to build a
path. Every time the user clicks on the grid,
the last tile from nextTiles is placed on the
play area and a new random tile appears
at the top of the next tiles. randint(2,8)
computes a random value between 2 and 8.
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grid and nextTiles are lists of tile values,
from 0 to 8, and are copied to the screen
in the draw function with the screen.blit
operation. grid is a two-dimensional list, with
sizes gridwidth=10 and gridHeight=7. Every
pipe piece is placed in grid with a mouse
click. This is managed with the Pygame
functions on_mouse_move and on_mouse_down,
where the variable pos contains the mouse
position in the window. panelPosition
defines the position of the top-left corner
of the grid in the window. To get the grid
cell, panelPosition is subtracted from pos,
and the result is divided by tileSize with
the integer division //. tileMouse stores the
resulting cell element, but it is set to (-1,-1)
when the mouse lies outside the grid.

The images folder contains the PNGs
with the tile images, two for every tile: the
graphical image and the path image. The
tiles list contains the name of every tile, and
adding to it _block or _path obtains the name
of the file. The values stored in nextTiles and
grid are the indexes of the elements in tiles.

Create a network of pipes before the water starts
to flow in our re-creation of a classic puzzler

The image waterPath isn't shown to the
user, but it stores the paths that the water
is going to follow. The first point of the
water path is located in the starting tile,
and it's stored in currentPoint. update calls
the function CheckNextPointDeleteCurrent,
when the water starts flowing. That
function finds the next point in the water
path, erases it, and adds a new point to
the waterFlow list. waterFlow is shown to the
user in the draw function.

pointsToCheck contains a list of relative
positions, offsets, that define a step of two
pixels from currentPoint in every direction
to find the next point. Why two pixels? To be
able to define the ‘cross' tile,