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Toolbox Rated

CityCraft 
A guide to crafting a space station 
setting for your game

Aim high  
Make a VR shooter for Google 
Cardboard, Oculus, or Valve

Beyond tutorials  
Introducing a better way to teach 
players the rules of your game

Source Code  
Before Worms, there was Artillery. 
Here’s how to recreate it

Marvel’s Avengers  
Crystal Dynamics adapt an obscure 
film and comic property

Carrion  
Live out your monstrous fantasies in 
this gory Metroidvania

Hades  
Supergiant’s mythological roguelike 
is one hell of a good game 

Backwards Compatible  
HDMI output for the Amiga, and 
nineties whimsy at Konami

WELCOME
If you missed Crucible, 
Amazon’s multiplayer shooter, 
then don’t feel bad – it passed 
much of the rest of the world 
by, too. Launched in May, the 
game was online for just a few 
weeks before Amazon decided 
to drag it back into closed 
beta. In early October, Amazon 
Games announced that Crucible 
was being discontinued, with its 
servers scheduled for shut-down 
the following month. 

It’s a sad end for a game that 
started with big ambitions. 
But in an early sign of trouble 
behind the scenes, some of 
its more original ideas – such 
as a ‘gamesmaster’ player 
who can affect events – were 
soon dropped. We can only 
guess how many thousands 
of personnel hours went into 
Crucible, given that Amazon 
announced it in 2016 and work 
would have begun long before. 

This got me thinking about 
what it must be like to work 
on a game like Crucible. 
Imagine being, say, an artist, 
diligently crafting characters, 
backgrounds or weapons, only 
to see your hard work vanish 
only weeks after launch. At their 
best, games allow artists and 
designers to create new worlds 
and tell stories in captivating 
new ways. On the downside, it’s 
also a medium where months of 
work can vanish forever. In most 
other media, it’s highly unusual 
for a project to be cancelled 
years after it was greenlit; 
instances of movies being 
withdrawn and vanishing into 
the archives shortly after release 
are incredibly rare. Crucible’s 
fate is a reminder, then, of just 
how brutal the collision of art 
and commerce that is the game 
industry can be.

 
Ryan Lambie 
Editor
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Attract mode

Interface

Worms Rumble 
Team17 on its wriggliest franchise’s 
past, present, and future

The Medium  
Bloober Team chat about their  
split-screen psycho-horror

EDF: World Brothers 
Insect-blasting goes all voxelly in this 
colourful reboot

News  
Another wry look across a month  
in video gaming 

Letters  
More of your thoughts, feedback,  
and general ranting

Incoming  
Eighties shooters, Final Fantasy, and 
an academy for witches

The 7th Guest  
The pioneering 1993 puzzler, and its 
studio’s subsequent woes

Lottie Bevan  
The link between the cutesy Ooblets 
and Conan the Barbarian

Launch titles  
The best and worst of Microsoft and 
Sony’s new-gen games

Elderly protagonists  
Indie games that put senior 
characters centre-stage

Eastern Exorcist  
A gorgeous game made from the 
discomfort of an old sofa 

Farewell, 3DS  
We bid a fond adieu to Nintendo’s  
stereoscopic handheld

Steve McNeil  
More musings from the UK’s foremost 
gaming personality
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