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WELCOME
Games may be made up from 
clever, scientific things like 
polygons and thousands of 
lines of code, but they’re also 
worryingly good at zoning in  
on our primal fear centres.  
Long before the survival horror 
genre was a thing, fear was  
a vital part of game design. 
Look again at Space Invaders, 
and the aliens’ slow, zombie-
like advance toward the 
hopelessly outnumbered player; 
in its own, rudimentary way,  
it’s pretty nightmarish. 

As Lottie Bevan points 
out in her column on page 
26, technology is allowing 
developers to create ever more 
vivid scenes of terror and gore 
– Konami’s intense Resident 
Evil 2 remake is certainly a 
testament to that. But at the 
same time, it’s often the games 
that generate suspense without 
gore or violence that disturb 
us the most. In Alien Isolation, 
it was the build-up to the 
appearance of the title monster 
(or those pesky androids) that 
sticks in my mind. Similarly, the 
eerie stillness of Everybody’s 
Gone to the Rapture was oddly 
flesh-crawling, even though 
there wasn’t a monster in sight. 

It’s why we’re so intrigued by 
Someday You’ll Return: it aims 
to create a psychological horror 
with no weapons or combat. 
Of course, we don’t know if the 
team behind it will achieve their 
goal of making a great scary 
game without jump scares, but 
as Gone Home proved, it’s often 
the quieter, more low-key games 
that provide the most suspense.

 
Ryan Lambie 
Editor
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