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WELCOME
Predictably, the release of 
Sekiro: Shadows Die Twice 
has sparked another debate 
about the level of difficulty in 
FromSoftware's games. As 
was the case with the studio's 
earlier titles – including Dark 
Souls and Bloodborne – Sekiro 
demands persistence and 
precision. Mastering its combat 
and defeating its bosses 
requires hours of practice, and 
for FromSoft's fans, that's what 
makes them special.

All of which might explain 
why, when asked whether 
the developer ought to have 
included an easy mode in Sekiro 
– as writer Dave Thier recently 
did – those fans respond with 
a certain level of annoyance, to 
put it mildly. The argument goes 
that easy modes would ruin the 
games' design; that FromSoft's 
output isn't for 'casual gamers'; 
that players should simply 
practice more. None of these 
arguments really stands up to 
much scrutiny. Suggesting that 
a game shouldn't have an easy 
mode because it's for hardcore 
gamers is like saying James 
Joyce's Ulysses shouldn't be 
available as an audiobook 
because it's meant to be a 
challenging read. The original 
novel still exists in print; all 
the existence of an audiobook 
means is that the visually 
impaired or the permanently 
busy have a means of enjoying 
Ulysses, too. Simply put, 
when games provide more 
accessibility options to players, 
everybody wins.

 
Ryan Lambie 
Editor
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