
04 /  wfmag.cc 05wfmag.cc  \  

Contents ContentsContents Contents

Attract mode Interface Toolbox Rated

Knights & Bikes 
Foam Sword on their charming 
Cornish action-adventure 

To The Rescue! 
A dog shelter sim that raises  
some tough moral choices

Tamarin 
Monkeying around in an  
eco-conscious platformer

Incoming  
Wolves, Doctor Who, and a  
handheld with a cranky twist

Revolution’s survival  
Broken Sword dev Charles Cecil  
tells his dramatic story

Rigid Force Alpha 
A former Anno level designer’s  
blazing solo debut

Game jams 
The creative benefits of  
frenzied coding events

Game Freak 
There’s more to the Japanese  
studio than Pokémon

Design Principles 
What video games say about 
their creators and players

Blasting off 
Make a Jetpack feature  
in Unreal Engine 4

Source Code 
Ant Attack-style isometric 
graphics explained

Anew dev diary 
Why the vertical slice is an  
indie dev’s best friend

Rage 2 
Gaming’s angriest open-world 
shooter returns

Close to the Sun 
A surprisingly good BioShock-
esque adventure 

Sonic Racing 
The blue blur gets a podium finish  
in his latest karting opus

Tales of the Neon Sea 
Solid cyberpunk atmospherics 
marred by iffy puzzles

WELCOME
As you’ll read on page 50, 
Pokémon creator Satoshi Tajiri 
started out making a video 
game fanzine before he started 
developing games of his own 
in the late 1980s. Before that, 
Tajiri famously spent much 
of his youth collecting and 
studying insects, and became 
so obsessed with the pastime 
that his grades began to suffer 
at school. 

When asked, in a 2004 interview 
with the magnificent Japanese 
TV show Game Center CX, 
what his advice was to other 
budding designers, his reply 
was simple: combine your two 
biggest interests to create 
something new. In Tajiri’s 
case, the disparate hobbies 
of video games and bug 
collecting came together to 
create the monster-catching 
phenomenon, Pokémon. 

It’s proof that even big, world-
spanning franchises can start 
with a small and personal idea. 
(In the original Japanese version 
of the game, lead character 
Ash was named Satoshi, 
which further underlines how 
much the game spoke to his 
childhood memories.) 

Regrettably, I haven’t quite 
figured out a way of turning my 
two hobbies of video games 
and collecting dog-eared sci-fi 
novels into a global multimedia 
franchise as yet, but that doesn’t 
mean it isn’t worth a try. Enjoy 
the new issue!

 
Ryan Lambie 
Editor
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