
04 /  wfmag.cc 05wfmag.cc  \  

Contents ContentsContents Contents

Attract mode Interface Toolbox Rated

El Hijo 
Honig Studios tell us about their 
unique stealth western

The Bradwell Conspiracy 
More than just another day 
at the office

Chicken Police 
We uncover a brooding, bonkers 
noir adventure

Incoming  
Cavemen, Geralt, and Kojima’s 
lucky ladders

Rodents everywhere 
The meaning – and prevalence – of 
rats in video games

Revita 
The lone dev behind a great-
looking roguelite

The eternal coders 
Meet the 1980s programmers still 
making games today

Shinji Mikami 
Inside the mind that gave us  
Resident Evil and lots more

New rules 
Tips for building better dev teams

Distributed 
development 
How even large studios can now 
work remotely

Live coding 
A guide to using shaders to 
entrancing effect

Source Code 
Make your own mini shooting 
gallery in Python

Sea of Solitude 
Set sail in a striking study of 
loneliness and turmoil

SolSeraph 
A nineties homage gets caught 
in the ActRaiser

They Are Billions 
An enthralling real-time war 
of attrition

Hamsterdam 
We hope the sequel’s called 
Jason Stathamster

WELCOME
It’s all gone a bit animal crackers 
this issue, what with chicken 
cops on page 12, an infestation 
of rodents on page 18, and our 
pick of some top-quality in-game 
creatures (a suspicious number 
of which are of the canine 
variety) on page 22. With this in 
mind, I dusted off my old copy 
of Growl (also known as Runark) 
– a Sega Mega Drive port of 
Taito’s relatively obscure beat-
’em-up from the early nineties. 
Now, by most yardsticks, Growl 
is a pretty bad game; its colours 
are drab, the music’s forgettable, 
and it’s possible to brawl 
your way through the entire 
experience by repeatedly jump-
kicking everybody. 

There is, however, one great 
thing about Growl: its premise. 
Cast in the role of an animal 
rescue ranger of some sort, 
it’s your job to pummel your 
way through an army of evil, 
heavily armed poachers. 
As you variously punch, kick, 
and gun down said poachers, 
you can free animals from 
their cages, who’ll return the 
favour by occasionally joining 
in the fray. This means that, 
just when the novelty of using 
rocket launchers and machine 
guns to fight men in flat caps 
begins to pall, a convocation of 
eagles will descend and peck a 
bunch of villains to death, or an 
elephant will enter stage left to 
headbutt a tank into oblivion. 
It’s all brilliantly daft, and 
builds to a rousing finale that 
involves a mutating boss in a 
red top hat and a garage full of 
dancing wildlife. 

Growl simply adds to our 
(highly unscientific) theory that 
adding animals to even the 
most mediocre game will make 
it ten percent better. Enjoy the 
new issue!

 
Ryan Lambie 
Editor
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