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WELCOME
This edition’s cover game, John 
Wick Hex, got me thinking about 
licensed tie-ins. Games based 
on films and TV shows have 
been around almost as long as 
the medium itself, of course, as 
has their reputation for being 
a bit rubbish – a stereotype 
hardly helped by early examples 
like E.T., a game hurried into 
production in order to profit from 
the Christmas sales bonanza 
of 1982. But while there are 
dozens of examples of bad 
licensed games, it’s worth noting 
just how good British developers 
often are at taking a property 
and doing something original 
with it. In 1986, programmer 
Jonathan ‘Joffa’ Smith took 
Cobra – a somewhat generic 
Sylvester Stallone action 
movie – and turned it into an 
eccentric platformer full of 
prams, hamburgers, and rubber 
ducks. It also had a dedicated 
‘murder’ button, and a Rocky 
theme remix on the soundtrack. 
In short, it was brilliant. 

Also in 1986, there was Denton 
Designs’ The Great Escape, 
which turned an ageing classic 
into a riveting isometric 
adventure game. About a 
decade later came Rare’s 
seminal GoldenEye 007, which 
unexpectedly became one of the 
finest – and most influential – 
console shooters of its day. 

So far, Mike Bithell’s John 
Wick Hex looks like another 
great British tie-in game, taking 
Keanu Reeves’ bullet-strewn 
action series in an unexpected 
direction. John Wick isn’t 
an obvious candidate for a 
strategy/tactics game, but then, 
it’s that kind of leftfield thinking 
that could make for something 
as curious and fun as those 
tie-ins listed above. No pressure, 
then, Mr Bithell.

 
Ryan Lambie 
Editor
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