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Split Decision - The Nonsense Knowledge Game
Role:  Game Designer and Copywriter



www.bit-gamer.net 
Role:  Games Editor and Brand Lead

Mission Statement
“bit-gamer is more than just a traditional games 
review site, it’s a platform for offering the best 
professionally produced content. Flexibility is key 
to survival in the games industry and it’s here 
that bit-gamer excels. We compliment a library 
of audio-visual content with up-to-date news, 
reviews and blogs, as well as in-depth features that  
cater to lifestyle audiences and hardcore gamers alike.

“Whether we’re reporting on the latest instalment in the Call of Duty series or discussing our favourite  
Tony Hawks game, we’re able to communicate to our readers easily and directly no matter what  
platform they favour.”

Joe Martin, Games Editor

The Product
Dennis Publishing’s premier dedicated games website, bit-gamer, completes the larger Dennis Gaming 
portfolio and complements existing publications perfectly. Originally grown out of the PC-focussed bit-tech 
brand, bit-gamer now covers all major platforms, PS3, Xbox and PC equally with bit-tech’s in-depth style. 

bit-gamer has truly grown to become a central hub for modern gamers in the UK, We offer latest news and 
review content alongside insightful features pulled from a sizable pool of experienced, professional games 
journalists. Excellent relations with publishers and developers, ensures we have access to the latest events, 
debug consoles, preview code, early builds etc and ensures we’re able to keep our readers as informed as 
possible. Equally we are able to entertain readers with retrospective features and behind the scenes scoops.

The Content
 20 monthly reviews 

 50+ monthly news articles 

 Featured articles

 Industry news section

 Interviews

Projected Site Traffic – 2011
	 460,000 Uniques

	 1,350,000 page impressions

 Video

 Blogs

 Podcasts

 Themed content weeks

 Previews

www.bit-gamer.net
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W
ires are annoying. They trail all over your desk 
and trip you for a few hours but, in the end, every 
electronic device must return for a refill from the 
mains.

Or must it? Just as there’s no smoke without fire, there’s no  
data tran

AN UNWIRED FUTURE?
Loore similar to that of bubble memory and the dotcom boom.

However, we don’t think this will be the case. The long-range of 
daon.  
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You've got the hardware, 
now Find out how to use it



The Science of Computing
Client:  Dennis Publishing

Role:  Editor and Contributor



Custom PC Magazine 
Role:  Games Editor

THE KNOWLEDGE
Price £29.99 inc VAT
Publisher Activision
Developer Eurocom 
Website  
www.007legends.com

ew experiences are more frustrating than 
playing a game that has all the right ideas, but 
implements them in all the wrong ways. On 
that basis, 007 Legends is possibly the most 

frustrating game ever created. It tries everything from 
stealth and RPG systems to driving levels and 
QuickTime events (QTEs), but bodges up every one. 

It doesn’t help that Legends feels like it’s built from 
mauled off-cuts. Eurocom has structured it as a series 
of flashbacks to enable the game to jump around the 
best parts of Bond’s history, but in reality, none of these 
is framed consistently or interestingly enough to 
warrant attention. Skyfall bleeds dully into Goldfinger, 
and the only consistent thread is that Bond seems like 
an utter idiot everywhere.

The start of the game, for example, has Bond 
(Daniel Craig) looking down on an update of 
Goldfinger’s military base and being told to stay 
undercover. He responds by detonating a bomb that 
destroys most of the base, then suddenly you’re in 
control and running through the explosions with no 
explanation. Five minutes later, Goldfinger and co 
seem surprised to see you. It’s disjointed to the point 
of discomfort, even if you’ve seen Goldfinger recently. 

This is all before you get to the fact that Legends is 
borderline unplayable thanks to the terrible controls, 
with mini-games using random keys, and menus 
without mouse control. The weapons are wimpier 
than spit-balls, the enemies lack consistent location 
damage and Bond absorbs so much damage that we 
took out 50 armed goons with just the butt of his pistol. 
The problems never stop stacking up. 

It’s ugly as well, to a level where the gameplay is 
undermined by how hard it is to notice the parades 
of identical foes against the universally drab 
environments. No matter which resolution you use, 
the screen looks like it’s been slathered in grease, 
and Eurocom’s interface makes little or no sense. 
Your health and armour are presented 
similarly to GoldenEye 64’s – except the 
colours are changed so that you can’t 
easily read it at a glance, and it’s left 
unlabelled so you don’t know which bar 
is which. Baffling.

It’s a mess, and we’ve only scratched 
the surface. Our notes read like a huge 

list of errors, including the inconsistent pace and 
intrusion of QTEs; no area is beyond reproach. The only 
plus point is that it has enough content to feed the fans, 
and it’s functional enough for those who persevere.

Which is a tragedy, really. On paper, Legends has 
all the hallmarks of a great spy game, and we really 

wanted to like it in the run-up to release – 
the score-based challenge missions and 
heaps of unlockable content in particular 
sounded great. In practice, though, 
Legends is so shallow and dull that it’s 
almost unbelievable so much money 
was invested in producing it. 
JOE MARTIN
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THE KNOWLEDGE
Price £29.99 inc VAT
Publisher 2K Games
Developer Digital 
Extremes 
Website  
 www.embrace 
thedarkness.com

ackie Estacado may have been drawn from a 
comic book series, but he isn’t like most 
superheroes. Nor is he a super villain. He’s 
more like a whirlwind of super-ambivalence 

– a demonically-empowered mob boss who just 
wants to be left alone to brood over his murdered 
girlfriend. Fate naturally has other plans in mind, 
manifesting as a mystical brotherhood determined 
to rip the demon from him, but all Jackie wants is 
some silence in which to grieve – and that grief 
becomes the driving force of the game.

It’s an emotion that developer Digital Extremes 
isn’t shy about exploring in rude detail either, with 
Jackie’s experience often alternating between 
moments of crazed ultra-gore and times of Zen-like 
stillness. Gunfights collapse into minute-long 
flashbacks, while early rampages end with a return 
home to light a candle in Jenny’s honour (see p76).

The Darkness 2 isn’t just a game about grief, 
however. It’s about fury too – these islands of calm 
dissipate or take on a sinister bent as Jackie gives  
in to his demons more and more on his quest for 
freedom. As he’s pushed closer to the edge he starts 
to question his sanity, while also learning more about 
what makes him special. 

As the tonal pace of the game changes, so does  
the mechanical. Jackie consumes the hearts of his 
enemies to unlock new powers for the demon 
tentacles that arch from his back. Before long, he can 
rend enemies limb from limb, possess his demonic 
familiar or channel dark energy into his weapons 
thanks to the collectable, if incongruent, relics that 
litter the world.

This mix of powerful emotions and 
weird abilities makes The Darkness 
2 feel all the more poignant, in a  
way that you wouldn’t expect given 
the subject matter and penchant 
for fine leather jackets. Jackie is 

like the Hulk; a 
sympathetic 

character who 
you want to 
succeed even 
though he’s not 
a conventional 
hero nor, when 

you get right down to it, is he very likable. The only 
detraction from this comes from the way the 
developer sometimes hams up the violence and 
language to the point of near-parody. 

Again, these narrative problems are mirrored in 
the feature-set too, as Jackie’s vast array of powers 
sometimes becomes unwieldy. It isn’t uncommon to 
find yourself accidentally switching weapons mid-
fight, picking up and dual-wielding SMGs when you’d 
intended to slash an enemy or grab a car door for a 
shield. We found ourselves often relying on just a 
handful of simple but effective tactics as a result. 

A new co-operative mode called Vendettas has 
also been added, letting up to four players explore 
new missions and weapons. It’s best saved for after 

the single-player game, though, as it  
will take you that long to master the core 
powers. Besides, it’s the emotional 
punch and raw style of Jackie’s story that 
makes The Darkness 2 such a surprising 
and worthy game. You’ll want to 
experience that first.
JOE MARTIN
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THE DARKNESS 2
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Stylised graphics; 
empowering 
gameplay

WAX OFF
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COLOUR OF 
THE NIGHT
The Darkness 2 employs 
a new art style Digital 
Extremes calls 
‘Graphical Noir‘ as a 
visual nod to the comic 
book origins of the 
series. Rather than using 
a cel-shader effect as 
seen in games such as 
Ubisoft’s XIII, The 
Darkness 2 is built from 
hand-drawn textures 
where individual pen 
strokes are clearly 
visible. The result looks 
amazing, while also 
preserving a level of 
detail and colour clarity 
that could have been lost 
under a shader effect.
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Custom PC Magazine 
Role:  Games Editor

i ’ve just returned from a press event that had me running around 
London’s East End looking for elves, being mock-seduced by an 
enchanted maiden and sword-fighting a mutant anarchist. What 
did I learn? That some games work just fine without technology. 

Let me explain.
The event was an ARG – or Alternate Reality Game – designed to 

celebrate The Witcher 2’s Enhanced Edition and it started when I was 
invited to a banquet in Temeria. For the purposes of the evening, this 
had been relocated to a Shoreditch pub. King Foltest would grant me 
an audience, said the invite, if I would go 
through a short registration process.

I duly obliged and turned up to find the floor 
covered in hay, the staff all in fancy dress and  
a strange desire to talk all olde worlde. My 
audience with the King ended with me being 
framed for his assassination, leading to an 
hour of running around London completing 
quests. The simultaneous high and low points 
were when a bewitched and scantily clad Lady 
La Valette begged me to bathe with her before I broke the spell. It 
sounds corny, but it was actually amazing, and I was happy to throw 
myself into the role without my usual grump and awkwardness. 

This was because this wasn’t actually my first time chasing 
imaginary creatures through the real world. As a young kid growing  
up in the country, I was bestowed with two of the best gifts a child can 
ever have – a decent computer and an inventive father who, during  
the boring summer holidays, would create elaborate ARGs to get us 
out of the house. 

My brother, sisters and I spent hours searching forests for pagan 
gods, or carrying ‘Magnorelays’ made of plywood and spare parts up 

Technology is creeping into everything, but 
some games work best when we leave the 
computers at home

 

mountains. So while The Witcher’s ARG may have made others feel 
awkward, I was right at home. 

Being so at ease in the setting only served to make the intrusion of 
technology into the game world more jarring than it did for others, 
however. In The Witcher’s ARG, my smartphone become my journal, 
through which I’d advance the plot by tagging my location, answering 
quizzes and snapping pictures. It works perfectly as an idea, but in 
reality, the entire adventure often ground to a halt as I waited for pages 
to load, or for my phone to restart after crashing.

Technical problems are issues for games 
of all types and formats, so my gripe isn’t that 
bugs exist – that’s an understandable reality. 
My gripe is that I see technology being forced 
into more games these days without any 
good reason. The journal app didn’t make 
The Witcher ARG any better even when it 
worked, just as Mass Effect 3’s lazy adoption 
of multiplayer didn’t substantially improve 
that game either. 

A lot of people disagree with me, of course, and some seemingly 
argue that technology should be pursued and used whenever it’s 
possible. Me? I say pursue it all you want, but don’t force it into games 
unless you’re sure that it will make them better. I love my smartphone, 
but I don’t need it all the time – sometimes being asked to bathe with 
Lady La Valette is enough. 
 FIND ME ON TWITTER: @JOETHREEPWOOD

WHAT I’M PLAYING Are adventure games dead? Pendulo 
Studios doesn’t think so. I’ve been dipping into its latest satanic 
thriller, Yesterday. There was no space for a review, so: 6/10.

GETTING BACK  
 TO BASICS

My brothers, sisters and  
I spent hours searching 

forests for pagan gods, or 
carrying ‘Magnorelays’ 

made of plywood

GAMING
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THE KNOWLEDGE
Price £6.99 inc VAT
Publisher Devolver Digital
Developer Dennaton 
Games 
Website http://
hotlinemiami.com

f you judge Hotline Miami by the screenshots, 
you might think it’s a low-fi, super-violent top-
down action game. You’d be right, but it’s more 
than that. It’s deeper, darker and angrier. 

It’s best to think of Hotline Miami as a music game, 
and not just because of the pulsing chiptunes and 
garish bright lights, but also the gameplay. It’s all 
about rhythm; you enter a house and immediately 
start charging around, punching enemies and gorily 
splattering them across the pixel-art canvas with 
worrying abandon. One-two, one-two and so on.

When you get the rhythm right, it’s like playing 
Guitar Hero and never missing a note, but nine times 
out of ten, it’s like playing a piano while wearing 
mittens. You die, you die, you die, you manage to kill 
two guys and think you’re doing well, and then you die. 
This masochistic routine defines Hotline Miami, and 
it’s made even scarier by the sense that the game is 
a caricaturised reflection of the real world. In this 
warped world, a phone call can drive you to slaughter, 
and rooster-masked men haunt your dreams.

‘Do you like hurting people?’ the rooster asks at the 
start. The answer is implicit in the blood-soaked levels 
and discarded weapons. The seasick-swaying of the 
camera against the disco-light background tells a 
more implicit story. This is probably what the world 
looks like to a serial killer; Francis Dolarhyde meets 
Frozen Synapse.

It’s fast, brutal, brilliant and deeply 
disturbing in a way that takes ages to 
appreciate. It’s a game that you shouldn’t 
want to exist, but can’t help enjoy playing. 
However, on a more practical level, 
Hotline Miami is by no means great if 
you separate it from this grand, warped 

vision. It’s a twitch-based shooter in which mastering 
the small set of controls is vital to success; this makes 
the inability alter mouse sensitivity or rebind keys a 
pain. Likewise, it’s incredibly difficult to conquer, 
making you earn every step, but it doesn’t preserve 
your progress and therefore forces repetition. 

The biggest problem is the enemy design. You could 
see Hotline Miami as a strategy game where you plan 
every stage in detail. Who will you knock down when 
you kick open the door? Will you throw your knife at the 
machine gunner in the distance, or keep it to tackle the 
dog at your ankles? These questions dominate the 
experience, so the game needs to be predictable for 
them to work. It isn’t. Enemies veer off paths, weapons 
randomise and bugs appear. It’s a pain. 

However, on a pragmatic level, these flaws are at 
least tempered by the low price and retro 
feel. Hotline Miami’s real redemption 
lies in its depth and complexity. It’s a 
deeply layered, fascinating and 
uncompromising game that’s worth 
playing even in spite of occasional issues. 
It isn’t perfect; it’s glorious. 
JOE MARTIN
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Continue Magazine 
Role:  Journalist / Researcher

I t’s mid-April and London is hot 
and drizzly as two people I’ve 
only just met blithely watch a 

man in leather armour tie my hands 
behind my back. One of them, a 
fashionably coiffed girl called Sophie, 
giggles as he does it.

With the knots secured the 
armoured man falls in behind his 
captain; an elf named Iorveth, who 
had previously been my favourite 
character from CD Projekt Red’s epic 
RPG, The Witcher 2. I say ‘previously’ 
because right now he’s looking at me 
with contempt, spitting as he talks and 
rudely demanding to know what we’re 
doing in ‘his domain’. He says he’ll 
have us butchered if we try anything 
funny. Sophie stops laughing.

There’s a short silence in which we 
don’t know who’s going to talk, then 
my other companion, Matthew, puts 
himself forward. He tells Iorveth that 
the three of us are fugitives, framed 
for murdering the king and we’ve 
come to him for help. “We need help,” 
he says. “Um, please.”

The soldier sniggers wickedly 
and twirls a sword in my direction, 
anticipating violence while Iorveth 

The STaTe of

Alternate Reality Games (ARGs) stand 
distinct from other types of game in that 
they can span any and all mediums, genres 
and methods – yet they remain relatively 
unknown even to hardcore gamers
by Joe Martin

adjusts the red bandana that covers 
half his face and laughs openly. Behind 
my back, I start to experimentally 
strain against the knots.

“It’s much easier to get lost in an 
alternate reality the first time you play 
an ARG,” Michael Anderson tells me 
from his office in Philadelphia. “That 
first time you go through, so many of 
the things which eventually start to 
seem trite are so fresh and new.”

Michael points to the first ARG he 
followed as an example. It was 2004, 
he was a student and, along with some 

friends, was throwing a party during 
one of the presidential debates. Over 
the course of the event he noticed 
something strange; that many of the 
posters and placards in the crowd 
didn’t seem linked to any of the 
candidates involved.

“Some of the people at the debate 
were holding posters with a picture of 
a bee on them, for some odd reason,” 
says Michael – who at the time didn’t 
think much of it. It was only later 
that week when he read an article in 
The New York Times that he realised 

086 _ aLTeRNaTe ReaLITY GaMeS

As digital distribution lowers the distance 
between game makers and their audience,  
a growing number of developers are tearing 
free of the shackles that link them to big 
publishers and finding new ways to fund 
and release their games...
BY JOE MARTIN

THE FINANCIAL 
FRONTIER
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Unlimited Hyperbole Podcast 
Role:  Founder, Producer and Scriptwriter

“Five Stars - Fascinating debate and love the format!” 
iTunes review

“A personal favourite!” 
Metro UK 

‘The World’s Best Video Game Podcasts’



www.truphone.com/row 
Role:  Global Copywriter



Computer Shopper Magazine 
Role:  Journalist / Reporter



Truphone US Brochure 
Role:  Global Copywriter



Truphone US Brochure 
Role:  Global Copywriter



Truphone UK Leaflet 
Role:  Global Copywriter
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Modern business knows no borders, which means staff need to communicate on the same basis. Truphone’s 
business-class mobile network works seamlessly across more than 220 countries, offering a better way for teams to 
collaborate and giving individual users a more enjoyable mobile experience when they travel.

Truphone’s network especially benefits those travelling to the UK, US, Netherlands and Australia too, where 
enhanced services deliver savings of up to 90 per cent compared to traditional networks – meaning corporate travel 
managers are able to offer a range of unique opportunities…

TRUPHONE FOR BUSINESS

INCREASED PRESENCE

Truphone’s unique enhanced service 
allows travellers to register multiple 
international numbers on a single SIM. 
This means not only that travellers can 
save money by calling at local rates 
wherever they are, but also that they can 
instantly boost their global presence and 
present a more convenient, local face to 
important contacts.

MORE CONVENIENT

Independent research shows more 
than 70 per cent of business travellers 
currently switch between SIMs when 
they travel abroad, risking damage to 
their handsets and inconveniencing their 
colleagues. That’s why Truphone delivers 
seamless service and great savings in 
over 220 countries, eliminating the 
frustrations of SIM swapping!

ALWAYS CONNECTED

As social media, email and other online 
tools becoming increasingly vital 
for modern business, it’s critical that 
business travellers are able to stay online 
wherever they go. Truphone is the only 
mobile network that eliminates roaming 
charges in a growing number of countries 
(including Australia!), so business abroad 
is always business as usual. 

IMPROVED SERVICE

When staff travel all over the world, 
businesses need to make sure they always 
get the support they need, no matter 
what. The Truphone network is one of 
the most stable in the world, but our 
dedicated Business Help Team is still 
available for free, from anywhere and at 
any time – so you know staff are always 
being looked after.

READY WHERE YOU ARE

FIND OUT MORE!
Truphone’s dedicated Business Team is always available 
to answer any questions and help you choose the right 
plan for your users.

By phone: 1800 463 204
By E-mail: business.au@truphone.com
For more information about Truphone go to: 
www.truphone.com
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