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Revenge of the Savage Planet  

Revenge of the Savage Planet is an action-adventure game created and released by the studio Raccoon Logic. It continues the story from Journey to 

the Savage Planet, which came out in 2020. The sequel was officially launched on May 8, 2025, and is available on Windows, PlayStation 4, 

PlayStation 5, as well as Xbox Series X and Series S. After its release, the game was met with mostly positive feedback from players and critics. 

 

Gameplay 

Unlike the game that came before it, this one is played from a third-person point of view. In the game, you take control of a space explorer who has 

been left behind by their company on a faraway planet, without any tools or supplies. The main goal is to stay alive while exploring dangerous plan-

ets, fix your broken spaceship, and find a way to return to Earth to get revenge on the company that abandoned you. 

 

There are four main planets to visit in the game: Stellaris Prime, Xephyr, Quasadron IX, and Zenithian Rift. Each one has its own different environ-

ment and style. After finishing the main story, a secret fifth planet becomes available to explore. As you explore each planet, you'll need to scan 

plants and animals to learn more about them and unlock helpful upgrades. 

The game uses gameplay features that are often seen in Metroidvania-style games. Some areas can't be reached until you get special movement 

tools. These include gadgets like the Proton Whip Tether, which lets you swing across big gaps using grappling points, the Hawx Rail Grinder that 

lets you ride along rails, and the Goo Ingestor, which can spray things like water, lava, or acid onto your surroundings. 

 

Players can set up a home base on Stellaris Prime, the first planet you visit. You can build and upgrade this base by adding new rooms and build-

ings, which unlock new tools and abilities for your character. As you travel and explore, you’ll run into dangerous enemies. Some of them can be 

stunned and captured so you can study them. Studying them gives you new upgrades and even new outfit color options for your character. 

The game can be played with a friend using split-screen on the same device or online with another player in co-op mode. 

 

Development 

Typhoon Studios, the original developer behind Journey to the Savage Planet, was closed down by Google in February 2021. This happened after 

Google chose to stop making video games and decided to shut down its game streaming service, Google Stadia. After the closure, the main team 

behind Typhoon Studios came back together and started a new, independent game studio called Raccoon Logic in 2021. They worked out deals with 

Google and the game’s publisher, 505 Games, to keep the rights to the Savage Planet game series. The new game was created by a small group of 

just 30 people. 

The team went through a lot of challenges after Typhoon Studios was shut down. That tough journey, combined with the unusual way the game 

was made, helped shape its funny and sometimes weird tone. Director Alex Hutchinson described the game's style as a “hopeful but funny look at a 

broken future.” The game’s humor often makes fun of itself and was made to be sharper and more direct than the first game. The developers were 

also inspired by the massive layoffs in the video game industry from 2022 to 2025. Because of this, the story also pokes fun at the problems of mod-

ern capitalism. Jokes and humor from tech culture in Silicon Valley also had an influence on the game’s writing. 

 

When it came to creating the levels, the team took ideas from Metroid Prime. They wanted to let players explore and solve problems in their own 

way, so they added many movement tools to help players get around. Lead designer Steve Masters said using a third-person camera made it easier 

for the player character to show more personality and helped make the game’s jumping and movement better. The way the character runs was 

even based on how people move when they’re running through shallow water at the beach. The developers added a lot of physical comedy to the 

game, and they wanted players to cause fun and wild situations using all the tools available. Hutchinson said this idea was inspired by his past work 

creating open-ended gameplay in Far Cry 4. 

Revenge of the Savage Planet was officially revealed in August 2024. The game was released on May 8, 2025, and came out on Windows, 

PlayStation 4, PlayStation 5, and Xbox Series X/S. Players who bought the special “Cosmic Hoarder Edition” were allowed to start playing three days 

earlier. This edition also gave them access to four special quest lines that were not included in the standard version.  





Developer: Raccoon Logic 

Publisher: Raccoon Logic 

Director: Alex Hutchinson 

Producer: Noémie L'Écuyer 

Designer: Steve Masters 

Artist: Erick Bilodeau 

Composer: Samuel Laflamme 

Series: Savage Planet 

Engine: Unreal Engine 5 

Platforms: Microsoft Windows, PlayStation 4,  

                   PlayStation 5, Xbox Series X/S 

Release: May 8, 2025 

Genre: Action-adventure 

Mode: Single-player, multiplayer 

TiTi rating: 7/10 











MindsEye 
MindsEye is a 2025 action-adventure video game developed by Build a Rocket Boy and published by IO Interactive. Set in the futuristic city of 

Redrock, the game follows former soldier Jacob Diaz as he uncovers the truth behind a mysterious neural implant called the MindsEye. It features a 

linear, narrative-driven structure with light open-world elements and user-generated content integration via the Everywhere platform. 

The game was released on 10 June 2025 for PlayStation 5, Windows, and Xbox Series X/S. Despite its strong visual presentation and cinematic sto-

rytelling, MindsEye received generally negative reviews from critics, who cited lackluster gameplay, weak AI, technical issues, and shallow mission 

design as major flaws. While some praised its narrative and driving mechanics, the game was widely considered a case of ambition exceeding exe-

cution. 

 

About 

When MindsEye was first revealed in 2022 by Build a Rocket Boy, the studio led by former Rockstar North president Leslie Benzies, it sparked mas-

sive excitement. With promises of top-tier storytelling, thrilling car chases, and intense combat, all set in the neon-soaked, futuristic city of Redrock, 

the game aimed to change what players expect from action-adventure titles. Now, after its June 10, 2025 release on PlayStation 5, Xbox Series X/S, 

and PC, many are wondering: did MindsEye live up to the hype, or did it fall short? Here at TiTi Magazine, we dig into the beauty, flaws, and chaos 

of MindsEye to offer our verdict. 

At its foundation, MindsEye is a linear third-person action-adventure game with light open-world elements, drawing comparisons to games like Ma-

fia: Definitive Edition. You play as Jacob Diaz, a former soldier suffering from memory loss caused by a strange brain chip called the MindsEye im-

plant. Jacob takes a job at Silva Industries, the corporation behind the chip, hoping to uncover the truth about his past. His story unfolds in a series 

of stealth missions across Redrock City, a fictional Las Vegas-style metropolis full of robots, drones, and high-tech secrets. The storyline dives into 

ideas like artificial intelligence, memory, and corporate control, creating a tense and thought-provoking sci-fi experience. 

 

On the surface, MindsEye is visually breathtaking—when everything works as it should. The game’s cutscenes look incredible, with cinematic cam-

era angles, realistic facial animations, and detailed character models. Actor Alex Hernandez gives a powerful performance as Jacob, capturing both 

the grit and emotion needed to carry the story. While the supporting cast does well, Hernandez remains the star. The city of Redrock shines with ne-

on lights, sleek futuristic vehicles, and towering buildings. The driving mechanics, in particular, are a highlight—offering fast-paced drifting and 

tight controls that make travel feel fun, even though there's no radio or dynamic events to keep things interesting. 

 

Unfortunately, MindsEye stumbles in critical areas—mainly gameplay and performance. The gunplay, meant to be a core feature, feels flat and un-

engaging. The cover-shooting system is generic, with no real impact when you land shots, and the enemy AI is weak, often running straight into 

danger or reacting slowly. Later missions try to add variety with drones and tech-based powers, but by then, the gameplay already feels repetitive. 

Most missions follow a dull pattern: drive somewhere, watch a cutscene, shoot enemies, then drive again. There's no room for creativity or unpre-

dictability—the things that made GTA so beloved. 





Developer: Build a Rocket Boy 

Publisher: IO Interactive 

Director: Leslie Benzies 

Designer: Benjamin Dumaz, Lukasz Gomula (Arcadia) 

Artists: Sebastian Livall, Thomas Woode 

Writers: Leslie Benzies, Adrian Butchart, Navid Khonsari, Vassiliki Khonsari,  

                           Sam Burton, Andres Perez-Duarte, James Krisel, Colin Krisel 

Composers: Stuart Ross, Rival Consoles 

Engine: Unreal Engine 5 

Platforms: PlayStation 5, Windows, Xbox Series X/S 

Release: 10 June 2025 

Genre: Action-adventure 

Mode: Single-player 

TiTi rating: 7/10 





The game also struggles technically. Even on powerful systems like PS5 Pro or high-end PCs, MindsEye often drops below 20 frames per second and 

suffers from screen tearing, blurry textures, and lighting bugs. Despite its size, the open-world feels empty and mostly serves as a backdrop for mis-

sions. There's no fast travel, so players are forced to drive long distances with little to do along the way. A planned link with Everywhere—Build a 

Rocket Boy’s world-building platform—feels half-baked, with user-generated content offering little value at launch. 

Reception has been mixed. IGN called it “a broken, boring mess,” while GamesRadar+ compared it to “a Netflix show you barely watch while scroll-

ing on your phone.” Only about 40% of Steam reviews were positive at launch, with many players reporting bizarre bugs like stretched-out NPCs 

and out-of-control vehicle physics. Still, some fans stand by it, praising the story and visuals while blaming its bad press on overhype or internet neg-

ativity. But most agree: MindsEye needed more time. Although the studio has promised patches, the player base is shrinking, with fewer 

than 500 people playing on Steam. 

So, where does MindsEye land? It’s a game full of extremes: gorgeous cutscenes and a powerful concept, but clunky controls, performance issues, 

and shallow design. The story has moments of brilliance, and the driving is genuinely fun, but anyone hoping for a revolutionary game from the cre-

ator of GTA may be disappointed. At TiTi Magazine, we see MindsEye as a bold but flawed title—one with real potential that hasn’t quite been real-

ized. If future updates fix the bugs and add more depth, it could still become something special. For now, though, we recommend waiting for a dis-

count—approach with caution. 

 

Gameplay 

MindsEye is a narrative-driven third-person shooter with some open-world features. The main setting, Redrock City, serves as the central area 

where players complete missions and explore. While the story is linear, the world is designed to look open and immersive. Players can also take ad-

vantage of Everywhere’s content creation system, allowing them to add or share user-generated missions and assets within MindsEye. Associate di-

rector Adam Whiting compared this to how players build custom Minecraft servers. 

 

Premise 

You play as Jacob Diaz, a former soldier suffering from memory loss and strange flashbacks caused by the mysterious MindsEye neural implant. 

Hoping to recover his past, Jacob travels to Redrock, a glowing futuristic desert city inspired by Las Vegas, and begins digging into the secrets be-

hind the implant and the mega-corporation that made it. 

 

Development 

MindsEye was developed by Build a Rocket Boy, a studio located in Edinburgh, Scotland, led by Leslie Benzies, the former lead of the Grand Theft Au-

to series. Originally created as a tech demo for their ambitious game platform Everywhere, MindsEye was designed as a story-rich experience inside 

a free-to-play creation ecosystem. In 2023, the developers announced it would be released in episodes, each set in different parts of the universe 

and different time periods—but all tied together by a bigger narrative. The first episode, launched in 2025, explores themes of AI, memory manipu-

lation, power, and corporate greed, and was designed to last about 20 hours. 

 

Release 

MindsEye was first teased at the end of the Everywhere trailer shown at Gamescom 2022. A full teaser dropped on March 23, 2023, building major 

anticipation. On October 16, 2024, it was announced that IO Interactive—best known for the Hitman games—would publish the game. MindsEye 

officially released on June 10, 2025, for PlayStation 5, Windows, and Xbox Series X/S. 









Clair Obscur: Expedition 33 
Clair Obscur: Expedition 33 is a role-playing video game released in 2025. It was developed by Sandfall Interactive, a game studio based in France, 

and published by Kepler Interactive. The game is set in a dark, fantasy version of the Belle Époque era, a time known for its art and culture. The sto-

ry follows a group of brave volunteers known as Expedition 33. Their mission is to find and defeat a mysterious and powerful figure called the Paint-

ress. Every year, the Paintress causes something known as the Gommage, which magically erases people who have reached or passed a certain age. 

Strangely, that age keeps getting lower each year, making the threat more urgent. 

 

In the game, players control a team of characters from a third-person view. They explore different environments, talk to characters, and fight ene-

mies. Battles use turn-based gameplay, but also include real-time elements like quick time events and actions that must be timed correctly, adding 

extra challenge and excitement. 

The developers wanted to create a visually stunning turn-based RPG, a style they felt was often ignored by large, high-budget studios. They were in-

spired by famous Japanese role-playing games such as the Final Fantasy and Persona series. The game was originally built using Unreal Engine 4 

but was later moved to Unreal Engine 5 to take advantage of better graphics and performance. 

Clair Obscur: Expedition 33 came out on April 24, 2025, for PlayStation 5, Windows, and Xbox Series X/S. It received a lot of praise for its emotional 

story, interesting characters, beautiful music, and fun combat system. So far, the game has sold over 3.3 million copies around the world. 

 

Gameplay 

Clair Obscur: Expedition 33 is a third-person role-playing game that uses turn-based combat with real-time features. Players take control of a group 

called the Expeditioners as they explore a dark fantasy world. During battles, the player chooses actions like using an item, performing a melee 

attack to gain Ability Points (AP), or spending those points to use ranged attacks or powerful Skills. Ranged attacks work like those in third-person 

shooters, where players freely aim. When using a Skill, players can complete a quick time event to make it stronger. 

When it's the enemy’s turn, players can avoid damage by dodging, parrying, or jumping in real time. Parrying is harder than dodging, but it rewards 

players with AP and the chance to launch a counterattack. A stamina system allows players to wear down enemies until they become "Broken," 

stunning them temporarily and giving the player an advantage. 

 

As players get further into the game, they unlock stronger attacks like Gradient Attacks, Gradient Counters, and Gradient Skills. These powerful abil-

ities are tracked by a special shared gauge that fills up as the party uses Skills during combat. Both enemies and party members can use status 

effects to either boost themselves or weaken their opponents. Some enemies have specific weak points or vulnerabilities to certain elements. If the 

main group falls in battle, reserve party members can step in. Battles end when all opponents are defeated or when the player escapes during fights 

with minor enemies. 



Developer: Sandfall Interactive 

Publisher: Kepler Interactive 

Director: Guillaume Broche 

Producer: François Meurisse 

Designers: Guillaume Broche, Michel Nohra 

Programmer: Tom Guillermin 

Artist: Nicholas Maxson-Francombe 

Writers: Jennifer Svedberg-Yen, Guillaume Broche 

Composer: Lorien Testard 

Engine: Unreal Engine 5 

Platforms: PlayStation 5, Windows, Xbox Series X/S 

Release: 24 April 2025 

Genre: Role-playing 

Mode: Single-player 

TiTi rating: 9/10 



There are six playable characters in the game, each with their own weapons, special mechanics, and skill trees. Lune is a mage who creates ele-

mental “Stains” that she uses to boost her magic. Maelle, a skilled fencer, can switch fighting stances that change how her abilities work. Sciel, who 

uses a scythe and magical cards, places a condition called “Foretell” on enemies, which she can later trigger for massive damage. Gustave and Ver-

so grow stronger the more they attack. Verso gains “Perfection” ranks with each successful hit, increasing his damage when he reaches high ranks. 

Monoco, a Gestral, can transform into enemies and use their powers. Some of his abilities become stronger when his “Bestial Wheel” spins, which 

happens as he uses powers in combat. 

 

When not in battle, players can rest at camps. While there, they take control of Verso and can talk to other team members. Building these relation-

ships unlocks extra cutscenes, side quests, and new skills. Winning battles earns the team experience, money, and items. Leveling up grants each 

character three attribute points. These points can be used to boost five main stats: Vitality (health), Might (attack), Agility (attack speed), Defense 

(damage resistance), and Luck (chance of landing critical hits). 

 

Players can further upgrade characters using items called “Pictos,” which improve stats and add bonuses. Each character can equip up to three Pic-

tos. After using a Picto in combat enough times, its passive bonus—called a “Lumina”—becomes available for other characters to use. Characters 

have a limited number of Lumina Points, which control how many Luminas they can equip at once. These points increase as characters level up or 

can be found hidden throughout the game world. 

 

As players explore, they also collect "Chroma Catalysts" to upgrade weapons at camp. These upgrades increase damage and unlock new perks for 

each weapon. Though the game moves through mostly linear levels, there are plenty of side areas to discover. These may contain hidden items, op-

tional bosses, quests, outfits, and special merchants. Players can also find Expedition Flags, which are used to heal, fast travel, restock items, and 

spend skill or stat points. However, resting at one of these Flags brings most enemies back to life. 

The game world is tied together by an overworld map called "The Continent." Later in the game, players meet a magical creature named Esquie 

who helps them travel across this map. As the story progresses, Esquie gains new travel abilities—like swimming, flying, and diving—which are re-

quired to access new locations and secret areas. 

 

The game includes multiple difficulty levels, and once finished, players can replay the adventure with all their progress and upgrades in New Game 

Plus mode. 

 

Premise 

Clair Obscur: Expedition 33 is set in a dark fantasy world inspired by the Belle Époque period. For the last 67 years, the people living on the remote 

island of Lumière have been haunted by a terrifying event known as the "Gommage." Each year, a mysterious figure known only as the Paintress 

(voiced by Tracy Wiles) appears and paints a number. Every person whose age is equal to or higher than that number instantly vanishes without a 

trace. What’s worse is that the number gets lower every year, slowly dooming the entire population. 

 

To stop the Gommage from continuing, Lumière sends out a team of brave volunteers to the mainland each year, hoping they can find and destroy 

the Paintress before she paints again. The game follows the journey of the 33rd such team—Expedition 33. 





The main members of this Expedition include: 

Gustave (voiced by Charlie Cox): A skilled engineer who uses a mechanical arm and acts as one of the group's leaders. 

Maelle (Jennifer English): The youngest of the team and Gustave's foster sister, full of determination and energy. 

Lune (Kirsty Rider): A talented scholar and powerful mage who uses her deep knowledge of magic in battle. 

Sciel (Shala Nyx): A calm, friendly warrior who brings positivity and strength to the group. 

 

As they explore the mainland, the Expedition meets a range of important characters: 

Renoir (Andy Serkis): An older man with a hard edge and an intense, relentless drive. 

Verso (Ben Starr): A mysterious figure who follows the Expedition from a distance and seems to know more than he lets on. 

Monoco (Rich Keeble): A shape-shifting creature known as a Gestral who lives on the mainland and is closely connected to Verso. 

Esquie (Maxence Cazorla): A mythical being native to the mainland who eventually aids the Expedition in their journey. 

Together, the Expeditioners must face dangerous enemies, uncover secrets, and confront the Paintress in hopes of ending the Gommage once and 

for all. 

 

Plot 

On the day of the annual Gommage, 32-year-old Gustave says goodbye to his former lover, Sophie, who has just turned 33 and disappears along 

with everyone else that age or older. Knowing he only has one year left before he too vanishes, Gustave joins Expedition 33, determined to defeat 

the Paintress and stop the cycle of death. But shortly after landing on the mainland, tragedy strikes—the Expedition is nearly wiped out by a white-

haired man leading an army of monsters. 

 

Gustave survives and finds three other survivors: Lune, Maelle, and Sciel. Soon after, Maelle begins having strange visions of the white-haired man 

and a masked girl, both warning her that she will cause terrible events in the future. To continue their journey, the group seeks the help of Esquie, a 

mythical creature who can carry them across the sea to reach the Paintress. Before they can leave, the white-haired man attacks again. Gustave 

dies protecting Maelle, but a man named Verso steps in, saving the others and helping them escape. 

 

Verso later joins up with the party and reveals the truth: he is a surviving member of the very first Expedition, and the white-haired man is Renoir, 

their former commander. Both of them stopped aging when they first arrived on the mainland. Renoir believes that his immortality was a gift from 

the Paintress and now works to protect her. Verso, tired of living forever, decides to help the party stop Renoir. 

After crossing the sea and honoring Gustave’s memory, the group recruits Monoco, Verso’s Gestral friend. The party then travels to Renoir’s man-

sion in a place called Old Lumière, hoping to destroy the Paintress’ heart—the source of the magical shield protecting her. There, Verso reveals he is 

Renoir’s son, and the masked girl in Maelle’s visions is his sister, Alicia. A battle breaks out, but Renoir teleports both the mansion and the heart 

away before they can destroy it. 

 

Lune proposes a new plan: instead of the heart, they will forge a powerful weapon using the hearts of ancient beings called Axons, which the Paint-

ress herself once created. After collecting the Axon hearts and forging the weapon, the group breaks through the barrier, enters the Monolith, de-

feats Renoir, and confronts the Paintress. She is revealed to be Aline, Verso’s mother. The party defeats her and erases the number on the Monolith, 

returning to Lumière as heroes. 



However, Verso later finds a letter from Alicia that changes everything. It reveals that Aline was actually protecting everyone from the real Renoir, 

who is truly responsible for the Gommage. The number painted each year wasn’t a death sentence—it was a warning. Now that Aline is gone, there 

is no one left to stop the Gommage, and the entire population of Lumière disappears, leaving only Verso behind. 

 

A flashback to early 20th-century Paris reveals the real truth: Alicia and her family are Painters—magic users who can create and live inside magical 

worlds called Canvases. The real Verso died while saving Alicia from a fire, which left her badly burned and unable to speak. In grief, Aline took over 

Verso’s Canvas, filling it with painted versions of Verso, Alicia, and Renoir. The real Renoir wanted to destroy the Canvas by gradually erasing its old-

est creations, believing it would help Aline move on. 

Eventually, Clea—Alicia’s older sister—encourages Alicia to enter the Canvas herself and destroy it, so the family can return to focusing on their war 

with a rival group called the Writers. Alicia agrees, but becomes overwhelmed by Aline’s lingering presence and is reborn within the Canvas as Ma-

elle. 

After Maelle "dies," Alicia regains her memories and awakens in the ruins of Lumière. She reunites with the painted Verso, who had been trying to 

free the world from Aline’s control so he could finally end his endless existence. Now aware of her Painter powers, Alicia brings the Expedition back 

to life and fights her father, Renoir, for control of the Canvas. 

 

After their final battle, Renoir explains that, although the Canvas holds deep meaning for their family, destroying it is the only way to release Aline 

and Alicia from their grief and allow them to heal. He agrees to stop interfering and promises to "leave the lights on" in case Alicia ever returns. 

But Alicia has no intention of leaving the Canvas. Knowing she will eventually fade from staying too long, Verso reaches out to the last remnant of 

the real Verso’s soul—the one keeping the Canvas alive—intending to erase it and destroy the world. Alicia steps in, pleading for the chance to live a 

better life inside the Canvas. 

 

The game’s ending changes based on which character the player chooses to control during the final battle: 

If the player chooses Alicia, she rebuilds Lumière and brings its people back to life, including a reluctant Verso. She chooses to stay in the Canvas 

world permanently, but begins to show signs of fading away. 

If the player chooses Verso, he defeats Alicia, removes the last part of the real Verso’s soul, and destroys the Canvas along with everything in it. In 

the real world, Alicia and her family finally accept Verso’s death, though Alicia’s own future remains uncertain. 





Development 

The idea for Clair Obscur came from Guillaume Broche, who was working at Ubisoft around 2020 during the COVID-19 pandemic. Inspired by one of 

his childhood favorite game series, Final Fantasy, Broche began developing a concept for a new role-playing game. He reached out to other devel-

opers he knew, as well as posting on Reddit, to find collaborators and build a playable demo. With that demo, he successfully secured funding from 

publisher Kepler Interactive. Shortly after, Broche left Ubisoft and founded a new game studio called Sandfall Interactive, assembling a core team of 

about 30 people—12 of them fellow former Ubisoft developers. 

Some contributors who initially helped with the demo went on to play bigger roles in the game's full development. For example, Jennifer Svedberg-

Yen, who originally joined as a voice actor, eventually became the game’s lead writer. The game's composer, Lorien Testard, was discovered through 

music shared on SoundCloud. Thanks to the funding, Sandfall was also able to bring on about 50 more developers through outsourcing and hire 

professional voice actors, including Charlie Cox, Andy Serkis, and Ben Starr. Additional studios were contracted to handle animation, quality assur-

ance, audio design, and localization. 

 

Broche explained that one of his main goals for Clair Obscur was to create a visually impressive, high-quality turn-based RPG—something he felt 

had been overlooked by big-budget (AAA) game studios. Alongside Final Fantasy, Broche cited inspiration from other Japanese RPGs like Persona, 

especially Persona 5, which he praised for its stylish user interface and cinematic camera work in combat. He also mentioned Lost Odyssey and Blue 

Dragon, two JRPGs made for Xbox's expansion in Japan, as influences—especially for their use of quick time events during battles. Producer François 

Meurisse added that Final Fantasy VIII, IX, and X had a big influence on the game as well. The team also drew gameplay inspiration from Sekiro: 

Shadows Die Twice, especially for the dodge and parry mechanics. 

During the early stages, the project was known under the working title Project W and originally had the name We Lost when Broche first shared it 

on Reddit. The initial concept had a steampunk-style setting inspired by Victorian-era England, complete with sci-fi elements like zombies and aliens. 

However, about six months into development, potential investors encouraged Broche to “think bigger.” As a result, the team scrapped the original 

story and setting, though they kept some of the characters they had already designed. The new world was inspired by a painting Broche loved—one 

that showed a painter stepping into her own artwork—and by a short story written by Svedberg-Yen. 

 

The team began building the game using Unreal Engine 4 but later switched to Unreal Engine 5 to take advantage of its advanced rendering and 

animation tools. UE5 features like Nanite, for high-detail assets, and Lumen, for realistic lighting, were key to achieving the game's visual goals. 

However, adopting Lumen required the team to redo much of the game’s lighting setup. UE5 also offered better tools for creating characters, allow-

ing the team to move away from using Reallusion's Character Creator. For environmental details like rocks and background items, the developers 

used pre-made assets so they could focus on designing standout “hero assets” that define the game’s visual identity. Broche credited modern game 

engines for making it easier to bring such a complex project to life. 

The game reached "gold" status—meaning it was finished and ready for distribution—on March 22, 2025, exactly 33 days before launch, which was 

fitting given the title Expedition 33. The physical versions of the game were distributed by Maximum Entertainment in North America and Bandai 

Namco Entertainment in Europe. 

 

Film Adaptation 

In January 2025, Story Kitchen announced that a live-action film adaptation of Clair Obscur was in development, in collaboration with the game’s 

developer, Sandfall Interactive.  









The Alters  

The Alters is a 2025 survival game developed and published by 11 Bit Studios. Players take on the role of Jan Dolski, a stranded space miner who 

must create alternate versions of himself—called "Alters"—to stay alive on a harsh, dangerous planet. The game was released on June 13, 2025, for 

PlayStation 5, Windows, and Xbox Series X/S, and received mostly positive reviews from critics. 

 

Gameplay 

In The Alters, players control Jan Dolski, a builder and space miner stranded on a hostile alien planet. To survive the planet’s deadly radiation, Jan 

must steer a massive, wheel-shaped mobile base across the surface to stay ahead of the rising sun, which brings lethal heat and radiation. The 

game focuses on resource management and survival, requiring players to explore the planet, mine valuable materials, and upgrade and maintain 

their base. 

Players must build infrastructure—such as power pylons—to keep the base’s systems and mining operations running. Base expansion works similar-

ly to games like Fallout Shelter or XCOM, where new rooms and modules can be added to increase functionality and improve crew morale. However, 

every action is on a tight timer: one real-world second equals one in-game minute, and failing to escape the sunrise can wipe out Jan and his crew. 

To overcome these high-stakes challenges, Jan can create “Alters”, alternate versions of himself, using a rare resource called Rapidium. Each Alter is 

a version of Jan who made different life choices, and each has unique skills, personalities, and emotional states. By using the Tree of Life system, 

players can choose which path in Jan’s life to follow in order to create a specific Alter—such as a scientist Alter who helps develop better technology. 

 

Alters can help solve problems and improve the base, but they also have their own emotions, fears, and needs. If players ignore them for too long or 

fail to meet their needs, Alters may become unstable or make dangerous decisions. There’s a limit to how many Alters can be created in a single 

game, so players must choose wisely. 

 

Premise 

The story follows Jan Dolski, a lone worker whose mining ship has crashed on a distant, sun-scorched planet. To survive and eventually escape, Jan 

must rely on the help of his alternate selves, each shaped by different life paths and personal experiences. 





Developer: 11 Bit Studios 

Publisher: 11 Bit Studios 

Director: Tomasz Kisilewicz 

Designer: Rafał Włosek 

Artist: Tomasz Kisilewicz 

Composer: Piotr Musiał 

Engine: Unreal Engine 5 

Platforms: PlayStation 5, Windows, Xbox Series X/S 

Release: 13 June 2025 

Genre: Survival 

Mode: Single-player 

TiTi rating: 9/10 





Development and Release 

The Alters was developed and published by 11 Bit Studios, a Polish company known for This War of Mine and Frostpunk. The game was first an-

nounced during the PC Gaming Show in June 2022. It officially launched on June 13, 2025, for PlayStation 5, Windows, and Xbox Series X/S, and was 

included on PC Game Pass and Xbox Game Pass Ultimate at no extra cost on day one. 

 

Lead artist Tomasz Kisilewicz described The Alters as a "weird game" inspired by psychological thrillers, where time is the most valuable resource. 

While collecting materials is at the heart of the game, players must carefully prioritize tasks, since there isn’t enough time to do everything. The 

gameplay was partly inspired by Satisfactory, a game known for base-building and automation. 

 

The original concept was to create a base management game where a player could duplicate themselves to perform different jobs. As development 

progressed, this idea grew into a deeper narrative about life choices, exploring how different paths in life can lead to very different versions of one-

self. The developers aimed to make these choices emotionally relatable, reflecting real-life decisions people face. 

 

According to the studio, all 11 possible versions of Jan were carefully designed with unique backstories and personalities, which players can interact 

with during the game. All of these versions are voiced by Alex Jordan. 









FBC: Firebreak  
FBC: Firebreak is an upcoming first-person shooter developed and self-published by Remedy Entertainment. Taking place six years after the events 

of Control, the game centers on a special task force known as Firebreak, who are sent into The Oldest House to fight supernatural threats. This 

marks Remedy’s first-ever multiplayer game, and it will launch on June 17, 2025, for PlayStation 5, Windows PC, and Xbox Series X/S. 

 

About the Game 

FBC: Firebreak is a wild and stylish multiplayer first-person shooter developed by Remedy Entertainment, the creators of Control and Alan Wake. Re-

leasing on June 17, 2025 for PlayStation 5, Xbox Series X/S, and PC, it’s a three-player co-op spin-off of Control set six years after the original game. 

Instead of focusing on deep single-player storytelling, Firebreak goes in a new direction with chaotic, team-based missions inside the ever-changing 

headquarters of the Federal Bureau of Control, known as The Oldest House. 

 

In this game, players are volunteer responders in the FBC’s Firebreak Initiative, assigned to stop paranatural disasters and fight off the interdimen-

sional threat known as the Hiss. The game takes a more humorous and quirky tone than Control, flipping the original’s horror vibe on its head with 

absurd, almost comedic missions. You’ll go from fixing overheated fans in Hot Fix to battling possessed sticky notes in Paper Chase, ending in a boss 

fight against a giant sticky note monster called Sticky Ricky. 

 

Gameplay 

 

FBC: Firebreak is a cooperative PvE (player vs environment) shooter where three players form a squad to tackle missions inside The Oldest House. 

Each player picks a Crisis Kit, which defines their role and powers: 

Fix Kit: A wrench that repairs objects and smashes enemies. 

Splash Kit: A water cannon that heals teammates or soaks enemies. 

Jump Kit: An electric zapper that shocks enemies and can combine with water for extra damage. 

 

These kits are designed to work together, encouraging teamwork and creative combos. Though some early feedback said that the basic guns felt 

weak, Remedy has promised stronger weapons and upgrades at launch based on player testing. The game is not a live service, meaning no battle 

passes, daily logins, or time-limited events—just pure, jump-in-and-play fun. 





Developer: Remedy Entertainment 

Publisher: Remedy Entertainment 

Director: Mike Kayatta 

Engine: Northlight 

Platforms: PlayStation 5, Windows, Xbox Series X/S 

Release: 17 June 2025 

Genre: First-person shooter 

Mode: Multiplayer 

TiTi rating: 6/10 



Visuals and Performance 

Powered by Remedy’s Northlight engine, the game looks stunning. The Oldest House features sharp brutalist design and surreal enemy types with 

colorful, detailed visuals. While map layouts are simpler than Control’s complex areas like the Ashtray Maze, performance is smooth. It supports the 

Steam Deck and will get path-tracing graphics updates. A few bugs remain in visuals and audio, but Remedy is actively polishing the game before 

release. 

 

Price and Availability 

The game will cost $39.99 and is included with Xbox Game Pass, PC Game Pass, and PlayStation Plus Extra from day one. That makes it easier for 

players to try it without committing to a full-priced game. It’s worth noting that while Firebreak connects to Control, it’s meant to stand on its own 

and offer a different kind of experience—full of chaos, comedy, and creativity. 

 

Development and Release History 

The project was first revealed in June 2021 under the name “Project Condor.” It was originally a joint effort with publisher 505 Games, who had 

published Control. In February 2024, Remedy bought full rights to the Control franchise from 505 for €17 million, making Firebreak their first self-

published game. The game was built with a €25 million budget and is pay-to-play, not free-to-play like many other multiplayer titles. 

 

Game Director Mike Kayatta emphasized that Firebreak is not a watered-down version of Control, but a fully developed experience with its own 

identity. Remedy officially revealed the game during the Xbox Partner Preview in October 2024, and shared its first gameplay trailer in March 2025. 

They confirmed again that there will be no live service mechanics, making the game more accessible and less demanding on player time. 

 

Final Notes 

FBC: Firebreak is both Remedy’s first multiplayer title and their first self-published game. It promises a unique blend of surreal humor, intense team-

work, and creative gameplay. While it may not appeal to players looking for Control’s deep story, it’s shaping up to be one of 2025’s most refresh-

ing and enjoyable co-op games.  
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