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elcome to PC PowerPlay’s first ever “Indie Issue”.

Inside you'll find the Frontend pages full of interviews
with today’s leading lights of independent game
development, along with previews of many of the most
interesting upcoming indie games, and a reviews section
packed with a diverse selection of recent indie releases. On
this disc, too, for those picking up our DVD edition, we’ve
crammed 100 of the best indie games from the last few
years, the majority of which are free, full version games for
you to enjoy from start to finish.

There was no grand plan when we sat down to work out
what would be in this issue. We didn’t say, right, PCPP#191
is going to be our “Indie Issue” and then look to fill the
entire mag with indie-related content. In fact, perhaps like
many of the biggest successes of the indie scene - from
id Software’s pioneering days when they were uploading
the first shareware episode of Wolfenstein 3D to bulletin
boards right up to the astonishing viral phenomenon that is
Minecraft - this issue happened pretty much by accident.
= MANAGER It began with commissioning the Frontend stories

on Monaco, the winner of the grand prize at the 2010
Independent Games Festival, and the wonderfully ambitious
and fascinating A Valley Without Wind. We then realised

that almost all the games we’d lined up for review this
month - Gemini Rue, Fate of the World, Hoard, Atom Zombie
Smasher, to name the first four we’d locked in - were all from
indie development studios.

From there, in part thanks to a tight deadline that sadly
precluded us from squeezing a review of Valve's Portal 2 into
this issue (instead, you'll find that verdict on our website),
it slowly dawned that maybe - just maybe - we could do an
entire issue devoted exclusively to indie games.

We needed a cover star, though. A quick email to
Torchlight developers Runic Games convinced them to give
us early access to their upcoming sequel - and we were
on our way. We extended Frontend to feature a look at the
history of indie development, an interview with art game
designer Jason Rohrer, and a whimsical look at Messhof’s
one-on-one swordfighting romp, Nidhogg, which will surely be
one of the year’'s most memorable multiplayer experiences.
Filling the reviews section swiftly followed, but we knew it
simply wouldn’t be complete without us giving our definitive
verdict on Minecraft, the most significant indie title in years.

At the same time, we were also busy compiling the
return of the PCPP tradition that is the Top 100. Sprinkled
throughout the list are a number of indie games, including
one placed in the top five. Such success is testament not
only to the quality of indie development but to the strength
of the PC platform. The PC delivers the best big-budget,
big publisher funded “blockbusters” every year and, at the
same time, also fosters the most innovative, experimental
and creative minds of the indie scene. We think that’s worth
celebrating. And we hope you do, too, as you enjoy the “Indie

Issue”.

\}J David Wildgoose
2 Group Editor

dwildgoose@next.com.au
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Don Quixote was right!

“Immersion is really why we make games
it’s like real-world
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