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[bookmark: _Toc151049957]Introduction 
In this report, I will be analyzing and reviewing the game ‘Beneath a Steel Sky.’ I will research various aspects and topics in the game, such as its genre, intended demographic, structure, challenges, replay value and more. Beneath a Steel Sky is a cyberpunk point-and-click style adventure story game set in a distant dystopian future where the earth has suffered 23efsignificant damage from pollution and nuclear fallout from a ‘Euro-American’ war. The game was released in 1994 by British Developer Revolution software and published by Virgin Interactive Entertainment for the MS-DOS and Amiga home computers. 
[bookmark: _heading=h.lw7087n8jfve][bookmark: _Int_Gk5LILW9]The game received positive reviews at the time of its release and had sold a large quantity of copies, dubbed ”Revolution’s greatest game besides Broken Sword: The Shadow of The Templars.“ [3]   Charles Cecil, co-founder of Revolution, worked with famed comic book artist, Dave Gibbons (who worked on DC comics, Watchmen and more), to create the world of ‘Beneath a Steel Sky’. It was a revived project from an idea Charles Cecil had with Dave Gibbons when they still worked for Activision. Gibbons provided the artwork for the game's comic scenes and the visual environments seen within. Revolution worked on the rest of the game using the game engine they had made called Virtual Theater.
 [image: [2]
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[bookmark: _Toc151049958]Genre 
The Genre of the game is a Cyberpunk Point-and-Click style game. Point-and-click games were a staple genre for the 80s and early 90s adventure games and allowed for the combination of puzzle-solving and exploration with strong narratives. Even so, 90s point-and-click games did not stick around for long as they were not immensely popular as they lacked action on challenge in games which was one of the main reasons many players enjoyed playing games at the time. Furthermore, during the mid 90s there was a surge action packed in first person-shooter games which offered more fun, and challenge compared to the ’humble point-and-click genre.’ [7]
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[image: ]The gameplay style for this game is actually quite unusual for the cyberpunk genre of the game as cyberpunk games generally have more action and challenge in them, most of which containing some sort of score counter or combat such as the game System Shock. This makes Beneath a Steel Sky somewhat unique for its time against other cyberpunk-styled games. 
[10]
[bookmark: _Toc151049959]Visual style 
The visual style of Beneath a Steel Sky is incredibly unique as it mixes the style of traditional comics with typical pixel retro videogame style. [4] The colour scheme of the game is quite dull in comparison to most games of its era and has a very retro-like comic palette. This helps to blend the pixel art style of the game with the very contrasting comic strips, two styles that people might expect to clash. Adding comic strips to a game became an exceedingly popular method of inputting narrative into gameplay and is still used to this day with modern games such as Apex Legends. [5] By adding comic strips to narrate the game, Revolution software has increased the size of its target audience as the game can now cater towards comic fans who might not have been originally interested in video games. The game also uses an incredibly detailed old-school pixel style for the environment and characters. This was a staple style for the late 80s to early 90s. However, with the growing popularity of the new 3D videogames towards the mid to late 90s, pixel art in games did grow out of fashion and lost popularity which may have affected the success of ‘Beneath a Steel Sky’ at the time.
[bookmark: _Toc151049919][image: ]
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[bookmark: _Toc151049960]Intended demographic 
[bookmark: _Int_cqTvNMGI]The intended demographic for the game is most likely to be adolescent/adult men as during the time comics and sci-fi media wasn’t so popular with women and girls. Furthermore, the protagonist of the game is an adult male and for story orientated games with heavy narratives players may want to relate to their character more. Not to mention, ‘76% of women prefer to play female protagonists in games.’ [6] Additionally, Beneath a Steel Sky is likely intended for an older audience as it contains adult language, vulgar references and jokes as well as use of tobacco. However, the game doesn’t have an official age rating, likely due to games still mostly being catered towards adults at the time and not many being made for children. Secondly, the inclusion of comic strips in the game and very retro comic-like visual style caters towards comic and sci-fi action fans. This is an effective way to increase the target audience of the game and possibly have people be interested in the game even if they do not play videogames already as the game implements a different media into it. 

[bookmark: _Toc151049961]Use of audio and visual feedback 
[bookmark: _Int_gGJ0q4JH][bookmark: _Int_65zPyWKl]The game's music is often on theme with the story and environment queues, helping immerse the player in the environment. However, many players described the music to be rather ‘grating’ [14] and low quality [15]. Additionally, the game features voice acting for all the characters which really brings the story alive for the players and immerses them. However, many have described the voice acting as being ‘not bad, despite some poor voice acting here and there’ [13]. Furthermore, the accents of the characters may seem unusual and do not match up with the setting of the game. The main characters, Foster and his companion robot have American accents whereas the rest of the characters all have British accents while the setting is in Australia.  The game does not have a lot of visual feedback or special effects for the player as it mainly utilizes audio queues in its gameplay. However, in some cutscenes the game uses a green screen to mix foreground animation with the background artwork.
Can you compare what you see and hear in this game to other games – what works best/is more popular and why?

[bookmark: _Toc151049962]Game structure 
The game structure of Beneath a Steel Sky can be quite difficult to follow as it is not clear to the player how to navigate the game and what to do next. It also isn't entirely obvious what the end goal is in the first hour of playing, which can demotivate a player from completing the game as they are unsure of what they need to achieve in the game. This also affects the game-flow, making the game sometimes a frustrating experience as the player is often left not knowing where to go or what to do. There is also quite a bit of back-tracking in the game where the player is often sent back and forth, this can be problematic as there is no obvious pathway for the player to progress in the game. The plot of the game follows the main character, Robert Foster, as he is kidnapped in a helicopter from his foster family and taken to a strange dystopian city. The player’s only given goal at this point and for the first couple hours of the game is to get to the ground floor to escape the city, however, this goal is quite weak as there isnt much explanation behind why he needs to get out or why he was there in the first place making the goal of the game less clear to the player which can be off-putting. Foster later discovers that the city is controlled by a sentient AI machine, known as LINC that wants Foster as a new host body for it to function as its current one, Foster’s biological father, is nearing his death of old age and from is symbiotic relationship with LINC which has worn out his body. Foster’s companion, Joey takes control of LINC and the city, improving the city and giving its residents a better life. The player only really discovers the end goal of the game towards the end of the game which can make it feel a bit rushed or sudden and can disconnect the player from the story as it isn't a goal they had worked towards throughout the game.
 
[bookmark: _Toc151049963]Challenges 
The Cyberpunk genre usually lends itself well to challenges, most cyberpunk style games containing some form of combat to keep the player engaged, usually involving guns and enemies which allow for players to improve skill and compete for higher scores. However, Beneath a Steel sky lacks in this which is unusual for the genre. Due to it being a point-and-click game, it has little to no action or challenge in it besides solving some puzzles which aren't necessarily engaging or challenging either. 
[bookmark: _Toc151049964]Game flow
The game flow isn't entirely fluid as the game often sends the player back and forth to do tasks, often without clarity too. It's very easy for the player to get lost in the game as there isn't a clear goal or direction for the player to go and the game gives little to no direction to the player. This can make the flow feel quite frustrating for the player and may demotivate the player from playing. For a game to flow well, it needs ‘manageable and well-defined goals.’ [11] 	Which is something the game lacks in as its goals aren't entirely clear and the player needs to do a lot of blind guess work at times. 


[bookmark: _Toc151049965]Replay value 
The game lacks significant replay value as there are no other paths or options to take within the story and little more to see, being that the game is a point-and-click style game. Due to the lack of challenge in the game as well, the game does not give players the drive to do better in their next playthrough or get a higher score as there is none. Additionally Replay value isn't a key factor for this game as it lacks challenge or competition as it isn't a multiplayer game and isn't designed to be re-playable compared to a game like space invaders where people compete to get a higher score. Additionally, adding other story routes with different endings can also increase replay value. This is something that would've greatly increased the player's enjoyment of Beneath a Steel sky and would've inspired players to keep playing even after the competition of the game. ‘By providing different choices for a player following different narrative paths, the game can provide a distinctively different experience’ [12] and keep up the player’s interest. 

[bookmark: _Toc151049966]Positive and negative aspects of the game 
Firstly, the game’s visual style and artwork is incredible, really setting itself apart from other cyberpunk style games of the time. The game does a fantastic job of merging traditional 8-bit game graphics with comic art style to tell a compelling and interesting narrative. However, the game is very inconsistent with image quality for some comic scenes which can be quite off putting at times. Furthermore, the game lacks significantly in audio quality which is something that has been frequently mentioned in reviews for the game, however, it is a 1994 game, and it is likely the audio quality was reduced to the game being compressed severely in size. The Games story is very intriguing and lengthy for its time, with a playtime of around 7 hours total [16].  Secondly, while the game's story is very intriguing, the flow of the game can be very frustrating for the player as there is a significant amount of back tracking and pixel hunting. Furthermore, the game doesn’t have a clear set path for the player to follow due to the lack of clarity in the player’s objectives and goals.

[bookmark: _Toc151049967]Conclusion 
Overall, the game is quite enjoyable. It has an engaging story which is easy to immerse in and unique yet attractive visuals, successfully mixing in comic style with classic 8-bit video game visuals, catering to both comic fans and video game fans. However, the game’s structure and flow could be greatly improved. The amount of backtracking in the game can be quite off putting for players, ‘as its usually uniformly irritating experience for the player’ [17] and can easily demotivate a player from finishing the game. This can be improved by adding new areas to the game to have more room for exploration and new sights and to keep the player feel like they are progressing through the game rather than going back and forth. Additionally, the goal of the game could be clearer at the beginning to give the player drive to finish the game and to improve player connection and immersion with the story. Furthermore, a clear goal in the game will ‘give the player a sense of accomplishment and progression’ which will reduce the frustration of the game when often backtracking. 
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