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Editor-in-Brief:
Memory
Editor-in-Brief:
Memory

T

his is the last issue of Five out of Ten. Naturally
there’s a sadness that we’ve reached the end of
the line, but when I look back at the twenty issues
of awesome magazine goodness, I feel nothing
but pride. I also remember the late nights, audacious design challenges, and infuriating InDesign
bugs. So yeah, mostly pride.

We leave you with ten features that I think exemplify what we’ve championed over the past five
years: sharp criticism, deep journalism, thoughtprovoking personal experience, and the fact that
great writing should pay. So why leave now? The
elephant in the room is that great writing should
pay, but persuading people to pay for writing is
hard — whether you’re an independent zine or
the New York Times. But if we were in this for the
money, we’d have quit years ago.
The truth is that our lives have changed a lot in
five years, and now planning weddings takes precedence over planning magazines. We’ve accomplished what we set out to achieve with Five out
of Ten: made some cool stuff, built up friendships,
published and paid some amazing writers. We
had fun, and we hope you had fun too. I also hope
there’s someone reading this who feels inspired to
start their own magazine, or video blog, or whatever they feel hopelessly compelled to do in the
marrow of their bones. Know that the only limits are
your imagination, your resolve, and PayPal’s rules
concerning what constitutes a business account.
We’re rooting for you!
To all of our contributors, editors, customers,
supporters and enablers: on behalf of the whole
team, thank you for helping us share some amazing stories.

The Art of Loss
Examining tragedy and entertainment
through That Dragon, Cancer.

H

ours after my mother passed away in her
sleep in my old bedroom, I found myself in
my parents’ room standing in silence with the
rest of my family. We were taking a breather from
the tears when we heard a train whistle far away.
My father and I exchanged a glance. I knew the
situation was just a coincidence, but it felt oddly
important. I knew the next time I’d write about my
mom and cancer, I’d end up referencing that train
cutting through the dead of night.

Sometimes I wonder if there’s something odd
about artists who turn tragic experiences into
entertainment. What compels us to keep going
through our painful feelings to create art out of it?

The Art of Loss
Carly Smith

S

hortly before my mom died, I learned of a videogame about cancer. This game affected me
in multiple ways. As I was a journalist at the time,
I was intellectually intrigued to see a game about
something new. As the daughter of someone who
had recently died of ovarian cancer, I am personally motivated to share this experience with others.
The American Cancer Society predicts there will
be 1,685,210 new cases of cancer this year in
the U.S. If you add to that the impact on family
members and friends, the number increases far
further. Although the subject matter is novel for
a game, the feelings presented in That Dragon,
Cancer, are not. They’re common to everyone.
When my dad heard about the game, he said it
wasn’t something he’d be interested in playing –
that he would grieve too much to want to continue.
I also knew friends whose loved ones died from
cancer who had no interest in playing. I was well
aware playing this game would be agonizing for
me, but my curiosity drove me onward. What did
this family experience, and how different was their
experience from mine?

My mom told me about her diagnosis for the first
time when I was in college. That year in a personal
essay class, I sloppily wrote about the night she
called me, and my frustration at being away from
home over half the year at school while this all
happened. I wrote another personal essay for
myself right after my college graduation, which
my mom was fortunately able to attend. I always
felt weird writing about it from my perspective; I
wasn’t the one who had cancer. Is a bystander’s
opinion worth reading?
We had always hoped mom would write a book
about her life. There was still a lot we had never
learned about her and she was incredibly bright.
But she never expressed an interest in writing
much about cancer beyond the occasional blog
post. My dad and I are the writers in the family:
I’ve never asked him how he feels about writing
about Mom, and I’m still torn between feeling selfish and feeling the need to get my viewpoint out
there, but here I am, still writing about her. And it
still hurts more than I can bear alone.

I’m a Fighter

I’m A FIGHTER
The fight for the true identity of Dead or Alive continues.

The Dead or Alive
Identity Crisis

Imran Khan

I

n early June, the TWFighter 2016 fighting game
tournament took place. Taiwan’s own competitive
community, and more than a few international stars,
came out to participate in the local stop for the
illustrious Capcom Pro Tour. Before the colossus
that is Street Fighter V muscled its way onto center
stage, a group of dedicated players grabbed their
arcade sticks to throw down on Dead or Alive 5,
a game that is rarely seen standing shoulder-toshoulder with the fighting game community’s other
mainstays. Dead or Alive is a series ensnared by its
reputation, popularly thought of as a ‘fan service
fighter’ that tosses aside mechanical complexity for
a whirlwind of boobs and butts. Tournaments are
the community’s way of trying to argue otherwise
and push the game’s technical systems as more
important than its tenor and tone.

The ladder culminates in two seasoned players,
‘100CM’ and ‘KHR’, engaging in a lore-appropriate
battle between ninja sisters Ayane and Kasumi.
The opponents space each other out, backing up
and stepping forward within fractions of a second,
attempting to bait the other into throwing out an
attack and be punished for trying. Pokes and jabs
open into flurries of combos. The matches have a

binary dynamism to them: some end with a punch
or kick and little follow up, others with a train tearing through the arena and knocking a fighter off
a roof.
In the end, KHR’s Kasumi won after an exhaustive set of reversals in the final match. The players shook hands, KHR held the trophy above his
head, and the commentators reassured viewers
that this blowout was actually quite exciting in
Dead or Alive terms.
The Dead or Alive community were enthralled
and delighted, but outside this inner-circle, unremitting criticism flowed out.“They’re still just
fucking dolls,” said one comment on a female
gamer-focused subreddit that linked the YouTube
archive of the finals. Discussion about the finals
was lost among reaction to the costumes the
characters wore and the physical attributes
supporting them. “Did you see the part where
[100CM] made Ayane’s breasts do the wave?” the
poster continued. (Rubbing the touchpad on the
Dualshock 4 shakes the character’s breasts in a
way likened to the 1982 horror movie Poltergeist.)

The Fidelity of
Castro
How do you portray a man whose legacy
remains a matter of contention?

How do you portray a man wHose
very status and legacy remains
a matter of Heated contestation?

Call of Duty: Black Ops (2010)

tropico, call of duty, and
tHe fidelity of castro’s
representation in videogames
alex avard

H

ow do you portray a man whose legacy remains
a matter of contention? To many native Cubans,
Fidel Castro was their charismatic liberator, a freedom fighter who resisted America’s repeated
attempts to take him down. To others – including
the majority of Cuban Americans – he was a selfserving dictator, responsible for plummeting the
country into economic turmoil. It’s unclear whether
history will be kind to Castro, but his presence has
already been immortalised in a number of videogames. Following his death in November 2016, it’s
worth revisiting these games to better understand
the state of Castro’s cultural legacy.

M

y first exposure to Dark Souls was under
the wrong circumstances. Shrouded by
the difficulty-obsessed following which the
series had swiftly obtained, my friends framed
the game in similar terms. The challenge was
the point, they told me, and the abstract narrative a mature frontier in videogame storytelling.
From watching friends play, and from the little I
played myself, Dark Souls looked like a fast way
to be perpetually annoyed, with an approach
to narrative that seemed, to me, more pretentious than intellectual.

To Soothe One’s
Soul
Remain calm, remember your breathing,
and step forward into Lordran.

Years later, once the original negative impression had dissipated, I decided to discover the game
properly for myself. I was taken aback by my pilgrimage to Lordran – I also died a lot, of course – and
the difficulty remained as relentless and excruciating as before. But once I found my way back to the
main hub of the Firelink Shrine for the first time, I became enamoured by the game, completely at
odds with how I’d heard it being discussed. I was starting to find Dark Souls... relaxing!

To Soothe one’s Soul
Anthony McGlynn

I

t wasn’t that it was suddenly easy to survive the
dungeons: the exact opposite, in fact. Battling
enemies is a slow process through which the player must defend and dodge, ducking and weaving
through the attacks to find an opening to strike.
Yet as I worked through each milestone, gradually
besting each enemy, I grew to truly appreciate
how Dark Souls treats the player. There’s no signposting or nudging of any kind. As long as there’s
a way to walk to an area, you’re free to go there
and (try to) battle through it. This means walking
into an area with over-powered enemies is even
more of a death trap than usual, and it’s your own
problem. Dark Souls cares less about showing off
its world than it does about how you explore and
surmount its trials and tribulations. It gives you
the basic tools to survive and sends you on your
way. There’s no real pressure on you to actually
do anything: Dark Souls instead pushes the player
to drive themselves forward.

As I played on, aware of this unique atmosphere,
I found playing not just relaxing, but verging on
therapeutic. I’m a Social Care graduate who has
worked with young people and individuals with
learning disabilities. Creative therapy – teaching
and counselling through arts and crafts – is one
of the broadest, most common, and also most fun
aspects of the work. Service users are encouraged
to communicate through an artistic medium, using
things like music and painting to help visualise and
discuss difficult topics like mental health and trauma.
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No one gets lost anymore: how we can become
explorers and get lost in our games again.
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According to the charity WideHorizons, 50% of British children
have never visited the countryside. As someone who grew up
in Northern Ireland, where the countryside is your back garden, I
find that hard to believe. When I was in high school, I went on weekend
hiking trips as part of the Duke of Edinburgh award scheme. We planned the
routes on paper maps, carefully planning out trails and following the contour
lines over peaks and valleys. The hiking had mandatory ‘wild country’ detours
where only your compass and spatial awareness would orient you from one place
to the next. We got lost, of course, but we’d also find amazing things off the map: rivers
and ponds, unspoiled forests and wild animals, beautiful scenery – the unforgettable excitement of discovery.
When was the last time you got lost in a videogame? Enough has been said about how modern
shooters funnel us down linear corridors of death — but were the labyrinths of Doom really
that much more exciting? — and the industry has now pivoted towards massive open-world
games. Miles upon miles of stuff in every direction, but with so many navigational aids that
it’s impossible to get lost in the world.

Book Club
Beautiful Minecraft
James Delaney, No Starch Press
$19.95 (hardcover)
https://www.nostarch.com/
beautifulminecraft

A particular favourite of mine is Andrzej Czerniewski’s Iaven - Magic of Colors (2014) made from over
7 million blocks, which took Czerniewski twenty
two days to create. From a distance, it looks like a
photograph or a painting; it’s only when you look
closer that you realise each and every colour and
shadow has been carefully considered, block by
block.

Book Club

Building beauty, block by block.
Minecraft can be used to build almost anything,
but some artists are taking their designs to a
whole new level.
Beautiful Minecraft is a compendium of some
of the most amazing creations to ever appear in
Minecraft. They are incredible, inspiring pieces
of work: the more I flick through the pages, the
more I want to revisit the platform as a form of
artistic creation.

Using millions of blocks and spending hundreds of
hours, these artists have created floating steampunk cities, alien worlds, detailed classical sculptures, fantastical landscapes, architectural marvels,
and more. Each piece is a work of art, specially
crafted, awe-inspiring even. I can only imagine
looking at them from inside Minecraft.

The sculptures and scenes throughout the book
are built from thousands to millions of Minecraft
blocks and represent months, or even years, of
design work on the part of their creators. As I
flicked through the pages, it inspired me to try
again at creating something of my own . I tried,
but quickly realised I wasn’t cut out to do it: the
knowledge these artists have of Minecraft, and
the skill with which they have created their art, is
truly incredible.
Whether you’re a fan of Minecraft, or just a lover
of art and design, Beautiful Minecraft is definitely
the coffee table book for you!

– JT
Review copy supplied by publisher.

Meet The Writers
Alex Avard is a freelance games writer and student,

currently attempting to stay warm in the perpetually chilly
city of Bath, England. He has written for Playboy, Vice, Kill
Screen and elsewhere.

How did you get started as a writer?

Meet the Writers

I spent a lot of my early days at university writing voluntarily for very small sites, largely for the joy of
the work itself and the sense of accomplished that comes with seeing some of your articles published
for the first ever time. From there, I started to branch out with other sites, before taking on professional
freelance work sporadically, which I’ve been doing ever since!

What inspired you to write your features for Five out of Ten?
I’m a big politics aficionado, so an article on Castro’s representation in the world of videogames was one
of the first things that popped into my head after hearing about his death. As for the feature on Dishonored 2 and Titanfall 2; it’s not very often that two iconic missions are found in games that released so
close to each other, and their use of time travel was something that really struck me as I played through
the pair of them.

What is your favourite part of your Five out of Ten features?
It’s definitely interesting to explore the real world context around the games featuring Castro, some of
the headlines those games generated were main stories on televisions sets around the globe! I think it
makes for some neat nuggets of trivia that hopefully will inspire readers to look up more about it, especially with regards to Call of Duty: Black Ops

What’s your favourite game?
I hate to be so cliché, but it’s been The Last of Us ever since that game first released. One of the most
compelling dramas I’ve ever experienced on any medium. .

Where can we find more of your work?
You can read more of me at alexavard.contently.com

Imran Khan is a San Francisco-based writer. He has

written for Paste, Playboy, and several other publications. He
is an advocate for diversity in tech and laughs at the same
kitten gifs longer than most people would.

How did you get started as a writer?

I was told I had the talent for it as a child, but found the whole process a bit too stuffy and complicated
for my brain back then. After 9/11, I was assaulted because of my skin color, and retreated into writing
as a form of escapism and, eventually, expression. I haven’t stopped since.

What inspired you to write your features for Five out of Ten?
They were ideas I had been kicking around for a while, but I couldn’t afford the time with most places
to spend the hours researching them. Five out of Ten allowed me the opportunity to really make those
stories everything they could be.

What is your favourite part of your Five out of Ten features?
I think being able to peek into a community that would otherwise just be seen as a cartoon caricature
and see them as people is important.

How do you deal with writer’s block?
Someone once told me that you can’t edit a blank page to be better and I take that to heart. When I can’t
write, I just...write. It’s often terrible, but it gets better as I poke and massage it.

What advice would you give to other aspiring video game writers?
It’s always hard to put yourself out there. It sucks, and rejection isn’t fun, but it is the only way you will
grow as a writer and expose other people to your perspective. I can’t tell you not to be afraid, because
I would be hypocritical, but you can’t let that fear cripple you.

Where can we find more of your work?
You can find a constantly-updating portfolio of my work - including videos and podcasts and more - at
http://www.theimrankhan.com

Anthony McGlynn

is an Irish writer and opinionhaver. When he’s not playing, watching or reading
something, he’s thinking about it an amount that almost
certainly constitutes as “too much.” He fears his to-read pile
will one day grow weary of his negligence and consume
him in his sleep.

How did you get started as a writer?
In 2011, I volunteered to help out at a local gaming event. The person who ran that event also ran a
gaming/pop culture blog called The Arcade. I’d always been interested in discussing and critiquing stuff
like movies and games, so I decided to give writing for the blog a go on a whim as something to distract
me from college-work. Developed a knack and a love of trying to form interesting ways of approaching
and being critical of culture and just went from there!

What inspired you to write your features for Five out of Ten?
The standard of writing in the magazine is high, and it’s an indie publication so it’s a space where more
interesting ideas can perhaps find a place they may not so easily in bigger places. It’s a personal challenge to write something that can sit comfortably among the generally great pieces that are run here.

Where will you be five years from now?
With any luck, somewhere with a warm cup of tea, slowly worming my way through some creative work
or other and continuing to glance mournfully at my to-read pile.

What advice would you give to other aspiring video game writers?
Start. Get into some form of rhythm of doing it and holding yourself to a high standard. Learn to appreciate overcoming personal obstacles in getting the work done. Making any sort of money or headway
is difficult, and maintaining creativity as life happens around you is startlingly hard at times – develop
your skills to weather those criteria. Oh, and be forgiving of yourself. Whatever wall you’re facing in your
endeavours, there’s not a writer alive that hasn’t been there. Take a deep breath, find your calm and go
at it again. Brick by brick.

Where can we find more of your work?

My Tumblr, which has subsections for film and games writing: http://antomcg.tumblr.com/ My Twitter,
which has more random musings, retweets and I post all my work as it’s released: https://twitter.com/
AntoMcG

Carly Smith is a writer and editor living in the New York

City. She spends most of her time editing English translations
of Japanese manga and light novels at Yen Press, but she still
finds time somehow for her love of games.

How did you get started as a writer?
I hated writing until my second grade teacher tasked us essentially with writing an alternate ending
fanfiction to a book we read in class. I spent most of my childhood writing days stumbling through fanfic,
but it wasn’t until high school that I discovered a love for nonfiction writing as well. I ended up going to
school for journalism and finding creative nonfiction the most interesting of all.

What inspired you to write your features for Five out of Ten?
Most of my writing comes from a personal place. It’s not necessarily that I find myself an interesting
person, but I know my own experiences best. My article on That Dragon, Cancer and my mom was
very obviously a personal piece. I knew the moment I heard about the game, I had to write about what
it felt like for me, the daughter of someone who died from cancer, to play it. My second piece, an article
about game archiving, was quite different from the other articles I’ve written for Five out of Ten. Those
articles have each focused on a separate game. However, I simply couldn’t think of a single game that
correlated with “memory.” Instead, I went broad and realized how important game archival is to making
our own memories into something that lasts longer.

What’s your favourite game?
Journey. It was a game I needed desperately in the moment I played it. After my mom’s death, I wasn’t
very interested in games for a while because I wasn’t interested in much at all in my grief. One afternoon
alone, I sat down with Journey and felt myself caught up in the game thanks to its straightforwardness
and the beautiful soundtrack. It seemed to tell me, “You’re not alone.”

What advice would you give to other aspiring video game writers?
Don’t stay an “aspiring” writer forever. Go out, do the work, and make yourself proud. And make connections with other writers. Especially when freelancing, having a support network helps you feel less lonely!

Where can we find more of your work?
http://carlysmith.net/

memory

Back to the Future

How Time Travel Created 2016’s Most Memorable Missions

Back to the Future
How time travel created 2016’s most memorable missions.

Alex Avard

Think of all the great time travel movies that
have graced our cinemas for the last forty odd
years: Back to the Future, The Terminator, Time
Bandits, Source Code, Looper. How about videogames? There have certainly been a few that
delve deep into the subject and really explore
the cause and effect dynamics of this common
sci-fi staple: Quantum Break, Braid, Life is Strange.
But the well quickly runs dry. While many of these
have offered a few neat mechanics to explore
their thematic focus on time travel, none have
truly delivered an experience where the player
can meaningfully interact with the dimensions of
time itself.

2016, however, saw the release of Dishonored 2
and Titanfall 2. Each of these games features a
single campaign mission that confidently demonstrates the potential of time manipulation as a
mechanic in videogames. While the context and
dynamics of each level differs in the details, the
conceptual idea remains more or less the same,
and the sense of payoff in terms of experiential
value is equally high in both. Despite the obvious
allure, time is rarely a dimension that gets extensively explored through gameplay. Yet Dishonored
2 and Titanfall 2 together prove that perhaps videogames are where the next great time travel sci-fi
stories will be told – and should be told.

Links to the
Past
An unexpected companion for Ocarina of Time
leads to another kind of adventure.

Links to the Past
Imran Khan

I

n the summer of 1999, my parents didn’t want
me staying home all day during the holidays.
During the prior school year, they had chaperoned a field trip to a volunteer organisation that
helped people with mental disabilities keep up
with modern technology. My younger self was
impressed, though it failed to make a lasting
impact. My parents, however, thought it the perfect
place to volunteer my time – which I had hoped
to spend languishing on a sofa.
My first week there was awkward. I was relegated
to menial tasks, while the administration decided
what to do with a kid who didn’t want to be there.
Left to my own devices, I would wander over to the
computers and play Super Munchers to pass the
time. It was an impotent act of rebellion, against

nothing in particular, but one that got noticed all
the same. My sneaking away to play videogames,
and chattering about games when asked about
the subject, lead the centre organisers to find a
new role for me.
One day, I was told that my presence was requested upstairs. This was not odd; I had been no stranger to lectures about my attitude, and suspected
this to be another. However, upstairs one of the
organisers was sitting with an older man – Wayne.
He reached out to me for a weak handshake.
Wayne was suffering from early onset dementia;
the centre was using computer software to help
him stem the effects of memory loss. They were
now trying to help Wayne cope using videogames,
after responding well to similar software.

The Curious Nostalgia
of Dear Esther
The Curious
Nostalgia of
Dear Esther
Recollection and sentimentality take on a wider
meaning when you walk with Dear Esther.

Anthony McGlynn

There’s a sense of irony in The Chinese Room’s
Dear Esther receiving a re-release with the subtitle
‘Landmark Edition’. To some, it barely qualifies as
a game at all — more of an exercise in pretension
than a “landmark”. Yet, there is a poetic strength
to calling it the Landmark Edition. As an oddball
mystery-cum-exploration game with an abstract
premise, Dear Esther has managed to retain a fan
base long enough to justify a new release on the
Playstation 4 and Xbox One. Outside of its influence, ‘landmark’ serves as a suitable thematic
subtitle too, indirectly referencing its major themes.

Emulating Memories
Alan Williamson

Emulating
Memories
We can emulate the games from our past, but what
happens to the memories attached to them?

C

hristmas is inherently wrapped up in nostalgia,
and for me, that nostalgia comes wrapped
up with videogames. On Christmas Day 1992, my
dad and I played Sonic the Hedgehog for the first
time; on Christmas Eve 2012, my brothers and I
linked up three Xboxes to play Gears of War 3’s
Horde mode together; in 2014, Paul gifted me
Moto Racer for the original PlayStation and we
scoured three houses for something that could
play it. The memories are in the context of games,
but they’re really about family.

The last anecdote about Moto Racer builds on a
running theme over the years in my Five out of
Ten essays: the power of nostalgia to capture our
attention at the expense of the new and novel.
Paul got an Xbox One that year, but we ignored it
as we all huddled round an older console, swap-

ping the controller and laughing at our crude
crashes. Although Moto Racer is a fun game, it’s
hardly an all-time classic. But it’s the first game we
all played on our first family PC, and it’s meaningful
to us. Those familiar old courses, crassly textured
bikes, and farting engine noises take us back to
a time when life was simpler and no one had a
girlfriend; now three of us are planning weddings!
I picked up a new Apple TV last year. It’s a nice
device with lots of potential, which is a polite way
of saying there’s considerable room for improvement. What really appealed to me was side-loading it with the open-source emulator Provenance,
resulting in a power-efficient micro-console with
every Mega Drive game available through voice
search.

Preserving the
Past
How do we archive games when their physical
components are integral to the experience?

Preserving the Past
Carly Smith

M

emories are messy and fleeting. My personal histories are warped from retellings and
embellishments that solidified my feelings more
than the original sequence of events. I can tell you
which childhood games made me feel distraught
or heroic, but not which part triggered those
emotions, without going through the experience
again. People can only remember so much as
individuals; without systems in place to preserve
memories, culture slips through our fingers.

My husband started playing through the Metal
Gear series just as Donald Trump became president of the United States. While the timing was a
coincidence, as I listened to the Boss talk about the
‘cycle of war’, I thought of the terror my government
is spreading in the present. But we can go back
further in gaming’s past to find art with historical relevance, such as the arcade game Missile
Command from 1980. While both of these games
address Cold War anxiety, Missile Command was

actually made during the period, serving more
like a primary source than historically-inspired
fiction. It tasks players with defending their cities
from nuclear missile attack using a trackball and
buttons. Violently spinning the trackball to move
the cursor across the screen, with the game
becoming increasingly difficult, feels futile. Missile
Command’s programmer Dave Theurer had nightmares about missiles bombarding cities during
the development process: with nuclear weapons
an uneasy subject of the Trump administration,
the nuclear nightmares of Missile Command feel
topical once more.
But Missile Command isn’t easy to come by. It’s
rooted in its hardware — the physical anxiety feels
lost in the point-and-click browser game translation — and I’ve only come across it during an
arcade exhibit at PAX East. The game is over a
decade older than I am, and the arcade boom of
the era has left our collective consciousness.
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