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Rogue Legacy

Loot, Die, Repeat.

I haven't finished Rogue Legacy. This is an oddity as I rarely discuss a game 
without seeing everything it has to offer unless it's just not a great game. 
Rogue Legacy is a great game. It's wonderfully simple yet inherently deep. It 
lends itself to both long sessions on the PS4 and quick public transport runs 
on the Vita. It's easy to understand yet insanely difficult to master. Every time 
I die I ask myself if I have time for one more attempt. In this it is a masterclass 
in simple game design. It's easy to pick up and play for a few minutes yet the 
game doesn't fall foul to the repetitiveness of other procedurally generated 
games. It achieves this by giving the player a constant sense of progress.

The game presents itself in a similar manner to Castlevania, albeit with a 
more fun cartoony look (seriously don't be fooled by that, this game gets very 
difficult). You're tasked with beating all 4 bosses in the castle and getting 
through a big golden doorway. However Legacy distinguishes itself by not 
having you respawn or load a save after death. Instead you choose the heir 
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to your family who will take on the task of entering the castle themselves. 
They all have their own traits and classes so you never know what to expect. 
They might be gay or afraid of chickens. Or you could have no foot pulse 
which I discovered was really useful later on when I couldn't set off floor traps. 
It's a fun mechanic 
and helps the feeling 
of progression in the 
game. 

If there's one thing I 
can say for certain 
about Rogue Legacy 
it's that you die a lot. 
Every death sends 
you back to the start 
but let's you keep the 
gold from that run to 
buy upgrades. However you can't keep the gold forever, you must give it up 
to get back into the castle to begin your next run. It's a fantastic mechanic as 
it incentivises you to push on for that little bit more gold to fund the next 
upgrade. If makes for some intense death runs in harder areas. The fact that 
you restart after every death might have been grating if the castle wasn't 
randomly generated every time. Sometimes you might see similar rooms 
again but the layout is always wildly different. It makes exploration 
consistently frightening as you never really know what's waiting beyond each 
room.

Unfortunately I felt that there wasn't enough balance in this system at times. I 
think some 
heirs gets 
very lucky in 
the 
placement of 
chests and 
enemies 
while others 
are basically 
marked for 
death early 
on. I'm sure 
it's difficult to 
balance but I 
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wish the game never felt unfair. Most of the time it's my own fault for dying but 
that wasn't always the case. It might have more to do with the need to 
upgrade your character than anything else, many of those overly difficult 
rooms become a breeze with a few upgrades. I just wonder how they expect 
players to survive some of the potential rooms even in the first area, the 
castle itself. Perhaps there is a disconnect between when I would expect to 
be strong enough to tackle each area and when the developer expects us to 
do so. I just find it jarring that even after completing that area boss some 
rooms still feel beyond my reach. 

In this sense the lack of difficulty scaling is both a blessing and a curse. early 
runs of the game feel utterly impossible at times. I managed to stick through 
the challenge but I fear others would give up too soon. Give this game some 
time and the sense of progression really starts to keep you coming back  
again and again. The game starts off at an impossible level of difficulty but as 
you get stronger that bar never raises. Rogue Legacy is rarely about winning, 
it is more often asking you to push your characters closer to that high bar it 
has set. Only then does it give you that wonderful taste of accomplishment. 

I'm not sure if I'll ever finish Rogue Legacy. I've defeated only the first boss. It 
was a close one but killing the big eye resulted in a fountain of gold. It was a 
fantastic achievement. I'll keep working away at it piece by piece for now but I 
don't think it's imperative that I reach the end. Similar to Dark Souls the game 
is peppered with accomplishment, I don't need to see the credits to get my 
feeling of reward, although it would be nice. In many ways Rogue Legacy is 
the perfect handheld game. Jumping in for a few minutes here and there is a 
great way to pass the time. This is definitely a game worth checking out.
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