
Amnesia: A Machine for Pigs – Expectations, ideas & theories 

By RudeGuyGames 

Amnesia: A Machine for Pigs is an indie horror game developed by Frictional Games. It is currently  

set to a release on the 10th of September, 2013. Many people might now be able to rest assured that 

the game now has a release date, myself included.  

The Story 
 

The year is 1899 

Wealthy industrialist Oswald Mandus awakes in his bed, wracked with fever 

and haunted by dreams of a dark and hellish engine. Tortured by visions of a 

disastrous expedition to Mexico, broken on the failing dreams of an industrial 

utopia, wracked with guilt and tropical disease, he wakes into a nightmare. 

The house is silent, the ground beneath him shaking at the will of some 

infernal machine: all he knows is that his children are in grave peril, and it is 

up to him to save them. 

- gog.com 

Well, we now know the story is taking place about 60 years after the happenings in the original 

“Amnesia: The Dark Descent”. To me, it looks like it’s going to be quite a game, but the “children-are-

in-great-peril”-part is just another petty, stereotypical attempt to fill in the story, in my eyes. Besides, 

in the Hallowe’en trailer, his children are seen twice walking away from Oswald. That doesn’t sound 

right. If I were a child in a world like “Amnesia”, I’d be scared shitless, and if that’s really Oswald’s 

child/-ren, why couldn’t he just yell at them to come? I think his children are either possessed, 

hallucinating, or they’re long dead.  

It seems the whole game is related to the Mexican expedition. What was the expedition about, and 

what does it have to do with a giant pig-slaughtering machine in London? I read a theory somewhere, 

where someone “predicted” it was going to be another “divine relic”-plot like “Amnesia: The Dark 

Descent” had. In my personal opinion, that’s the last thing this game needs. The plot in the original 

Amnesia was, in my opinion, somewhat dull. I don’t know about this game, but there certainly seems 

to be a lot more thought behind it this time.  

I really don’t have much else regarding the story to ponder over. There’s the fever, but until I get to 

play the game, predicting what caused it is really difficult.  Also, in the trailer, we hear this quote:  

- My dear Mr. Mandus, I admire your vision, I truly do! But there are surely not 

enough pigs in the whole of London to feed the appetite of such a machine. 

 

- That all rather depends, professor, on what one considers to be a pig. 

- helldescent.com 
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Gameplay 
The first thing I noticed about the gameplay was the new lantern. Instead of sending out a sphere of 

illumination like in “Amnesia: The Dark Descent”, we have more focused beam of light, capable of 

illuminating farther at the cost of a lower field of illumination. The new flashlight seems to be good at 

focusing farther into the deepness of the unnatural darkness found in Frictional Games’ previous 

games. Any change to the game makes for an interesting new experience from the previous, and I 

can say with all certainty I will be surprised if people can justifiably claim it “sucks salty donkey 

scrotum”.  

Digging further into the game on YouTube, I came across a video with up-to-date news. What I was 

about to learn stunned me. The inventory had been removed. My first thoughts were “lolwut how 

dus that even work lol???” However, as I thought more and more about it, it became more and more 

logical. You see, carrying around on all the crap you did in the original “Amnesia” didn’t really make 

that much sense. You could pick up certain items, and you never needed to go back to that same 

area again. Without the inventory, FG and The Chinese Room could easily exploit the game’s new 

system: forcing the player to go back and get, I don’t know, the second cogwheel needed for a 

puzzle? That means trekking through a potential Pigzilla’s territory once more, since we’ve already 

established monsters don’t despawn. Yes, they do NOT despawn, ever. At least, that’s the conclusion 

I’ve come to. I haven’t watched the recent gameplay videos released by some YouTubers already, 

and I won’t until I’ve played the game, so I’m left to wonder what the monster looks like.  

Now that that’s covered, let’s go to the next topic: monsters. Yes, monsters. You know, the strange-

looking, noisy, creepy bastards that are always after you, lusting for blood. I just now, while writing 

the last three paragraphs, came up with a name for the monsters in this game: Pigzillas, or Pigzillae if 

you’re a hardcore Latin-fan like me. As I stated above, they don’t despawn, so we’ve got that out of 

the way. Next, I read on one of the Steam discussions in the community section of the game that 

there is no “terror meter” noise, but I can’t really say I believe that to the fullest extent, as the 

developers left a message on the for a that the noise is “now moar grindier”.  

I don’t know about you, but I think I one of the things I am anticipating the most is how the monsters 

look. I know that there are now images of the monsters out there, but I must resist the temptation of 

clicking the links to them, as well as gameplay videos. Someone once said that it’s not a moving 

monster at all. I would create a link to whatever post that was, but finding it would be a pain in the 

ass, because I can’t remember exactly what was said. I think it was in either part 2 of the discussion 

topic or in the trailer video. Anyway, it was something about the monster not looking like a living 

creature at all, because to the author of the comment, it looked like it was just sliding along the floor, 

leading them to think that it was just a “claw” or a “crane” of sorts to transport pigs from their cages. 

However, that does not explain the footsteps, and it sounds like it has two legs. I don’t know about 

limbs, though. 

Also, puzzles. There are puzzles. Yay, I’m going to have a fun time solving those…   
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Graphics 
No game is a game without graphics like a game is supposed to have, so it would be logical to have a 

section covering the graphics in “Amnesia: A Machine for Pigs”, wouldn’t it? As far as I can see, there 

are several improvements to the graphics from “Amnesia: The Dark Descent”. One of the most visible 

is the new shading system: there seem to be more reflective walls, and the new lighting is absolutely 

fantastic, however I still find the trees and the outside environment to be slightly less graphically 

optimized compared to the interiors, but then again, the trailer is almost a year old. The improved 

graphics allow us to see tinted light! You know, red light, for instance, as seen in the trailer! The 

interior environments also seem to be a little bit more open.  

Audio 
Second only to visual effects, sound effects play one of the biggest roles in horror games. A 

jumpscare isn’t a good jumpscare if there’s no noise accompanying it. Well, jumpscares are a poor-

man’s cheap way of creating a horror game, as many people find them unnecessary. However, that is 

another topic entirely. We’re focusing on the audial aspects of “Amnesia: A Machine for Pigs”, and so 

far, I’ve seen a lot of improvements; big surprise, there. In the original “Amnesia”, there were a few 

background effects and, of course, monster effects, in addition to other miscellaneous sounds such 

as objects hitting something across the room because super-strong Daniel threw that one 30-

kilogram rock 8 meters with one hand. Anyway, I noticed that there are many more sound effects 

added in “Amnesia: A Machine for Pigs”, such as the buzzing of an electrical lamp, change in sound 

level depending on the distance of the source, and there seem to be more sound effects from Mr. 

Pigzilla over there than Mr. Bibjaw and Crackhead, as well. There are spoilers there for those who 

haven’t played or seen the original game, by the way. The original game also didn’t have that echo, 

as the monster “roared”. This gives the player the feeling of being alone in a dark, creepy shithole full 

of Pigzillae!  

Soundtrack 
A soundtrack? What? Are you serious? I’ve never heard of a game with a soundtrack before!  

The first soundtrack released for “Amnesia: A Machine for Pigs” was “Mors Praematura”, which 

translates to “Premature death”.  

Mors Praematura 

Plagam mortiferam infligere 

Abiit ad patres 

Mens rea 

Mundus vult decipi 

Memento mori, memento mori 

It’s a nice soundtrack, but I can’t help but feel that the pronunciation of some of the words is completely off. 

For instance, it’s “mens rea”, not “mend rea”. It’s also not “momento mori”, but “memento mori.  

http://youtu.be/E_9IyBzbyWQ?t=40s
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Until the game is released, I can’t do anything but wait. I can’t give a verdict to a soundtrack I can’t 

hear because the game whose soundtrack it is hasn’t yet come out.  

 

Vox Ultima Iudicis 
To sum up what has been said:  

 The game features and interesting story. However, it might be too stereotypical. (Referring 

to the “children in peril”-part.) 

 Monsters don’t despawn anymore. They also seem to have new AI. I forgot to mention that, 

LOL, but I have no sources to speak of at the moment. I’ll inform you about that in either a 

future post or when I actually do the Let’s Play. Yes, there will be a Let’s Play. Shut up.  

 The new graphics design includes: 

o “Glossier” reflections 

o Better textures 

o Better lighting and shading 

 The new audio system includes:  

o More realistic “echos” 

o Sounds that vary in tone and strength depending on distance. (I still don’t know 

about walls.) 

o More, new sound effects.  

 The soundtrack is good, but some of the Latin words could have been pronounced in a more 

“Latinic” manner in “Mors Praematura”. Other than that, it’s great!  

 

Final super-excited-

and-stuff-score: 

9,5/10 


