
 

 

 

  

GAME REVIEW: Content Warning 

 

 

When Content Warning was released on April 1st 2024, everyone thought it was an April Fools 

joke. The game, that lets you dive into the underground with a few friends and film your own 
horror movie, might seem gimmicky at first - but under the surface hides something deeper. 

More than just filming, Content Warning has developed an adventure - a quest where you and 
a couple of friends go on a mission, unaware what it will entail, but with one goal - to entertain. 
This notion of not knowing what to expect, is what makes the game feel dynamic and exciting. 
However, on some dives, you mostly encounter snail-creatures and starfishes, and struggle for 
finding good content before oxygen run out. On others, you get much more than what your 
bargained for, and often all at once. Therefore, at the same time as this dynamic is one of the 
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game's most precious ones, it also what can make it fall flat, and here lies a challenge that 
Content Warning has not yet fully mastered - it's spawning algorithm. 

Connected to the spawning, the game could also sharpen what is usually a standout feature in 
horror games - the anticipation of danger. A few monsters, such as the glitch monster, 
telegraphs clearly that they're incoming, but most stay somewhat silent until someone notices 
that they've suddenly popped up onscreen. If the indicators - visuals, sound - could turn up a 
few notches, the adventure would feel so much more exciting - and make for better movies. 

 

Encounters 

 

 
One of many unique monsters and challenges in Content Warning 

When the encounters do happen, they often offer a rich variation of spooky monsters. Will it 
be the slow robot that can one-shot you, the spider that pulls you closer, the sniper that 
grapples and reels you in or the bomb that consumes the whole map? You never know who, 
when or where something will come after you - or how many at once! When it gets it right, 
which arguably is at least half the time, it becomes the game's most compelling feature and 
reason why players return dive after dive to take selfies with potentially deadly consequences. 

The second most compelling feature is to return home after a challenging dive, meet up with 
your friends who died during the mission and together sit down to watch the replay and laugh 
about how said deaths occurred. I can't count how many times I've downloaded the videos to 
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have them forever etched into my hard drive as an animated photo album of the fun me and 
my friends had together. This is why Content Warning stands out - the goal of the game is also 
the very things that creates fun memories, and this is the reason I return to it over and over 
again. The core of the game is a truly unique formula from what we've seen in games (or at 
least of what's been popularized). Content Warning has literally carved out a new nieche in the 
market only for itself. 
 

 

Phew - all my friends are dead, but I made it home with the camera. 

 

Items & inventory 

As the party lays down successful dives, they earn cash, which can be used to buy items that 
increase survivability (such as defibrillators), that help handling monsters (such as a stun stick) 
and those that help make better movies (such as a mic). These are excellent utility for players 
and help them with several things - to get closer to monsters with lower likelihood of dying, 
ability to revive and even boost views for better payout from the next posted video. The items 
however seem to 'cap out' at a certain cost, after which there are no bigger items to help, and 
those that exist don’t work on the more difficult monsters. Hopefully, more updates will be 
released to allow players to get closer and film the scariest monsters and live to tell the tale. 

To bring all their newly purchased items with them on their next dive, each player is given three 
inventory slots. This limitation in loadout brings interesting choices to players - should they aim 
for more views, or just make sure we safely get out? The choice might depend on where in the 
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day-3 progression cycle the party is, and how well they are doing on attracting views on their 
videos. It also allows players to form soft roles and specializations - one could be the medic, one 
could be the film director, one the monster handler, one the camera assistant etcetera. This can 
really elevate the teamplay experience. Still, as with most things in Content Warning, there is 
room for improvement - the film props that a camera assistant has will for natural reasons get 
lower priority than survivability items and monster handling, and the fun they can provide 
rarely happen. In small parties, they pretty much never happen, as its harder to get someone 
out alive with fewer people. A reworked system that gives small parties higher chances of 
making it and more use of the props would make the game feel more fun and balanced. 

 

Sponsored quests 
 

 

Quests to choose from. To interview monsters, or to save cash, that is the quest(ion). 

 

New additions to the game are the sponsored quests, that also grant the persistent currency, MC. These 

have a lot of potential as they add extra meaning, and goal when diving down - a side-quest aside 

filming spooky stuff. However, you can only have one per game, they seem very random, sometimes 

duplicated, with descriptions that has several different interpretations. Some are literally to just save 

money, which actually makes a daredevil game such as Content Warning less fun. They don't really 

seem well integrated with all other systems, such as sponsor gifts, and they don't all really teach the 

players how to make good movies. This seems like a missed opportunity. They also require gameplay 
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risk - but don't generate gameplay reward. This can cause disparity between different player personas 

who might be more focused on surviving as many cycles as possible and less on buying their 10th hat 

(more on this later). 

 

Gaining views 

At a glance, the game gives the player an engaging wrapping - to become a famous content 
creator. At its core, this is working - players are filming themselves, shouting, screaming 
etcetera, and using some props for their filming. Pretty soon, however, players start question 
the value in this - are they really getting more views by doing so? Here lies the game's greatest 
weakness: It's unclear what kind of actions reward views - and how many. 

This creates a huge disparity between seasoned and new player. Nothing is more frustrating for 
a seasoned player than a newbie who wastes the full film roll on dancing. It's also hard for 
everyone to understand the role of some items. Should I feature this sponsored gift in my 
films? Should I film human remains, or at least the body of my friend? Or are all those just 
distractions that keep me from filming what really reels in the big views - the monsters? It's 
hard for players to know how to improve. Watching a video and seeing its numbers increase 
gives an indication, but there also seems to be a lot of false positives, and opinions often differ. 

 

 

Someone found and filmed a skull. We have no idea if this was good use of film or not. 
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Progression & replayability 

As much as Content Warning is fun, it can feel a bit repetitive. It follows a typical roguelite 
formula, where you can get killed and essentially reset in a daily dive, but retain some cash flow 
and the items you've kept in your home base. This system works fairly well, letting players 
manage their risk-versus-reward for each dive. It does get punishing, as one failed dive (out of a 
3-day cycle) can spell the end, and make the last round feel worthless. That, however, seems to 
be a conscious design decision, and players find ways to play around it, such as restarting the 
game (and day) on a failed dive. The system is far from perfect, but it does the job. 

The game's persistent currency - MC points - stay with your forever, or at least until spent. 
These can then be used to purchase hats as cosmetics for your character. This becomes a great 
consolation prize for those failed dives, and is able to provide high meme-value. As with many 
other things in Content Warning, though, there is room for improvement, as you might set out 
to buy a hat that then later isn't in the shop anymore, or is there but not for the same price. 

 

 

The Savannah wig is expensive, but might come back cheaper another day – IF and when reappears. 

The one downside - or perhaps missed opportunity - with the persistent purchasables is that 
they don't seem to offer you any support on your next play session. Each time you play, you still 
have to start from scratch (unless you load a save), and have to go through the slow first 3-day 
cycle without much items, for the 100th time. There is a part of me that wishes that there were 
some light gameplay-boosting elements that could be bought with MC, such as the film-makers 
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props that are in the gameplay utility store (and those actually having an effect on views, which 
it's unclear to what degree they do currently). These could then have their own inventory slots 
reserved for 'shiz-n-giggles', and using them meant my party could rush somewhat quicker 
through the initial 3-cycle when starting a new game - the one that, for an experienced player, 
offers little in terms of stimulation. By moving the props to a separate inventory slot, I also 
wouldn't feel like I wasted a normal inventory slot on something with low value, that I rather 
should use to bolster my party's survivability. This would be a welcome change to improve all 
aforementioned aspects. 

A bigger issue however, is that I can't help but feel a lack of progression. On the whole, the 
monsters are getting somewhat more challenging, but that fact still plays out wildly randomly. 
The environments feel very same-y no matter where I go, without any feeling that I'll encounter 
anything more difficult than what I would around our starting location. The 3-day cycle mission 
to get enough views stay the same, only with what seem like a number multiplier on both sides 
of the equation. There are no more valuable items to afford. The home base is not getting more 
useful. My character stays the same without any added stats. I don't feel any more scared to go 
down under than I did on my first dive. This is making the game feel very same-y, especially 
after a couple of hours, and is the game's second-biggest weakness aside understanding the 
viewing algorithm. So far, Content Warning feels like it’s lacking a pronounced ‘late game’. 
There are also no typical features such as leaderboards to keep me pushing for more. 

 

Final verdict 

Content Warning is a one-of-a-kind experience but still has a lot of unrealized potential. 

The game is a lot of fun, and stretches beyond the scope of a simple gimmick. It's a unique 
adventure with friends that offers a lot of dynamic. It will put the player in a lot of chaotic, 
unforgiving situations with a slim chance of survival. It will challenge the player’s decision-
making and in the end, turn all the co-op gameplay into memorable moments with friends.  
 
However, the game has a way to go to retain players and make it feel interesting over time and 
over several play sessions. To really live up to its promise of turning the player into a horror 
content creator, I would also expect it to get teach the player to output better and scarier 
movies over time, an aspect that is under developed at the time of writing this. 

All in all, with its affordable price tag, I recommend anyone to try out Content Warning, and 
have some fun with friends. It's well worth it even if just for one or two night of playing. 
However, if you are only interested in games that would be mainstays in your gamer 
repertoire, I would stay tuned for game updates that offers a more engaging late game – and 
keeps you hooked on daredevily pushing your limits to becoming the ultimate horror creator.  

 


