
 

Deconstruction 

Introduction 
Pyre is an action role-playing sports game released for Windows, Linux, and 

PlayStation 4 on July 25, 2017 and macOS on August 3, 2017. The game was 

developed and published by Supergiant Games, and it averages an 84 on OpenCritic. 

Intended Audience 
The intended audience of Pyre are, first and foremost, the broad group of adventure 

game fans. The game involves a lot of dialogue to read and choices to make, which is 

the bread and butter of the genre. The game’s world is highly fleshed out and intensely 

high fantasy, which has the added benefit of drawing in fans of that genre, too. Players 

that love to meet and grow with a varied cast of characters will find much to enjoy in 

Pyre. 

 



Two smaller groups are also targets for Pyre. The first is fans of Supergiant Games 

themselves, who have made a name for themselves with compelling stories, beautiful 

and distinct art, impactful 

soundtracks, and third-person action. 

Pyre hits all of these notes, meaning 

that those that have been following 

them will probably be interested. The 

second group is sports/competitive 

game fans, as the Rites that make up the active gameplay feels very similar to the 

fast-paced sports action of games like NBA Jam. 

Gameplay and Experience 
The gameplay of Pyre is split into two states: the adventure and the Rites. The player 

takes the role of someone who was sentenced to exile for their ability to read, which is 

coincidentally what a pack of exiles nearby needs. The player character becomes the 

Reader for the group, guiding the exiles through their journey across the land and the 

Rites that they perform, with the hopes of winning enough Rites to send the team out of 

exile. 

 

The adventure sections of the game 

have the player character talking to and 

interacting with their fellow exiles. The 



player learns about these characters and follows them along their arcs. The player 

makes their way towards the next destination, where they will perform a Rite. Along the 

journey between Rites, players make choices as what paths to go down and how they 

will interact with characters that can affect the party in various ways, such as gaining 

new items, temporarily changing stats, or training specific characters to gain 

experience. These sections are heavily focused on narrative and choices as the player 

prepares for Rites. Whether a player wins or loses a Rite, the story and game will 

continue on and adapt. 

 

Players will arrive at Rites and 

have to face off against a myriad 

of teams that are vying for the 

same success in hopes of being 

freed from exile. The player 

chooses the 3 characters they will 

use to perform the Rite. During a Rite, the goal is to extinguish the enemy’s pyre by 

carrying the orb into it. A character can throw the orb into the pyre, or they can plunge 

themselves directly into it at the cost of having that character banished in the next 

round. Characters have auras that can be shot and will temporarily banish an enemy 

from play. Characters are moved one at a time and can be switched between or passed 

to if they aren’t banished. The goal is to avoid the enemy auras and either jump into the 

pyre or throw the orb in, which requires patience and strategy. 



 

Characters receive experience for playing in Rites which unlocks various abilities for 

later use. Characters can also hold stat-changing Talismans that are bought or found 

along the adventure. Lastly, each character has various strengths, weaknesses, and 

special traits that allow the player to find a playstyle that is right for them. 

 

The ultimate loop of the game is going between Rites, interacting with characters and 

trying to win as many Rites as possible to win the chance to face off in a Liberation Rite, 

in which one member of the winning team will be brought out of exile. These characters 

will leave the party, sacrificing the ability to play as them and interact with them for the 

good of their narrative. 

 

The resulting experience from the target audience’s perspective is a game devoted to 

going all in on player choice. It’s a unique and satisfying blend of interacting with a 

charming cast of characters in a detailed world and playing an RPG sports game that is 

as rich in character progression as it is in twitch action and strategic thinking. From a 

narrative point of view, the world is well-built and the characters are incredibly engaging 

to learn about and watch interact. The art direction really pulls the player in, and the 

in-game dictionary was beyond helpful in deciphering the various terminology of the 

world. The experience system and Talismans also allow a sense of choice and 

progression that invests the player further into these characters, but from a gameplay 



perspective. Finally, the actual gameplay of the Rites is tight and challenging, allowing 

for a good mix of strategy and finesse that feels fast and sports-like. 

Game Systems and Mechanics 

World Building 

The major system behind the game is its world building in terms of creating a game 

universe that players want to interact with, learn more about, and be a part of. This 

system helps immerse the players into the stories and context of everything in the game 

itself, and this is a huge focus for Pyre. 

Characters 

The main draw of the game and how it gets its lore across to the player most directly is 

through the characters. Each character that is in the party has their own deep 

backstory, motivations, and interactions that really bring them to life. All of these give a 

peek into the world and how each of them sees it. The side characters from opposing 

teams also have a decent bit of development and add many different perspectives. The 

fact that a lot of the characters have particular affinities and dislikes for various 

characters makes things all the juicier. 

Choices 

In the overworld journey, the player has to make choices that will determine what events 

and interactions occur. The first instances of these are along the road where they will be 



given options on which path to take, each having possible positives and negatives 

associated with them. These paths lead to events that not only affect stats, but also give 

some smaller moments that humanize the characters. The other choices that can be 

made are when there’s downtime to train, and the player can choose to read, train a 

specific character, or go foraging for resources. All of these small events give a lot of 

context and place to the group and their adventure. 

Highlighted Terms 

One of the best features included in the game is the fact that all terms and names that 

are unique to this world are 

highlighted, and at any time the 

player can hover over the 

highlighted word to be given a 

definition or introduction. This 

keeps the player informed when 

they are first introduced to a topic or if they forget who a character is, but it also allows 

for the game to skip the boring exposition and make the player feel like they were just 

dropped into the world. 

Soundtrack 

An understated addition to building a unique and diverse world is Darren Korb’s 

wonderful soundtrack. The music in the game is important because it not only 

characterizes the barren wasteland of the Downside and its various biomes, but it also 



adds a lot of personality to the individual characters and teams. Each opposing team, 

for instance, has their own style of music that fits their vibe. The metal, harsh pack of 

dogs are associated with a heavy rock styling, while the sea snake knights have a much 

more medieval sounding accompaniment. The songs are also composed of five to eight 

individual tracks like guitar or percussion that are overlapped depending on the player’s 

actions, subtly changing things to draw the player in. 

Rites 

While very separate from the act of world building, the actual Rites themselves are 

pretty much half of the gameplay experience. The two serve very different purposes, but 

they work in tandem to give the player a deep and immersive experience that marries 

narrative and gameplay. 

Characters 

Separately from the characters and their personalities in the narrative, each character 

also has individual traits and stats that make them play uniquely. Their aura size, how 

they shoot their aura, their 

speed, and how they move 

around all make the cast of Pyre 

diverse from a gameplay 

standpoint. A character like 

Jodariel who is large but slow 



plays vastly different from Ti’zo who is small but can banish many enemies by 

self-destructing. Players can find which characters fit their playstyle best and use them. 

However, characters have to sit out if the player uses them too much, and their most 

used characters are the ones who will be leaving exile in the Liberation Rites. 

Movement 

Players can only control one character at a time, forcing them to pass the orb and 

switch characters strategically as their enemies can target the one with the orb or focus 

on banishing the unused characters. Characters can sprint for a limited time, as well as 

jump to avoid auras and certain gaps. Players that are holding the orb can pass it to 

allies instantly, or throw it away. All of these moves allows the player a great deal of 

strategy and freedom when on offense and defense. Jumping into a flying/jumping 

enemy will knock the orb out of their hands. A player can quickly throw the orb away to 

regain their aura and shoot it at an approaching enemy to save themselves. There’s so 

many options that counter each other, allowing for some very strategic play alongside 

the fast action. 

Scoring 

Each pyre starts at a certain 

amount based on the team’s 

character composition. When 

the orb reaches the pyre, points 

are deducted from it. The pyre 



is extinguished a certain amount based on the size of the character that jumps into the 

pyre or how long the character charged up their throw before the orb went in. Jumping 

into the pyre with a character banishes that character from the next round entirely. 

When a pyre reaches zero, that team loses. 

Win/Loss 

Whichever team loses all of the points in their pyre will lose the match. No matter the 

outcome of a match, the game continues on and adapts. Winning will result in the 

team’s morale being high and having a shot at Liberation Rites, while losing wil lower 

morale. This forces players to really play their best in each match, as there’s no turning 

back after a match is over. 

Liberation Rites 

During a Liberation Rite, the player is forced to choose one of their three most played 

characters to offer up and free from exile if they win. This forces them into a difficult 

decision of who they want to let go, and whether or not they want to lose one of their 

favorite characters in order to give them a good life in the plot. 

Experience/Masteries 

Each character gains experience from playing in a Rite and from individually training 

with the player. When enough experience is gained, the character reaches a new level, 

allowing them to unlock an 

ability in their tree. These 



abilities will enhance skills of each character to make them stronger in the areas that 

they’re already fairly strong, making for a cast that becomes even more diverse as the 

game goes on. Rukey, for instance, can upgrade to run faster and jump again while in 

the air. These Masteries really add a lot of choice and progression for each character. 

Titan Stars 

Similarly to other Supergiant releases, the player can activate modifiers that make the 

game significantly more difficult in exchange for more experience if they win the Rite. 

These modifiers can be activated in any combination and can stack to earn even more 

experience. The effects range from starting with less points in the player’s pyre to 

keeping enemies in the match if they plunge themselves into the player’s pyre. 

Arena 

The layout of the arenas changes up the gameplay slightly. Arenas will have obstacles 

that block movement and aura shots, and the actual layout of the paths also varies. The 

arenas’ variations don’t necessarily change up gameplay drastically, but they force 

players to think differently during each match. The obstacles may move around on their 

own on one arena, while another arena might have gaps that can be fallen into that 

have to be either jumped over or moved around. 

Player Experience 
The systems of Pyre interact to create a game with a strong and deep narrative that is 

balanced between interesting choices and satisfyingly challenging gameplay. It’s hard 



not to feel immersed in this lovingly-crafted world and want to follow these characters 

through until the end. There are also some genuinely difficult choices, whether they’re 

who to trust when choosing a path on the journey or who to send off for a better life out 

of exile. This meshes well with the urgency of the action-packed sporty Rites, creating 

nice peaks and valleys for the 

player to be really involved in the 

calmer moments and then 

challenged and engaged in the later 

ones. The Rites, gameplay-wise, 

are obviously distinct from the rest 

of the game, but they feel just as important as any other aspect of the game. Those 

difficult choices even come back up when deciding on the Masteries and Talismans for 

each character. The Titan Stars, especially, are an interesting choice that allow players 

to set their own difficulty for the game. 

Success 
Pyre succeeds in delivering this experience that is very difficult to pare down to just a 

sentence. The game makes it a goal to give players a lot of choices that are incredibly 

impactful in both the gameplay and the story, with genuinely difficult decisions about 

who to play as, how to upgrade characters, what paths to go down, and whether to set 

characters free or keep using them. The fact that the game and narrative adapt to 

almost every choice in such a natural way that it’s difficult to see where the seams come 



together, which is a testament to how well the systems come together to make the 

experience feel clean and powerful. The Rites are also all about quick choices, with so 

many simple options that counter one another and force players to be on their toes and 

thinking. The game really makes the player feel involved in the story and its world, in 

addition to how skilled they will feel after winning a very close Rite. 


