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custom Zen 4 CPU paired with 
an RDNA 3 GPU suggests this 
isn’t marketing bluster. If early 
analysis proves accurate, the 
little cube may outperform 
current-gen consoles in 
demanding titles such as 
Cyberpunk 2077, potentially 
doubling their frame rates. It’s 
an ambitious promise that will 
need real-world testing, but 
one that positions the machine 
as something more purposeful 
than a casual streaming box.

The openness continues at the 
software layer: it ships with 
SteamOS, but Valve actively 
encourages users to install any 
OS they like, along with third-
party apps and non-Steam 
games. Storage expansion is 
equally flexible thanks to NVMe 
support and a microSD slot 
ideal for players already juggling 
their libraries across Steam 
Decks and PCs. Despite its small 
footprint, the I/O layout is 
impressively PC-like, with 
DisplayPort, HDMI 2.0 with 
CEC, Ethernet, USB-C, multiple 
USB-A ports, Wi-Fi 6E, 
Bluetooth, and even a 
dedicated radio for the 
controller—all powered by an 
internal PSU.

What truly sets this device apart 
is how confidently it leans into 
PC culture while still trying to 
feel console-simple. Valve isn’t 
chasing the curated, walled-
garden approach of Sony or 
Nintendo; instead, it’s betting 
that players want freedom 
without friction. The form factor 
makes the machine 
approachable for families and 
casual players, while the mod-
friendly design invites hobbyists 
to tinker, upgrade, and 
personalise. Even the inclusion 

V
alve’s return to 
the living-room 
console space 
feels both 
nostalgic and 
unexpectedly 

strategic. The new Steam 
Machine isn’t a resurrection of 
the scattered Steam Machines 
initiative from a decade ago, nor 
is it simply a TV-tethered 
answer to the Steam Deck. It’s a 
compact, thoughtfully 
engineered cube—roughly 
GameCube-sized—that aims to 
deliver authentic PC gaming 
without the expense, noise, or 
desk space commitment of a 
traditional tower. The design is 
understated and quietly 
charming: a matte black box 
with a customisable LED bar 
along the front and a magnetic 
faceplate built for cleaning, 
personalisation, and eventually 
community-driven 3D-printed 
flair. It’s small enough to 
disappear into a media cabinet 
but expressive enough to feel 
like a deliberate, modern piece 
of hardware rather than another 
anonymous black rectangle.

At launch, Valve is offering 
512GB and 2TB models, with 
optional bundles that include 
the redesigned Steam 
Controller. While the controller 
adds convenience—especially 
the ability to wake the console 
and even your TV—it isn’t 
required. The machine plays 
nicely with Xbox, PlayStation, 
and third-party accessories, 
reinforcing Valve’s long-
standing philosophy of 
openness. That philosophy 
extends to the internals. Valve 
says it targeted “entry-level PC” 
performance capable of a 
reliable 4K60 experience with 
FSR upscaling, and the semi-
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FEcontroller, a keyboard and 
mouse, or something stranger. 
The implication is that this 
controller aims to bridge the last 
few input gaps that usually stop 
PC games from being truly 
couch-friendly.

Connectivity is flexible too. You 
can play tethered over USB, 
connect through Bluetooth, or 
use the Steam Controller Puck—
Valve’s own 2.4GHz wireless 
dongle. The Puck isn’t required 
for pairing with the Steam 
Machine, though it becomes 
essential for charging and for 
ultra-low-latency gameplay. 
Each one supports up to four 
controllers simultaneously, with 
Valve targeting an 8ms end-to-
end latency regardless of how 
many gamepads are active. 
Battery life clocks in at a 
promised 35 hours or more, a 
number that feels deliberately 
aimed at weekend marathons.

What’s most intriguing is what’s 
happening under the sticks and 
inside the grips. Valve is using 
TMR magnetic thumbsticks—a 
first for a first-party console-
grade controller—which should 
translate into greater precision, 
smoother input, and far more 
resistance to drift over time. HD 
haptics return in force, with four 
motors including dedicated 
units beneath each trackpad for 
detailed tactile feedback and 
two high-output motors in the 
grips for more robust rumble. 
And then there’s GripSense, a 
system that detects how you’re 
holding the controller so it can 
enable or disable gyro aiming 
automatically. For players who 
love motion controls—and 
especially for those who usually 
bounce off them—this could be 
a meaningful quality-of-life 
upgrade. It’s also remappable, 
opening the door to custom 
input tricks for individual 
games.

Valve’s second swing at a 
Steam Controller feels far less 

of a proper power supply and 
robust cooling hints at a long-
term vision for a machine meant 
to survive multiple game 
generations, not just a single 
hardware cycle. If the Steam 
Machine delivers the 
performance and ease-of-use 
Valve promises, it could become 
a rare bridge device—one that 
finally brings the openness of 
PC gaming into the living room 
without asking players to 
compromise.

V
alve didn’t just 
show off its 
living-room PC; 
it also revealed 
the new Steam 
Controller, a 

device clearly designed with 
the Steam Machine in mind but 
flexible enough to live well 
beyond it. Valve is positioning it 
as a universal input device for 
the modern Steam ecosystem—
compatible with PCs, 
handhelds, mobile devices 
through Steam Link, the Steam 
Deck, the new Steam Frame, 
and of course the Steam 
Machine itself. In spirit, it’s 
meant to be a controller that 
follows you wherever you play, 
not one tied to a single box 
under the TV.

Its silhouette lands somewhere 
between a current-gen Xbox 
controller and a subtly bulked-
up cousin, with that extra heft 
making room for a new 
centrally mounted touchpad. 
The touchpads themselves have 
been angled inward for 
comfort, a nod to the lessons 
learned from the original Steam 
Controller. But the button 
layout has moved toward 
standardisation: dual 
thumbsticks, four face buttons, 
a proper D-pad, bumpers, 
triggers, and back buttons that 
feel more natural than 
experimental. Valve says its 
design goal was simple—every 
game on Steam should be 
playable, whether it expects a 
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experimental and far more 
confident. Instead of redefining 
how players should interact 
with games, it’s trying to give 
players the tools to play more 
games, more comfortably, on 
more devices. If the hardware 
holds up to Valve’s promises, it 
could finally become the one 
controller that makes PC 
gaming on the couch feel as 
effortless as it looks.

V
alve’s long-
rumoured entry 
into next-
generation VR 
has finally 
surfaced, and the 

Steam Frame is very much the 
kind of headset only Valve 
would build—ambitious, 
experimental, and openly 
designed to stretch what VR 
hardware should be capable of. 
Rather than focusing solely on 
traditional room-scale VR 
experiences, Valve wants the 
Frame to serve as a hybrid 
device that can play the full 
breadth of PC VR titles while 
also running standard desktop 
games inside the headset. To 
make that possible, it leans on 
two major technologies: a 
custom build of SteamOS on 
ARM, and a new approach to 
visual delivery called Foveated 
Streaming.

Unlike traditional eye-tracked 
foveated rendering, which 
changes how a game is drawn, 
Valve’s method changes how 
the image is transmitted. The 
Frame uses its internal eye-
tracking cameras to identify 
where you’re looking and then 
pours most of the streaming 
bandwidth directly into those 
pixels. The result is a higher-
quality image where it counts 
without requiring the kind of 
ultra-high-bandwidth wireless 
connections that often cause 
issues for cheaper routers or 
older networks. Valve even 
dedicated separate antennas 
for the 5GHz and 6GHz 
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FEFRAMEfor anyone juggling games 
across a Steam Deck, Steam 
Machine, or desktop PC. 
Between onboard storage 
options up to 1TB and the 
convenience of SD swapping, 
Valve seems intent on making 
the Frame feel like a natural 
extension of the broader Steam 
hardware ecosystem.

The controllers continue that 
philosophy. Valve is taking a 
more traditional route this time, 
building controllers that 
resemble modern gamepads 
rather than the wand-oriented 
grips VR users are used to. 
That’s deliberate: since the 
Frame is expected to run non-
VR games, the controllers need 
to mimic standard console 
inputs while still supporting full 
6-DOF tracking. They include 
capacitive finger sensing, 
magnetic TMR thumbsticks for 
longevity and precision, haptic 
feedback, standard button 
layouts, and replaceable AA 
batteries rated for around forty 
hours of play. Optional straps 
are available for a more VR-
centric experience, but the 
underlying idea is clear—these 
controllers are meant to work 
equally well in Celeste as in 
Half-Life: Alyx.

In many ways, the Steam Frame 
feels like Valve’s attempt to 
redefine what a VR headset can 
be by refusing to limit it to VR 
alone. It’s light, flexible, and 
deeply integrated into the 
Steam ecosystem, and if its 
Foveated Streaming tech 
performs as promised, it could 
meaningfully reshape 
expectations for wireless VR. 
Much like the Steam Machine 
and Steam Controller, the 
Frame embraces Valve’s 
signature mix of openness and 
experimentation—and it might 
just be the company’s most 
intriguing hardware bet yet.

More on these products soon!

spectrums to avoid interference 
between VR streaming and 
standard Wi-Fi activity—an 
unusually thoughtful touch for a 
wireless-first headset.

But the Frame isn’t only for VR. 
Valve will mark compatible non-
VR titles as “Frame Verified,” 
making it easy to identify which 
standard games will play well 
inside the headset. One 
example they offered was 
Hades 2, which they say they’ve 
already run at 1440p and 90Hz 
directly on the headset’s 
Snapdragon-based hardware. 
It’s a sign that Valve envisions 
this not only as a VR device but 
as a lightweight, self-contained 
gaming platform—one that can 
stream from a PC or serve as its 
own small console when 
needed.

The hardware itself is 
surprisingly lightweight: around 
435 grams for the full kit, 
including the core headset, 
optics, rear battery, speakers, 
and facial interface. Pancake 
lenses and a compact design 
keep the profile slim, though 
Valve opted against a central 
head strap by default. An 
optional accessory pack will be 
available for players who prefer 
that kind of support. Tracking 
uses an inside-out system with 
four external monochrome 
cameras, while two internal 
cameras handle eye tracking for 
foveated streaming. The 
displays come in at 2160×2160 
per eye with refresh rates from 
72Hz up to 120Hz—and an 
experimental 144Hz mode for 
the adventurous. Field of view 
sits at around 100 degrees, 
slightly narrower on paper than 
some competitors, though 
Valve notes that this includes 
both horizontal and vertical 
measurements.

It runs SteamOS, supports 
sleep/wake and cloud saves, 
and includes a microSD slot for 
easy storage expansion—crucial 
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high-profile, or tightly 
controlled locations. It’s a device 
for photographers who need 
their equipment to disappear as 
readily as it performs.

Internally, it remains every bit an 
SL3. The Reporter inherits the 
full imaging pipeline: up to 60 
megapixels of resolution, 
responsive autofocus, and 
meticulous German 
engineering that prioritises 
longevity. This differs from the 
SL2s version of the Reporter 
which was based on the lower 
resolution SL2S. Whether 
shooting in volatile weather, 
cramped interiors, or situations 
where there are no second 
takes, the SL3 Reporter is built 
to deliver consistent results in 
both stills and video.

Workflow wasn’t overlooked 
either. Leica’s FOTOS app 
integration enables fast wireless 
pairing and immediacy in file 
delivery—crucial for modern 
reportage where publication 
often happens in real time. The 
aim is to let photographers 
move from capture to 
transmission without 
compromising the durability of 
a field-ready body.

The Leica SL3 Reporter is 
available now worldwide, 
priced at £6,200/AU$12,890.00.

L
eica has introduced 
the Leica SL3 
Reporter, a new 
rugged variant of its 
flagship full-frame 
mirrorless SL3, built 

expressly for photographers 
who work where conditions are 
unforgiving and discretion is 
non-negotiable. Announced in 
Wetzlar on November 6, 2025, 
the SL3 Reporter extends Leica’s 
understated Reporter lineage 
by merging minimalist design 
with materials chosen for 
endurance rather than 
ornament. Its dark green, 
scratch-resistant coating is 
matched with an aramid fabric 
wrap—a tactile, robust surface 
that improves grip in punishing 
environments and is engineered 
to age with purpose. Rather 
than fading, the trim takes on a 
patina shaped by years of travel, 
weather, and assignment grit, 
giving each camera a character 
that mirrors the working life of 
its owner. Although in my 
experience, the fibre tends to 
start to look a little tatty after 
time, also discolouring to an 
orange shade.

The visual restraint is intentional. 
Leica has stripped away the 
iconic red dot, muted every 
control surface, and relied on 
the deep earth-tone exterior to 
keep the camera discreet when 
working in politically sensitive, 
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exploring the city or working in 
less predictable environments. A 
digital zoom extending up to 90 
mm gives photographers 
additional framing options 
without sacrificing the camera’s 
straightforward prime-lens 
ethos.

Connectivity has also been 
thoughtfully integrated. With 
Wi-Fi, Bluetooth, USB-C and 
Micro HDMI, pairing with the 
Leica FOTOS app becomes a 
seamless part of the workflow, 
making quick transfers and 
mobile editing easy and reliable. 
The user interface has been 
refined as well, offering a clear 
separation between photo and 
video features, each with its 
own colour theme and a set of 
icons designed for quick, 
intuitive navigation. Leica plans 
to bring this new interface to 
the Q3 and Q3 43 through a 
firmware update later in the 
year.

One of the most forward-
looking aspects of the Q3 
Monochrom is its support for 
Content Credentials, making it 
the first Q-series camera to 
embed CAI-compliant digital 
signatures. This allows 
photographers to verify the 
authenticity and editing history 
of their images, a small but 
important step in an era where 
transparency matters more than 
ever. 

Leica is also introducing new 
accessories to accompany the 
camera, including a wireless-
charging handgrip with 
matching leatherette, a red filter 
for dramatic contrast effects 
and a collection of straps for 
personalisation. Existing Q3 
accessories will work seamlessly 
as well. The Leica Q3 
Monochrom is available now 
costing £5,800.00/
AU$12,090.00.

I
t's been a busy month 
for Leica and the Leica 
Q3 Monochrom arrives 
as a camera with a very 
specific purpose: to 
celebrate black-and-

white photography in its purest 
form. As the second 
monochrome model in the Q 
lineup, it follows the familiar 
shape and spirit of the series, 
but with a dedicated sensor 
that captures only luminance. 
Without colour filters getting in 
the way, the 60-megapixel 
monochrome sensor delivers 
remarkably crisp detail, a wide 
dynamic range and beautiful 
tonal depth. Leica’s Triple 
Resolution Technology lets you 
shoot at 60, 36 or 18 megapixels, 
supported by an impressive ISO 
range from 100 all the way to 
200,000, and even 8K video 
recording for filmmakers who 
love the monochrome 
aesthetic. Paired with the fast 
Summilux 28mm f/1.7 lens, the 
camera maintains a clean, 
nuanced look even in difficult 
lighting, producing images that 
feel rich, textured and quietly 
expressive.

In keeping with its 
photographic philosophy, the 
design is understated and 
almost meditative. Everything is 
black or grey, from the all-metal 
body to the lens hood, with 
even the lettering muted to 
match. The leatherette has a 
refined tactile quality, and the 
iconic red Leica dot is 
intentionally absent, giving the 
camera a minimalist elegance 
that feels perfectly suited to the 
monochrome mindset. Despite 
the simplicity of its appearance, 
the camera offers modern 
comforts, including a bright 
5.76-MP OLED viewfinder, rapid 
hybrid autofocus and a tilting 
touch display that makes 
shooting from creative angles 
feel effortless. Its IP52 rating 
helps protect it from dust and 
splashes, so it’s a dependable 
companion whether you’re 


