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Picking the cover star for the 
annual ‘previews’ issue is tricky.  
What one game encapsulates an 
entire year, and one that has not 
yet come to pass? Evolve is as 

good a bet as any: it takes an idea reasonably 
well explored on the Xbox 360 – four-man co-
op – and evolves (yes) it with new-gen heft. As 
fun as it was to go up against Left 4 Dead’s AI 
director, there’s something even more thrilling 
about taking on a devious human mind, and 
one equipped with molten lava breath at that.    

Evolve is one of 50 games in our mammoth 
2015 preview feature. If you fancy your games 
a little less bombastic but no less interesting, 

then cast your eyes 
to page 60 where we 
dip into the ocean of 
indie gems heading 
to Xbox One. Talking 
of small games with 

big potential, we also talk to young upstart 
343 Industries about a little thing called Halo 
5: Guardians. Between you and me, I think this 
whole Halo thing has potential to be massive.     

“it’s thrilling to take 
on a human mind, and 
one equipped with 
fire breath at that”

Welcome… 
to another 
365 days of 
xbox joy 
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indie, i  
love you

enter a world of giant pink death 
stars and sentient cups (p60)

alien: isolation 
revisited

why crappy Crt monitors are the key 
to Alien’s retro appeal (p100)

the honey  
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Far Cry 4 reviewed: a game with 
attitude and altitude (p74)

guardians of  
the galaxy

halo’s lore-master tells us what 
makes master Chief tick (p68)
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2015: xbox one  
evolves

Evolve is just one of 50 incredible games given a proper 
probing in this month’s preview special (p28)
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ToTalxbox.com oxm on iPad

Steve Hogarty
Contributor

live Private

Twitter @misterbrilliant

We’re not entirely sure who 
this ‘Steve’ figure is, but he 
just turned up in the office, 
ate all the teabags and 
curled up under the desks 
to sleep. We see him as part 
of the furniture now. also, 
he wrote the back page.

alex Dale
Deputy editor

live chocoboofDoom

Twitter @sporadicdaler

after a few hours in the 
Far Cry 4 world of Kyrat, 
alex decided a pet honey 
badger was a brilliant idea. 
he hasn’t turned up to work 
since… he’s probably just 
having loads of fun with 
brian the honey badger.

Emma Davies
Production Editor

live oxm emma

Twitter @emcetera

See that one glowing bead 
on emma’s necklace? Yeah, 
turns out that was actually 
an incredibly powerful 
explosive. Where emma’s 
desk used to be is now a 
large crater. We’ve never 
seen hR so angry.

Kate Gray
Staff Writer

live oxm Kate

Twitter @hownottodraw

Kate really threw herself into  
Rogue this month – and 
now she owns an actual 
galleon. She doesn’t even 
live near the ocean. We tried 
to find out why she thought 
that was a good idea, but 
she just bellowed “aRRR”.

Meet the… 
oxm conTribuTorS
 The people behind, and in some senses also under, the UK’s biggest games mag

Grand Theft auto V
Aggressive strangers and the 

ability to play as a shark? Sounds 
like a normal weekend to us. 

Walking Dead rucksack
A replica of Clem’s iconic bag 

turned up in the post. Dried zombo 
blood happily not included.

assassin’s creed rogue
Look at my new wallet. It’s made 

out of the skin of 10,000 baby 
bunnies and a narwhal horn.

Far cry 4
Elephants + C-4 = the best 

time we’ve had with pachyderm 
gizzards in at least a week.

oFFicE PlaYliST > WHAT WE’VE SPENT OUR TIME ON THIS MONTH

if you love oxm, but 
wish there was a way 
you could play it while 
simultaneously receiving 
emails and notifications 
about the growth of your 
turnips in FarmVille, then 
you’ll be pleased to know 
we also have an iPad 
version. Perfect!
bit.ly/ipadoxm

fun fact: the ‘World Wide Web’ 
was so named because the 
servers kept falling over, and 
they had to be held together 
with a giant, custom-spun 
spider web. that’s definitely 
true and not a lie we just  
made up, promise.
recent highlights: Destiny’s on-
disc Dlc explained by bungie / 
Real-life Forza Horizon 2 livery / 
is the Halo: Nightfall miniseries 
the darkest Halo spin-off yet?

Paul Taylor
Editor, AU

live Paulus mct

Twitter @mynameispt

Paul’s gearing up for a 
2.5km ocean swim, which 
means spending a lot of 
time in australian waters 
with sharks and jellyfish and 
other creatures that want 
to make you die horribly. Did 
we mention it’s for charity?





Increasingly, we’re seeing boxed games ship 
in a condition that’s barely fit for purpose. So 
why is ‘broken’ becoming the new normal?

Breaking Bad

patchy standards
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xBox news, anaylsis,culture, opinion & more



JrpGs coming to Xbox One
phil spencer, following a cheeky question 
put to him on twitter about whether the 
likes of Blue dragon or lost odyssey  
would be coming to xbox one, answered 
simply: “you will see Jrpgs on xbox one.” 
wHat could it mean?! (Hint: see headline.)

remember Me dev making new rpG
French studio dontnod is hard at work 
creating its next game – an xbox one rpg, 
by the sounds of a job advertisement it 
placed on its website. we’re not saying we 
applied. we’re not saying we didn’t. we 
can’t really speak French, though.

“Been a while. Been up to much?” “same old… 
shopping, knitting, killing all the reds.”

 a
t the moment, sorry seems to be the easiest 
word to say. “with the initial release of Halo: 
The Master Chief Collection, we have not 
delivered the experience you deserve,” wrote 
bonnie Ross, head of 343 Industries, in a 
blog post dated 24 november. “I personally 
apologise for this on behalf of us all at 343 

Industries. our team is committed to working around the 
clock until these issues are resolved…  once we’ve done 
that, we will detail how we will make this right with our fans.”

Ross’ post alludes to a matchmaking bug that has 
rendered the multiplayer component of Halo: The Master 
Chief Collection almost unplayable since launch. when you 
do manage to get a game, it’s the mutt’s nuts, as you’ll 
discover if you flip to page 92, but even at the time of writing 
– over three weeks after the game’s initial release – those 
moments are depressingly few and far between. there’s 
no sugarcoating the situation: this is (or hopefully by the 
time you read this, was) an embarrassing setback. It’s also 
one that’s come at the worst possible time, with xbox one 
beginning to gather momentum largely off the back of sales 
of exclusives such as The Master Chief Collection. we can 
only hope that the experience, in tandem with the upcoming 
Halo 5 multiplayer beta, which is scheduled to begin on 29 
December, will see 343 Industries better prepared for Halo 5’s 
launch, tentatively scheduled for this time next year.

but we don’t want to give the impression that we’re only 
putting the boot into Ross and co. truth is, 343’s post-
launch woes are bang on trend at the moment. left, right 
and centre, apologies are flying out of devs’ mouths, as big-
budget games launch with crippling performance problems or 
undercooked feature sets, with developers working to patch 
the problems after boxed copies have already left the nest.

ea’s Battlefield series, for example, is so well-known for 
its online teething troubles that they’re almost a meme. over 
on PlayStation 4, meanwhile, evolution Studios’ Driveclub 
has suffered from server woes so widespread and disruptive 
that they make The Master Chief Collection’s servers look 
laughably efficient. It goes to show that the issue isn’t 
purely on xbox one. Rather, it’s an industry-wide issue, as 
developers buckle under the strain of creating ever-more 
complex games to ever-tightening deadlines.

It is reasonable, of course, to allow for a certain degree of 
teething trouble when it comes to online games – all the 

//A mAtchmAking bug  
hAs rendered 
the mAster chief 
collection’s multiplAyer 
Almost unplAyAble//
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the sudden apperance of 
patched-in candlesticks 
was the talk of the 
parisian party.

stress tests and behind-closed-doors 
testing sessions in the world cannot 
completely prepare a team for what will 
happen when the ribbon is cut and the 
general public let loose to wreak havoc 
on a game’s servers. 

hiGh stakes
but this argument can only cut so much 
slack. these are big-budget games 
within a big-money industry, and they 
demand a big dent in your wallet. the 
matter is compounded by publishers 
getting increasingly aggressive in 
their push for pre-orders. fans are 
railroaded into stumping up as much as 
£85 on pricey special editions that are 
often more threat than incentive – buy 
now, or forever be locked out of some 
of the game’s more intriguing content. 
asking customers to cough up that 
amount for something that hasn’t even 
been finished yet requires a lot of faith 
on the part of the customer. faith that, 
we think it’s fair to say, has not been 
repaid by this year’s christmas haul.

but if sympathies for borked 
online games are beginning to run 
dry, then it’s tumbleweed, wagons 
and bison skulls all round for the 
sympathy-desert that gamers have 
for 2015’s other worrying launch-day 
trend: borked single-player. of which 
Assassin’s Creed Unity is the biggest 

offender by far. accounts of launch 
experiences with Ubisoft’s Parisian 
pierce-’em-up are inconsistent, 
but Youtube evidence proves their 
existence. Problems range from 
crippling framerate issues, to  
character’s faces spontaneously 
imploding, to arno falling through 
the fabric of the universe, or sudden 
downpours of peasants from the sky as 
the engine loads too late.

like 343 Industries, Ubisoft is full of 
apologies, and to its credit, it’s been 
willing to dip into its gold reserves to 
offer season pass-holders afflicted by 

the problems a selection of free games. 
not old tripe either, but new, fresh 
offerings such as Far Cry 4. 

 online patches are slowly chipping 
away at the problems, and we have no 
doubt Unity will eventually be the game 
Ubisoft wants it to be – but that’s no 
consolation for fans who have to wait 
to play the game as it was meant to be 
played – and those who don’t have the 
ability to connect their xbox one to the 
internet (yes, there are still many), are 
stuck with a dodgy version forever.

we here at OXM are not professional 
game developers. between us, we’ve 

a day-one patch brought the evil 
within up to scratch, but internet-
less buyers had to endure a slow, 
stuttery experience.

Minecraft star Wars, there will be
we felt a disturbance in the Force. as if millions of 
fingers suddenly clicked ‘download’. we fear something 
cool has happened. like the star wars minecraft skins! 
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visited dozens of studios across the 
globe, from Japan to Romania, so we 
have some idea of the complex issues 
encountered while making our favourite 
games. but we can’t robustly pinpoint 
why 2014’s batch of games in particular 
are so wonky. furthermore, 343 politely 
declined our invitation to explain the 
issues as, at the time of going to press, 
the studio wished to pool its entire 
resources into getting The Master Chief 
Collection’s servers up and running.

unbOXinG clever
but we don’t have to be developers 
to expect that a boxed game’s offline 
components should fundamentally 
work, as advertised, straight from 
the disc, in a manner that is at least 
satisfactory, without the need to 
download extra patches from the 
internet. we can make that judgement 
in much the same way we don’t need 
to know how to build a toaster to know 
that we wouldn’t pay £60 for one that 
scorched your eyebrows with pure 
fire every time you put a Pop-tart in it 
unless it was connected to your wi-fi.

patches at least mean that 
mistakes, such as 1991 
shooter Zero wing’s famous 
typos (top), can now be fixed.

//unity bugs include sudden 
downpours of peAsAnts from the 
sky As the engine loAds them lAte//

we don’t think that’s too much to 
ask at all. from the outside looking in, 
it’s hard to imagine that the reason 
games are failing us can’t be traced 
back down the trunk to the root of all 
evil: money. the videogaming industry 
has a long and unenviable history of 
brinkmanship; we often hear stories of 
teams sleeping under their desks and 
working gruelling hours during ‘crunch’ 
periods to meet deadlines. 

no doubt many publishers feel that 
releasing a broken version of a game 
and attempting to patch it up later 
is preferable to missing a release 
date. Perhaps they’re hoping that this 
becomes the new acceptable standard, 
so they can smother devs with even 
tighter deadlines. we say yes to beta 
testing periods, or early access periods 
– clearly labelled as such – where fans 
pay for the privilege of ironing out bugs 
in return for getting to play early, as is 
becoming commonplace on Pc. but a 
boxed game, on the shelves, with a £60 
price tag? we don’t want apologies; we 
want the finished product.
aleX dale

coming up…
more in this section

this month 
we leArned...

where our next sunny Just Cause 
vacation will be taking place.

that melancholic music and firearm 
ammo go together surprisingly well.

p14

that not everyone on the team 
thinks GTA V is the best game ever.

p20

whether or not it’s a good idea to 
launch a raid on hell (clue: no).

p22

what we need to say to make our 
xbox one feed us pizza.

p17

p24

pillars of the earth hitting Xbox One
that’s right – ken Follett’s sedate cathedral-
building historical novel is going to be made into a 
game. maybe it’ll have a press-a-to-bricklay Qte…
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Balancing 
act

Rico’s unerring centre 
of gravity (seriously, 
he must be made up of 

neutron star) means he can 
not only ride on vehicles’ 

roofs, but run around 
on top of them, like 
tiny platforming 

levels.

top Fun
Rico’s always had 

a grappling hook and 
an infinite amount of 
parachutes, but he now 
carries a wingsuit, 

too. By using a combo of 
your entire stunt-ventory 
you can fly indefinitely, 

dealing death from 
the skies.

GoinG All-inclusive
Gaming’s prettiest holiday spot is back in Just Cause 3 
What’s the story?
Avalanche Studios is bringing Just 
Cause to its third consecutive 
console generation. Set in the 
fictional region of Medici, it 
features now-ageing hero Rico 
returning to his childhood home 
for an uncharacteristically serious 
mission – that said, it still lets you 
attach bad guys to helicopters 
and drop them in the sea, so we 
wouldn’t worry too much.

Why should i care?
Because Just Cause is one of 
the few open-world shooters to 
actually justify the term ‘sandbox 
game’. Previous entries have 
always focused more on enabling 
you to perform grotesquely stupid 
stunts than story drudgery, 
and the introduction of some 
real processing heft behind 
Avalanche’s lush world means 
that should be more fun than ever.

What happens next?
We wait until whatever ‘TBC 2015’ 
means. Given how fleshed-out 
the early demo appears to be, the 
game looks deep into production. 
As such, we’re assuming it won’t 
be too long – but the new game 
features a 400-square-mile map, 
so the developer will probably 
need to spend a few months 
just dropping palm trees and 
oppressed villagers in there.

cause FoR excitement

Hook 
oF love

While Jc2 let you 
connect two things 
with your grappling 
hook, the sequel adds 
physics tension, 
so you can sling 

foes about.
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Quantum Break features loTR and X-Men actors
Remedy’s game has no care for chronology, which might explain 
why its cast appears to have come from ten years ago. Dominic 
‘merry’ monaghan and shawn ‘likes anna paquin’ ashmore are in.

no 
cHaRge

Having given up 
on any semblance of 

realism/sanity, Jc3 now 
gives you a (hopefully 
bulletproof) backpack 
filled with endless 
c-4. You can drop up 
to five packets 

at once.

veni, 
veDi, meDici

Just cause 3’s world 
isn’t just a pretty face 

– it’s got depth, you know? 
By which we mean avalanche 
has spent as much time 
crafting the region’s  

caves and tunnel systems 
as it has the gorgeous 

mediterranean 
architecture.

all 
Fall DoWn

Remember when Red 
Faction: guerrilla  

made destructability 
actually fun? Well, 

here almost your entire 
environment is blow-uppable 
– walls, suspension bridges 
and radio towers (eat it, 
ubisoft) are all your 
structurally unsound 

playthings.

evolve 
The asymmetric shooter will include 
paid character and creature DlC, but 
every map will be free to every player.

2

 shAdoW of MoRdoR
it’s the ultra-violent gift that keeps on 
giving – Monolith has quietly added the 

ability to play as a female character.

3

eliTe: dAnGeRous
frontier’s space sim had its launch party 
last month - we were hoping a console 

release would finally be confirmed. nope.

2

soMe douBle fine GAMe
After a publishing deal collapsed, 

Double fine has had to cancel  
an unannounced project. fewer  

games = more boo-hoos.

3

oRi And The Blind foResT 
Moon Studios’ Rayman-gone-Ghibli 

beauty has been delayed. We’ll be off 
weeping on to a copy of Porco Rosso.

1

1

GTA v 
Releasing last year’s most popular game 
again has secured it the position as the 

UK’s best-selling game of all time.

The offiCiAl xBox MAGAzine / 15 @oxM

WHat’s Hot?

uppeRs & 
doWneRs

this month’s 
temperature, taken

WHat’s not?
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Bundles increase Xbox One sales
Xbox One has hit the magic one million in the 
UK, with analysts naming the console the big 
winner of Black Friday sales. No stopping it!

yOU’re Fired! > qUOtes OF the mONth > Blah Blah > he said what? > yadda

“there’s a bunch of shared-
world content we’ve shipped 
on the disc specifically  
to limit download sizes  

for people.”
Bungie president Harold Ryan explains 

Destiny’s on-disc DLC.

“Cancel something you’ve put 
all this time and effort 
and money into… [or] spend 

even more… on something that 
isn’t going to be worth it.”
Prey 2’s cancellation wasn’t an easy decision, 

says Bethesda’s Pete Hines.

“Feudal Japan would work 
as an assassin’s game, for 
sure, but i feel like it 
would start to look like, 
‘Oh, have i played this?’”

Ubisoft dev Alex Hutchinson tells us we won’t 
be seeing AC: Japan any time soon.

find an app which would keep us 
suitably distracted for 45 minutes.

Atari Game Over is another app 
newcomer – a documentary about 
Atari’s history wrapped in a story 
about the fabled ET landfill. It looks 
ace in HD, though the close-ups of old 
Atari suits talking 
about their drug-
and-alcohol-filled 
hot tub parties are 
gross. There’s a 
sweet casualness 
to their tales 
of kickstarting the entire gaming 
industry, as they say things like, “Me 
and this guy, Werner Herzog” while a 
waste disposal expert who looks like 

 W
ords can’t describe how 
excited we were to hear 
that we can now order 
pizza from the comfort 
of our sofas purely by 

barking “Domino’s FEED ME” at the 
TV like some kind of self-entitled 
pizza-gobbling baby bird. Mostly 
because we can’t put the noise of our 
dribbling, pizza-craving mania into 
human language. It’s all thanks to the 
Domino’s Pizza App, leading a charge 
of recent Xbox One app additions.  

We were tempted to test the folks 
at Domino’s by ordering our favourite 
– double BBQ sauce, no cheese, extra 
anchovies – but we went for a regular 
pepperoni instead. Then, we went to 

George Bluth talks about how finding 
the ET cartridges is like “looking for a 
haystack in a pile of haystacks”.

TrueAchievements is less exciting, 
but handily tracks your Gamerscore 
and provides stats, leaderboards, 
tips and news. It’s basically Bragging 
Rights: The App. The GoPro app is 
– as you might expect – a channel 
showcasing GoPro videos. Plenty of 
them are in 4K, and even if you don’t 
have a 4K TV (pleb) you can appreciate 
the HD vistas provided by iceberg 
climbers, lion tamers and surfers. It’s 
full of free, characterful, beautiful 
documentaries, you lucky things.

Crunchyroll was what we eventually 
settled on. It’s an 
anime streaming 
service, and 
while it lacks 
some big hitters, 
there’s plenty 
to discover. We 

watched a show about bottom-biting 
bugs. Whether that’s your bag or not, 
there’s no denying that the app scene 
is growing more intriguing by the day.

//You can order 
pizza bY barking 

“feed me”//
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XBOX One’s pursuit  
Of ‘appiness
Yeah, you guessed it – it’s app time
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Spacing the Dragon
What Dragon Age: Inquisition tells us about the next Mass Effect 

o
uter space, The 
Hitchhiker’s Guide to 
the Galaxy reminds us, 
is big. Maybe – but it’s 
an impersonal, elusive 

kind of bigness, easily relegated 
to a skybox or the view from a 
porthole. If recent conversations 
with BioWare are any indication, 
the next Mass Effect is gunning 
for an altogether more tangible 
scale, drawing on the same, 
much-tweaked Frostbite tech 
that transformed Dragon Age from 
a series of feudal snowglobes 
into a Skyrim-esque expanse. 

Dropping details during this 
November’s N7 Day festivities, the 

developer has revealed that the 
new game’s planetary maps will 
be large enough to encompass 
a number of cities apiece and 
“hundreds of hours” of roaming. 
That now-gunless Mako APC isn’t 
just for low-G wheelies - without 
it, you’ll run out of oxygen long 
before you do ground to cover.

It’s not just a question of 
technology, though. The writers 
are now better able to bridge 
the gulf between overarching 
narrative concerns and what 
happens in the trenches. When 
pressed about which of Dragon 
Age: Inquisition’s key learnings 
will carry over to other projects, 

producer Cameron Lee says it’s 
“Definitely how you connect to an 
open-world experience the sort 
of story that Bioware tells.”  

“Normally in RPGs you tend to 
have somewhat of a disconnect 
between those two – it’s strong 
in one or the other. For Inquisition 
we worked a lot on [bringing] 
those two together.” 

The breakthrough addition, it 
transpired, was the Inquisition 
itself – a plot-driven strategic 
meta-game that furnishes you 
with side stories, resource 
considerations and perks. “It’s 
this loop between one and the 
other that feels connected and 

Spartan 
anceStry

the game’s lead writer 
is Halo 4 scribe chris 

Schlerf, who has commented 
of his work that, “every day 
I get to play in a new corner 
of the universe.” Hopefully, 

the last Master chief 
outing’s wooden plot 
doesn’t represent 
Schlerf at his 

best.

natural. I think that’s definitely 
something we could look at and 
take into future games.”

Mass Effect, of course, is 
already built around such a 
rapport between the micro 
and the macro, between the 
intricacies of planetside combat 
and the good ship Normandy’s 
quest to scan, probe and/or 
strip-mine every ball of rock in 
the cosmos. Oh, and head off 
some galaxy-wide invasion or 
other. With said invasion averted 
(insert preferred ending sequence 
here), there’s perhaps scope  
for a more leisurely wander in  
the fourth title.

If Dragon age: Inquisition’s  
looks are anything to go by,  
Me4 could be a real stunner.

We hope the Mako still has 
jumpjets. and a grapple. and  
an aquatic mode.

SHeparD’S 
WarnIng

the original trilogy’s 
lead won’t return, but 

costume artwork suggests 
that the new protagonist is 
part of the same, human-led 
n7 program that gave us  
the good commander.  
Or that they’re a 
 massive Shepard 
fanboy/girl.

DeaD 
SpacIOuS

a concept artwork 
shows a (lead?) 

character studying a 
golden holographic globe, 
which looks like a take on 
Dead Space’s in-game map 

system. He’s unaccompanied, 
but we’re assured that 
companions are part of 

the picture.  
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how to 
Speak 
Developer
your guide to 
translating those 
interview gems

infinity Blade hacks its way to Xbox one
the glossy iOS hack-and-slasher is allegedly heading One-wards, 
according to (and courtesy of) chinese publisher tencent. It’ll 
mash up all three entries and add Kinect support.  

“We’re not  
talking about  
that right now.”
I haven’t even 
considered the 
implications of 
your question and I 
probably should have.

“We’re not  
talking about  
that right now.”
I have considered the 
implications of your 
question and, frankly, 
it opens a very large 
can of worms. like, 
have you read Dune? 
that’s how large these 
worms are.

“now you can 
share your 
experiences in 
the game instantly 
with Facebook 
and twitter 
integration!”
May god forgive me.

“We really 
feel we’ve 
differentiated 
ourselves from 
other games in  
the genre.”
We have measured  
to the micron the 
amount of exoticism 
required to lure 
gamers away from  
their soft swaddling 
of familiarity  
without ever  
actually challenging 
their worldview  
or blandly  
inoffensive tastes.

//The new game’s planeTary maps  
will be large enough To encompass  

a number of ciTies apiece//

In space no one can hear you say 
“What the hell is that thing?” FIrSt 

cOntact
there are at least 

two new alien species, 
one of whom resides on a 
jaggedy, volcanic planet, 
the other in a fragrant 
paradise. rumour has it 
that the first lot are 
skellingtons with glowy 
eyes, while the second 

bunch resemble 
golems.
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Alex wonders why Rockstar’s mega-series is  
so unwilling to try new locations

 In many ways, GTa Is The bIGGesT 
open-world InnovaTor… buT In  
The mosT ImporTanT aspecT of all, 
IT’s sTuck fIrmly In The pasT 

 T
his month I had the 
pleasure of revisiting 
Grand Theft Auto V  
on Xbox One – a 
return trip I had been 
itching to make for 

over a year. After rubbing up 
against the limits of technology 
with GTA: San Andreas, and after 
the mid-life crisis that was GTA 
IV, with its sombre grey tones 
and hand-wringing script, GTA 
V is what music mags might 
dub a ‘return to form’ album for 
Rockstar. And as all music lovers 
know, the best albums always 
reveal more of their delights with 
every repeat listening.

GTA V is in so many ways the 
Grand Theft Auto game Rockstar 
always wanted to make. There’s 
an air of confidence that wafts 
around its stunning, sunkissed 
facsimile of Los Angeles, and 
it’s so thick you can practically 
smell the Pacific Ocean salt in 
the air. From piers to mountain 
tops, the sense of time and place 
is unmistakable – this is LA. And 
that’s probably why I switched  
it off after just two hours, and 
boarded the next elephant back 
to Far Cry 4’s Kyrat.

A repeat listen reveals that, yes, 
GTA V very much is the gaming 
equivalent of one of those ‘return 
to form’ albums. But here’s the 
thing with those kinds of albums; 
they’re attempting to recapture 
a moment in time that is forever 
gone; trying to stuff spent 
lightning back in the bottle. The 
new album might be as furious 
or as loud as the original, but can 
never be as raw or as heartfelt. 
And that’s GTA V in a nutshell. A 
confident entry in the series, yes, 
but one that’s caught up in trying 
to perfect gaming’s past, rather 
than building for the future.

Whoa, whoa, whoa. Put down 
those jump leads for a second 
there, Trevor. I’m not saying that 
GTA is a series trading on past 
glories. Indeed, in so many ways 
it’s still the main innovator in the 
sandbox genre. From the use of 

mobile phones as a plot device 
to the GPS breadcrumbs we take 
for granted while driving around, 
GTA’s pawprints continue to 
be found all over the way we 
experience, and interact with, 
today’s open-world games.

But there’s one area in which 
Grand Theft Auto is badly  

behind the times – the setting.  
In this world of bountiful 
potential, from the cobblestone 
charm of Lisbon or Prague, to the 
futuristic skylines of Dubai or 
Shanghai, to the exotic charm of 
Algiers or Mumbai, Los Angeles, 
with its flat, familiar grid roads,  
is about as safe and sterile a 
choice of setting as you could 
possibly make.

It’s a choice that, like GTA  
IV’s New York City parody before 
it, feels like a throwback to the 
grim, brown gaming era of the 
mid-noughties. It was a time 
where publishers, paralysed with 
fear, and technical limitations, 
were reluctant to commission 
anything that wasn’t set in an 
urban US hellhole. Today’s 
landscape is, thankfully, a much 

more colourful and well-travelled 
scene, with game series large and 
small scattering across the globe 
in an attempt to differentiate 
themselves from the competition. 

And it turns out that the 
big game publishers weren’t 
giving you – the game-buying 
public – enough credit. Ubisoft’s 
Assassin’s Creed series, more than 
any other, has built a reputation 
on acting as a digital travel 
agent. Poring over the analytics 
of OXM’s Facebook page, our 
most popular post so far is one 
discussing which city –  and 
which time period – you want the 
Creed to head to next. So far, I’ve 
seen no votes for Los Angeles, nor 
New York City – and definitely 
none for the mid-noughties.

So enjoy GTA V. It’s a fantastic 
game. The culmination of an era. 
The anthemic return to form 
album. But I’m hoping GTA VI 
sees Rockstar toy with a more 
experimental sound.

nexT monTh We make the 
argument for taking the next 
Assassin’s Creed game to Mars.

//GTA v is ConfidenT, buT  
CAuGhT up in TryinG To perfeCT 
GAMinG’s pAsT, rATher ThAn 
buildinG for The fuTure//

“Yeah, that’s  
an original  
one, mate.”

Let’s be honest, you 
probably can’t see your 
house from here.
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POWERED BY

AND

The quest is over: you’ve found the 
ultimate online destination for all 

your fi lm, TV, sci-fi  and games needs
Visit the new home for the best reviews, 

news, features, interviews and more

Bookmark GamesRadar.com/movies now!



update

Hellraid
Like a bat out of hell, except you’re going in and you’re not a bat

PublisHer TechLand / develoPer TechLand / Format  XboX one / eta 2015

is that skyrim 2 there?
no, sadly not. It’s Hellraid, 
the first- person hack  ‘em 
up from Techland, creator 
of Dead Island. It’s built 
on chrome engine 6, the 
same new- gen engine as 
its other new game Dying 
Light (see page 40). You 
play a member of a cursed 
family, on a quest to 
redeem your honour that 
quickly escalates until  – 
clue in the name   – you 
end up raiding hell itself. 
never a good idea.

do i detect an undead 
theme to its games?
Yes, the screenshot may 
be of a (cross- eyed) 
skeleton, but that’s not all 
there is to the game.
There’s poetry, wit, art… 
and smashing demons up 
with hammers. It might 
look like The Elder Scrolls 
but it’s a more action-
heavy take on fantasy, 
closer to arkane’s Dark 
Messiah of Might and 
Magic, or Diablo from a 
first -person perspective. 

does it have classes, 
like dead island?
no, this game has no 
classes, but it is rather 
RPG-y. and rather than a 
skill tree there’s a kind 
of web of over 150 skills 
from which you unlock 
neighbouring abilities.  
our favourite is the Frost 
nova skill, because it lets 
you power-attack a duo 
of frozen foes with a two-
handed mace. The crunchy 
sound when they break  
is just lovely.

so it’s just bashing 
demon popsicles?
Kind of. There are three 
modes, all seamlessly 
integrated. They are: Story, 
with a linear narrative 
path; Mission, with 
randomised objectives, 
challenges and levels; 
and arena, which is a 
‘nightmarishly hard’ horde 
mode. You can jump in and 
out of them with the same 
character, and all are 2- 4 
player co -op to boot. oh, 
and there’s tons of loot.

sounds delightful. When 
can we play it?
no release date yet, but 
we’re guessing 2015. If 
you want to get a taste for 
the ‘dark fantasy universe’ 
ahead of release, there’s 
a mobile adventure game 
called Hellraid: The Escape 
already out that sounds 
equally brutal. otherwise, if 
you want to authentically 
experience the horrors 
of raiding hell, have you 
considered spending a 
weekend in croydon?

Introducing the 
Skeletal Helmet of 
Cross- eyedness +7.
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ugh, this is like the time we accidentally walked 
into that changing room full of old men. 

sounds… grim. 
oh, it is. It’s one of those 
survival-horror-type games 
where it lulls you into a 
false sense of security with 
peaceful, bright day scenes, 
only to tear away your safety 
blanket, set it on fire and 
dance around the burning 
remains as soon as night 
begins. because at night… 
that’s when it all gets a 
wee bit scary. beginning 
with nothing but a match 
to light your way, you’ll 
have to navigate the empty 
desert surroundings while 
not getting killed by the 
monsters in the shadows.

What kind of scared am i 
going to be? i need to know 
if i need spare pants.
It’s a Slender kind of 
scary, we think. all the 
monsters that come out 

after dark have “a strong 
foundation in the human”– 
the developer says that 
humanity is the secret to 
scariness, and what’s more, 
it creates empathy for their 
suffering. we’re not yet 
sure what turned them from 
normal people into fleshy, 
screaming horrors, but we 
don’t doubt we’ll find out.

Please tell me i can kill the 
horrible flesh people.
we think so – the day 
bits are non-combative, 
but at night… well, we’ll 
have to wait and see. The 
overarching story is that 
you’ve been killed in a 
break-in, and you’re trying 
to find the naughty man 
who did it. and then 
presumably kill him to give 
him a horrible taste of his  
own murder medicine.

what does a dead seamstress do? 
Spin in her grave

PublisHer bRoKen wIndow STudIoS /  
develoPer bRoKen wIndow STudIoS  Format XboX one / eta 2015

update

Grave
Looks a lot like a post-apocalyptic 
netherlands. Home of clogs and zombies.

The oFFIcIaL XboX MaGazIne / 23 @oXM



update

Blues & Bullets
Also the name of our unsuccessful jazz club-slash-firing range 

PuBlisher A Crowd of Monsters / DeveloPer A Crowd of Monsters / Format  XboX one / eta MAy

What’s this, then?
It’s a black-and-white noir 
story with a few shots of 
colour – think Sin City, or, 
if you had the misfortune 
to encounter it, Xbox 360 
clunker, The Saboteur. 
you’re a cop in the big 
city, and life is tough. 
(Imagine we’re saying this 
next bit in a gruff, voice-
over.) santa esperanza is 
dark. It’s cold. It’s rotten 
to the core. And it’s your 
job to fix it…

ooh. i just got chills. 
how do i fix the city?
there’s corruption at 
the heart of this game 
– murders, shoot-outs 
and a mass kidnapping of 
children are polluting the 
city like a plague, and it’s 
hard to know who to trust 
any more. As a detective, 
your decisions influence 
the story as it unfolds 
episode-by-episode: 
investigate, interrogate 
and discover new leads. 

so what makes it noir? 
it’s not just because it’s 
black-and-white is it?
no. obviously the cool 
aesthetic is important – 
but it’s part of an overall 
atmosphere. the setting 
– a little bit of Se7en, a 
pinch of True Detective, 
and a smidgen of telltale 
Games on a foundation of 
’30s gangster Chicago – is 
added to high contrast 
and colour to capture the 
film noir feeling. 

telltale Games, eh? 
is that why it’s in 
episodes?
that might well have been 
an influence, but the 
developer has told us  
that it’s a fan of the 
constant twists and 
cliffhangers that episodic 
narratives can provide. 
It also encourages 
discussion – what 
decisions have other 
people made, and how is 
that affecting the story?

Can i play it now? 
Please, please,  
pretty please?
no. remember, you’re 
grounded for that thing  
you did with the jam and 
the goats and that poor, 
poor vicar. besides, the 
game doesn’t come out 
until May 2015 – and even 
then, that’s only episode 
one. we don’t know how 
often, or how numerous, 
those episodes will be. 
the developer has told 
us that it’s making good 
progress on its debut 
chunk, even after taking 
on the ambitious task of 
including motion capture 
in the animations. In the 
meantime, the studio is 
about to release Funk of 
Titans on Xbox one– a 
grooved-up, 1970s-styled 
action-platforming game 
about the Greek gods and 
demi-gods. As fun as it 
looks, we prefer our action 
a little more hard-boiled. 

You probably lost 
whoever it was because 
of those massive, 
distracting, ten-foot 
letters. Just saying.

Much of the game involves looking suspiciously 
down narrow alleyways. Very noir.

SpOILeR aLeRt: we think the bins did it. 
Murder ain’t always clean, fellas.
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02 Dumber anD 
Dumber To

After 16 hours of smashing 
our heads against a Renault 
Espace, we’re in the frame 
of mind to look forward to 
the return of Carrey and 
Daniels’ double act.

05Say “Ho, Ho, 
Halo!” To Halo 

5: GuarDianS beTa 
Owners of The Master Chief 
Collection rejoice as Halo 5’s 
multiplayer beta goes live. 
Thanks to that ‘ho ho’ gag, 
Matthew won’t let us play.

09Pneuma:  
breaTH of life

This mysterious first-
person puzzler launches 
on Xbox One and promises 
to offer an “ontological 
mystery” – will you be 
delving into its secrets?

07nab a free 
Game via  

GameS wiTH GolD 
What could it be this 
month? Our left-field picks: 
Banjo-Kazooie: Nuts & 
Bolts and Race Driver: Grid. 
On Xbox One… LocoCycle?

04GeT Some 
reaDinG Done

Received an Xbox One for 
Christmas? Then get this – 
148 pages of pure Xbox One 
FACT. It’s got so much Xboxy 
goodness inside it’ll turn 
your hands green.

08SainTS row  
re-elecTeD

This remastered new-gen 
version of Saints Row 
IV contains all the DLC 
trimmings – the perfect 
way to kick off a British 
election year. 

06welcome  
To 2015

As 2014 rides off into the 
sunset, 2015 rides, er, out 
of the sunset and into our 
faces. Will it bring a new 
Assassin’s Creed game?  
Our prediction: er, yes.

01Give THe GifT  
of oXm

Who can forget the four wise men’s gifts of 
gold, frankincense, myrrh and a combined 
digital and print subscription to OXM, available 
at myfavouritemagazines.co.uk? Shut up, there 
were definitely four wise men.

03THe moST 
wonDerful 

Time of THe year 
Ahh, a time for the entire 
family to get together and 
oh God, it can only end 
one way: a 1v1 Call of Duty 
showdown with grandma.

 1st Jan  2nd Jan  20th Jan

 27th dec 19th dec

 25th dec 19th dec

 tBc Jan

 29th dec – 18th Jan

In the final stretch before the holiday season, 
we’re giving thanks for oodles of Xbox fun

s av e  t h e  d at e s

THe GuiDeXBOX 
TO-DO  
LIST
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Whip out your 
hoverboards, kids – 
it’s space year 2015 
and the air is abuzz 

with the futuristic sounds of 
flying cars, laser beams and 
murderous, rampaging robots.  
It’s fixed to be a great year for 
Xbox One owners, too. But before 
we jump into the new year feet-
first, there are a few loose ends 
from 2014 in our mailbox we need 
to tie up. Let’s do this!

Call of Mute-y
I decided I’d treat myself to an early 
Xmas/birthday/‘you work hard, so 
you deserve it’ present and grabbed 
myself a copy of Advanced Warfare. 
Now, the last time I played CoD was 
back in the glorious days of Modern 
Warfare. Upon my return to the series, 
I was disappointed. Not by the Exosuit 
enhancements, but by the lack of 
public chatter that features on so many 
multiplayer modes today. Gone are the 
days of people communicating with 
their randomly selected comrades. 
Instead we opt for either muting the 
mic, or sticking to private parties 
with people we’re not even playing 
with. What happened to the sense 
of adventure that used to come with 
meeting new friends online and 
building that sense of community?
Bradley Wicks

You say that, but the other night during 
a game of Momentum we were caught 
in the crossfire of a massive argument 
between some French players and some 
Spanish players. We bet Andorra didn’t 
sleep a wink that night.

Hate mailed
Bad news for all of you at  OXM 
Playstation 4 is still outselling XBOX1 

all over the world by a considerable 
margin ha ha ha ,”don’t cry you losers” 
because now its time for you to join the 
unemployment benefit queue!!
Robert Sergio

But the good news is that the job 
centre is literally around the corner 
from the Future Publishing office, so 
we won’t get soggy on the way there. 
Also, we saved a bit of budget by asking 
Emma not to sub all the embarrassing 
grammatical errors out of your email. 

No Oil Painting
I’ve been a loyal subscriber to your 
magazine for a number of years now 
and I see it as the best out there. One 
problem: posters. Come on, now – I’m 
41 years of age with a mortgage, a wife, 
two kids and a cat – what the hell am 
I to do with all these posters? I can 
understand how they appeal to the 
teenagers with their own rooms to 
game in, but I’m a family man without 
that luxury. My wife understands my 
gaming needs… but she’s not  
that understanding.
UnHolySpudGun73

Oh, UnHolySpudGun73, you have much to 
learn. All you need to do is show your wife 
the poster and say, “Should we get this 

frOM tHe MOutHs 
Of tOtALXBOX.COM

Excerpted comments  
from our website

CHiLd’s PLAy
My three-year-old daughter has finally started showing 
an interest in videogames after seeing me play (I only play 
family-friendly ones in front of her), and I was wondering 
if you could recommend some easy to play/fun games for 
the two of us? She’s still figuring out the controller but 
she’s getting really good. I play Disney Infinity 2.0 with her 
a lot and she is fascinated by the fact she can put Frozen’s 
Elsa and Anna on the portal, and then play as them in a 
game. It’s a brilliant bonding experience and it’s also fun 
for me, as I finally have an excuse to buy Avengers figures.
Liam McBey

Lego The Hobbit is hiking its way over to you now, Liam!

Prize: Lego the Hobbit
The best piece of correspondence  
wins a game from Matthew’s goody bag

Star      Letter

For myself, I really won’t miss the naval 
battles of Black Flag. I found the land 
stealth more fun…
timothy Collins is happy to be 
landlocked in AC unity

We are indeed very 
jealous of PS4 
exclusive Knack.
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framed?” ‘Framed’, as anyone in a long-
term relationship should know, is the 
magic word that unlocks the hang-ability 
of absolutely any picture.

Green Wedding
My wife and I are huge gamers and 
recently got married. Whether it’s 
dungeon-crawling in Diablo III or 
teaming up against rivals in CoD, 
gaming has played a big role in our 
relationship and the downtime we 
spend together. Thanks, Xbox, for 
giving us a means to play together, 
have fun together and, on occasion, 
settle disputes in a deathmatch.
Tyler & Holly Johnston

It’s nice to hear your big day went well, 
as in general, Xbox and weddings don’t 
mix. Who could forget the horrific wedding 
scene from (game name redacted – 
Spoiler Ed)? Or the bloodbath following 
(Redacted) and (Redacted)’s reception 
in (redacted). Let’s just say that if you’re 
playing a game and wedding bells start 
chiming, you’d best not be wearing white. 

solo Gunman 
I love multiplayer, but games need 
a decent campaign as well. Case in 
point: this week Destiny died. I’ve only 
been able to get two Crucible matches 
in three evenings. Filling time with 
the story missions is fine, but what’s 
the point of grinding it out to get 
equipment you ultimately won’t get to 
use? I can only assume everyone has 

gone off to play CoD – but I can’t afford 
every new game that comes out, so I 
need a little longevity in my games if 
the community moves on.
Martin Sutheran

The sad truth is that with so many 
great games being released each 
month, and with early trade-in prices 
being so tempting, gamers are always 
motivated to move on swiftly. This can 
make online gaming on a budget tricky; 
cheap old games play host to deserted 
communities, and big releases such as 
Call of Duty offer so many DLC packages 
that they splinter the userbase, making 
games harder to find. Our answer: um, buy 
a copy of Lego Batman 3?

It’s funny how Halo 5 is 
called Guardians and 
Destiny fighters are 
guardians. also, Destiny 
has nightfall missions  
and the Halo movie is  
called Nightfall.
sammy Lloyd

no one wanted the Prey 2 
they were making. I want 
that gravity-bending, wall- 
walking, Mario Galaxy 
planet-hopping and 
‘thinking with portals before 
it was cool’ gameplay to 
make a comeback.
Mikhail Z edson

bungie is a bunch of 
scumbags. who’s going 
to pay 20 bucks for so 
little content? Don’t even 
mention the 3 PvP maps. 
The PvP is garbage. 
trent Keenan 

I can’t tell the difference 
between 900p or 1080p. 
Ryse has the best-looking 
console graphics I have ever 
seen, and I’m told that’s 
900p. It’s all whatever to 
me. Microsoft has the better 
games; that’s what matters.
Quinton Nelson

The only Dlc I’ve ever 
bought and actually enjoyed 
and got my money’s worth 
was for Gears of War 3 and 
Borderlands 2. any other 
game is £20 for a few new 
guns and maps.
tom Adkins

Volgarr = 2D Dark Souls. 
Incredible game.
steven Norris

I think it all comes down  
to which controller feels 
better in your hands. all  
the games look similar 
across the formats. If the 
controller doesn’t feel  
great in your hands, it kills 
the experience.
Jason Gainor

There you go, Square Enix. 
Yet another PS1 classic 
remastered. what was that 
about why you still won’t 
invest in a FFVII remake?
rob Matthew

I’ll be the sneaky one. always 
been a fan of the in-the-shadows 
suppressed weapons in shooters. 
JOe90 starts plotting his strategy 
for the division early

Halo is one of those single-player 
campaigns that I can play over 
and over again.
Chamelon1977 can’t wait to be 
reacquainted with the Chief

If they want to go back in 
time, the Persian Empire in the 
Saracens era would make a 
magnificent setting.
davud plots out the next AC

The couple 
that plays 
together, 
stays 
together.

The Annotated… Halo: the Master Chief Collection
halo 2 is ten years old. Ten! what’s your favourite memory from it?

giving the  
covenant back  

their bomb.
Johnathan  
Olavarria

So many  
comments and  

not one said: the  
birth of  

teabagging 
Adam Kennerley

we drilled a 
hole through the 

floor to connect an 
ethernet cable to play 
lan with my upstairs 

neighbours. 
John smith

Playing as The 
arbiter and going 
stealth with the  
Energy Sword.

Matt Bean

always remember 
a single grenade 

Killtacular to win a 
game of big  
Team Slayer.
dane Vincent

//what’s the point of grinding 
it out for equipment you 
ultimately won’t get to use?//
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xbox 
evolves
I

f Darwin taught us anything, 
it’s that slow and steady wins 
the day. Yes, only the fittest 
survive, but it’s hardly an 
overnight process. You don’t 
go to bed a glorified tadpole 
and wake up as a glorious 
Jennifer Lawrence. And so it 

is with Xbox One, a machine that bided its 
time and suffered the slings and arrows of 
outrageous 900p resolution accusations to 
emerge from 2014 a far sturdier proposition.

An extra year has seen its developers grow 
more confident in their technology and more 

discerning in their quality assurance – the 
number of games that slipped to 2015 for 
‘polishing’ time may have left 2014 a little 
bare, but it results in an abnormally busy 
spring. We present here just 50 of those 
games – ignoring the majority of ID@
XBox’s vast library of incoming winners 
(more on them on page 60) – and 
ponder how they will evolve franchises 
and genres grown stale over the lengthy 
seventh generation. Xbox One’s monster year 
begins in literal fashion on the opposite page. 
Now excuse us while we go and check on our 
tadpole’s progress. Fingers crossed, eh? 

2015 is set to be a great year for 
games – here’s what’s coming up
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Our exclusive campaign 
hands-on proves it’ll be  

all bite on the night
level-one creature, levelling up by killing and 
consuming wildlife as it must in hunt chases.

the wild card in this scramble is the 
introduction of minions. those eggs aren’t 
just for show: each houses a miniature goliath 
beast, and the monster player can hatch one 
at a time to birth an AI buddy sure to help 
crack the opposing soldiers’ resolve. the extra 
tooth power makes close-quarters encounters 
a frying pan of chaos, with the smaller alien 
boiling anyone it sees with its flame breath. 

monster player: don’t expect things to 
be over easy if you choose to call on help, 
though, as it’ll mean sacrificing one of the 
six eggs in the process, and the baby minion 
has no concept of self-preservation. If it’s 
killed and all the other eggs are destroyed, 
the hunters win – so it’s conceivable that 
the monster can pickle their own chances by 
poaching eggs for hatching purposes. 

Evolve’s Rescue mode flips the attacking 
and defending roles. here there are nine 
downed AI civilians scattered across the map. 
hunters must heal them and escort them to an 
evacuation point; the monster (again, starting 
out at level one) must eat them. the first team 
to rescue/swallow five civvies wins. 

What’s stopping this from descending into  
a sprinting match? Waves. the first two 
civilians spawn near to each other, and only 
when their fates are decided will the next 
two enter the game. By the end of the second 
wave it’s conceivable a team could be four 
points towards victory, but the third wave 
will always decide matters, as it hosts the 
remaining five survivors. 

All of the modes so far play out across 
the same 12 maps, but fourth gametype 
Defend only takes place in four bespoke 
environments. the setup involves a docked 
colony ship full of evacuees refuelling before 
leaving host planet Shear. the refuelling 
station is protected by two walls, each with 

 Dev 2K gAmeS  Pub tuRtLe ROcK StuDIOS  ReleAse 10 FeB

Medic Lazarus will either unite 
or divide a lot of teams: though 
capable of resurrecting Hunters, 
he can’t actually heal in battle.

L
ike those monsters who choose 
to lurk in the bushes, sharpen 
their claws and spy on their prey 
instead of simply running away, 
developer turtle Rock has been 
playing a very cunning game. 
Back at Evolve’s unveiling in 
January 2014, the californian 

developer quietly confirmed multiple 
modes and a campaign for the four-on-one 
asymmetrical multiplayer hunt-’em-up, only 
to reveal just the one mode – the core hunt 
– before snarling and roaring as loudly as 
possible about its human and monster stars.

Since then, a constant stream of character 
announcements – by now we’re up to eight 
hunters (including one with a pet dogbeast) 
and two monsters – have diverted attention 
away from those other mystery modes  to the 
point where some people had forgotten Evolve 
offered anything beyond its basic cat-and-
mouse scrap to the death. But this issue turtle 
Rock invited us to its lair to test-run four new 
hunters, almost a dozen new maps and, most 
importantly, a quartet of new ways to play: 
Nest, Rescue, Defend and evacuation. 

As in the basic hunt mode, these all offer 
five-player, four-versus-one human-on-
monster scuffles, but the objectives and 
win conditions for each vary considerably. 
take Nest, which sees six monster eggs 
procedurally placed in a map at the 
beginning of a round. If the hunters destroy 
all six eggs by blasting off the armoured 
crusts and popping the red, yolky interiors 
before the timer counts down, they bag 
the win. If the monster prevents the 
eggsecution [no – Ed] or wipes out the 
team of hunters, it takes the glory. hunters 
needn’t track down the eggs – the two 

closest to them are automatically displayed 
on their huD – and the chomposaurus 

of choice will have to start the game as a 
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these hour-long events take place across 
five in-game days during which a full-scale 
evacuation of the planet is in progress. On 
the first day you’ll play hunt on one of the 12 
default levels. On day two, every player gets to 
vote on a Nest or Rescue event. Where it takes 
place is entirely dependent on day one: it has 
to be in a location adjacent to the previous 
level according to Shear’s planet map. On 
day three the same rules apply, but because 
you can’t repeat mode types, the lobby must 
choose between hunt and the gametype that 
wasn’t selected for round two. Ditto day four. 
And on day five, evacuation always comes to a 
close with a tense game of Defend.

So far we’ve just described a basic playlist, 
but the twist in evacuation’s claw comes from 
environment modifiers. With the exception of 
the first game of hunt, every subsequent map 
is tweaked in a direct reaction to the previous 
day’s victors and losers. 

For example, let’s say the first day takes 
place on the tenth map, the Dam. In Evolve’s 
fiction, the celestial heBO-class hydroelectric 
dam surveys planets from orbit to identify 
optimal locations before dropping to the 
surface and auto-deploying. If there’s a failure 
in its mechanisms, fail-safe overflow doors 
open up to release excess water.

got all that? good. If the hunters happen 
to win this opening game of hunt, the dam is 
protected and it can power up to full capacity. 
If that happens, perimeter walls alongside the 
dam will activate, meaning that the playing 
area of the next map is cut in half by these 
walls, severely reducing the chance for the 
monster to quietly go about chowing down on 
wildlife and levelling up to its full strength.

support tools will stack, 
so Cabot’s Damage Amplifier 
combined with val’s weak-
point-inducing Anti-
Material Rifle activates 
quadruple damage effects.

For every gametype 
involving minions, the 
AI monsters will always 
be baby Goliaths.

generator-powered gates. the monster must 
destroy both generators to open these gates, 
and then attack the fuel pumps until they 
explode and the resulting chain reaction turns 
the ship into a giant roast dinner. hunters 
must, quite simply, defend.

the environments aren’t the only things 
that make Defend the odd one out: it’s the 
only mode where the monster starts off as 
a fully grown level-three beast rather than 
a lowly level one. And it isn’t alone, either. 
the minions from Nest return in batches, 
and waves of them head straight for the 

generators and pumps as soon as they 
spawn into the map. 

these minions decide the outcome of 
Defend matches – it’s in the monster’s 
best interests to protect the minions 

and distract the hunters rather than 
attacking the stationary targets 

directly. It’s easily the most manic 
of all the modes we tested, with 

no real need for the hunters 
to do anything even remotely 
resembling hunting. 

shear delight
If hunt, Nest, Rescue and 
Defend are the meat of Evolve, 
evacuation is its skeleton. 
A five-part story arc, it’s the 
equivalent of Left 4 Dead’s 
campaigns and gives the 
experience structure. Or, if 

you want to get mathematical, 
over 800,000 unique structures 
when you factor in every 
permutation of events.
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Abe
Sweary, moustachioed trapper Abe is the han Solo 
of the group, according to turtle Rock co-founder 
Phil Robb. his main weapon’s a shotgun with an 
electronic choke that kicks in if you fire at a slow 
enough rate, converging its pellets into slugs 
and turning the gun into a sniper rifle of sorts. his 
secondary weapon, meanwhile, is a tracking dart. 
If he tags a monster with it, he’s able to track them 
for 45 seconds. But infinite rounds means he can 
also tag as much wildlife as he chooses, and if the 
monster chows down on any of these creatures, 
the dart pings into life. Abe can lob up to five Stasis 
grenades at once, which wrap energy chains around 
the monster’s limbs to slow it down.

PARnell
Joining markov and hyde in the Assault class is 
ex-military comic-book junkie Parnell. Like the 
rest of his classmates he boasts a Personal Shield 
power, but he wears an experimental combat suit 
with a Suit Serum special ability that temporarily 
transforms him into a supersoldier. When activated 
he’ll lose a chunk of health but run faster, jump 
higher and gain the ability to rapid-fire his weapons 
– an auto-shotgun (double-barrelled, natch) and 
an auto-rocket launcher – and reload at inhuman 
speeds. given the health sacrifice, he needs to work 
alongside a medic who can quickly top up his vitality 
– so Lazarus, who’s all about reviving the dead rather 
than healing the living, is an unwise choice.

Hunter GatHerinG Meet evoLve’s tHIRD AnD FInAL 
tIeR oF LAunCH-DAy HunteRs

CAbot
the leader of not just the group but everybody, 
cabot is a Support-class hunter who owns the 
dropship from which you begin each round. the 
ex-marshall’s main weapon is a rail gun that lobs 
lumps of steel at such velocities they can hit any 
object, fully penetrate it and still damage things 
40m behind, so if a monster’s hiding behind some 
rocks this will open up wounds without any trouble. 
An Orbital missile dusts a large area of the map 
with radioactive particles to highlight all nearby 
creatures, and his Damage Amplifier is a weapon 
that fires a beam of energy that renders the surface 
of creatures more susceptible to penetration. coat 
the monster and everyone’s guns do double damage.

CAIRA
medic caira is the only hunter of the roster born on 
earth. her healing Burst is a standard tool for every 
medic in the game, but her jetpack’s Adrenaline Field 
ability is unique: when activated it rapidly speeds up 
her movements along with those of nearby hunters, 
letting the entire group quickly sprint across the 
map when chasing down the monster. Weapons-
wise she only has the one, but it functions in two 
very different ways. In its standard mode it’s a 
Napalm grenade Launcher, spitting out projectiles 
that set everything in its radius alight. But remove 
the battery and slot in the alternative power unit, 
and the grenades are charged with hP-giving healing 
bursts that dish out splash health from afar.

Chris Ashton, 
Turtle Rock co-
founder & Evolve 
design director 
oxM: What were the major 
things you learned from the 
game’s big Alpha?

CA: For me the big thing 
was the matchmaking. Role 
preferences worked really, 
really well. Most people 
were likely to get their 
first choice every round, 
which is really great 
because that’s a hard 
problem to solve when you 
can’t have overlap. you 
can’t have two Assaults or 
two Medics. but we missed 
the mark on the matchmaking. 
Role preferences were taking 
much higher priority than 
ranking, so you could have 
level-18s, level-20s and 
then a level-1 guy. He’s 
going to get his number-
one pick but he’s going 
to get worked, right? And 
that’s just a simple maths 
problem – we realised after 
the big Alpha that there are 
so many people waiting, so 
why don’t we just cap the 
pools? And then the server 
infrastructure: as soon as 
the game went up, europe 
went crazy. We weren’t 
expecting that at all. We 
didn’t have enough servers, 
and so they overflowed 
into Canada and the united 
states, so people in europe 
were playing on servers in 
the us and didn’t know it.

oxM: How did that happen? you 
controlled how many invites 
you sent out, no?
 
CA: that’s the thing. you 
can send 100 invites, but 
you don’t know how many 
are going to show up – but 
europe went crazy and the 
team went into a panic 
trying to get more servers 
up. Going through that 
exercise and how long that 
takes in the real world… 
it was really rough, 
but hopefully everybody 
understands it’s an alpha 
and that’s the reason 
we’re doing it. of course 
we wanted everything to go 
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If the hunters lose that opening round, 
however, the dam is damaged beyond repair 
and those aforementioned overflow doors 
open up. So when it comes to day two of 
evacuation, the neighbouring map is partially 
flooded and the hunters’ movement speed is 
significantly decreased.

From teleportation and healing pods 
activating to more carnivorous plants 
appearing or troopers joining the hunters’ 
squad, the fallout from each day is always 
significant. Advantages and disadvantages 
only carry over for a single round, but day five 
always abides by its own rules. No matter 
what the previous map may have been, there 
are only two possible modifiers: if the hunters 
won day four, the automatic turrets protecting 
the walls have extra armour. If the monster 
ended the previous day with a bellyful of homo 
sapiens, its minion army will be boasting 
thicker skin to make them hardier. 

Nobody likes being on the wrong end of a 
whitewash of course, so while all this is going 
on, evacuation’s also keeping track of who’s 
winning and losing every round, auto- 
balancing stats to make the fight more even.  
Invisible sliders are adjusted, so if you’ve lost 
four games in a row you’ll be more durable and 
hitting harder in round five to keep you from 
rage-quitting. the handicap’s pretty obvious, 
and after four straight victories we noticed our 
weapons were significantly less effective, but 
fair play to turtle Rock’s balancing boys: that 
round was the closest of all.

the other reason to stick with evacuation to 
the end, besides the fun of actually playing, 
is for the prizes. You’ll earn post-round XP 
as per normal, but there’s also a bonus pot 

of cumulative XP determined by your win/
loss record, cutely tracked as the number of 
colonists still alive at the end of every day. 
this hefty slab of ability-unlocking moolah 
is only dished out at the end of the fifth day, 
after you’ve watched a cutscene depicting 
hunters holding off a monster onslaught or, 
rather depressingly, getting roasted by flame 
breath, battered by boulders, trampled by 
giant feet and… you get the picture.

Roar is war
While Evolve ships with 16 maps in total, 
turtle Rock is promising more post-launch, 
and insists that you’ll never have to pay for 
a single one. Downloadable maps will always 
be free, and Shear’s world is designed to be 
modular, so new levels can seamlessly slot 
into evacuation as and when they’re  
released into the wild.

monsters and hunters beyond those 
available on launch day (three and 12, 
respectively) will be premium content, but 
you won’t be prevented from teaming up  
online alongside or against characters and 
creatures you don’t own. In fact, if you play 

in a group with hunters you don’t own, and 
those players leave mid-match, you can even 
take advantage of the ability to switch to an 
AI-controlled bot to test-run said hunter.

Yet even without factoring in any additional 
maps or characters, Evolve has suddenly 
become a staggeringly bulky proposition. the 
potential combinations of the newly revealed 
hunters (see hunter gathering, page 31) and 
evacuation’s map modifiers lead to all kinds 
of devious tactical masterstrokes. take this 
suggestion by turtle Rock co-founder chris 
Ashton: a hunter party consisting of tier-
two medic Lazarus and tier-three Support 
cabot are playing hunt. they encounter a 
wild megamouth and slay it for the power-
up inside. cabot then tags the beast with a 
tracking dart, and Lazarus resurrects it with 
his Lazarus Device glove before the group 
moves on. Later, a hungry goliath meets the 
same megamouth and slays it for its power- 
up and some critical meat to level up. But 
instead of getting a mouthful of extra  
power, it swallows the tracking dart and the 
hunters know where it is. 

In truth, the above example – while entirely 
possible – seems a little far-fetched (in our 
experience, most games are resolved too 
quickly for this type of event to happen, 
although maybe tactical play will lead to 
slower games come release), but the  
creativity on display is typical of the potential 
for experimentation. 12 characters each 
boasting three utterly unique skills will  
always give rise to interesting tactics when 
combined in different ways by players over 
Xbox Live – many of which turtle Rock  
cannot yet comprehend.

though new characters  
will be made available via 
paid DLC, you’ll be able  
to play alongside or 
against them online, even 
if you don’t own them.
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Doom 

State of Decay: 
year one 

Survival eDition 

Pub betHeSDa SoftworkS   
Dev iD Software  ReleAse 2015

Pub microSoft StuDioS   
Dev unDeaD labS  ReleAse SprinG

HAs tHe tRoubLeD DooM 4 
FInALLy ReDIsCoveReD Its souL?
Of all the games (allegedly) trapped in 
development hell, it makes sense to 

find Doom 4 there – now known simply 
as Doom. Not just because it’s about 
hell, but because of this question: 

what is a modern-day Doom game? Is it 
survival horror, like the sourly 

remembered Doom 3? An old-school 
throwback, like Shadow Warrior? A 

parody, like the execrable Duke Nukem 
Forever? Based on recent info, it 

appears to be going for ‘throwback’, 
rescuing features abandoned by Doom 
3, including quick strafing, no reloading 

and a focus on gore. We can also 
expect to see double-jumping, brutal 

melee kills and the ability to use 
hacked-off hands at security doors. 
Now that sounds like a modern-day 

Doom to us – severed fingers crossed.

WAIt, ARen’t tHInGs supposeD 
to DeCAy oveR tIMe? 

the original State of Decay did smart 
things with the zombie survival genre, 
not least putting it on Xbox 360. Rather 

than merely looking out for numero 
uno, you were taking care of a group 
of stragglers, gathering supplies and 
protecting your bases from hordes of 
undead – your ultimate goal was to 

leave town. Not only does the Year One 
Survival Edition up the resolution and 
include all the DLc, but it will add new 
characters, weapons and vehicles, so 
it’s great value if you’ve not yet torn 

open the game’s tasty carcass.

Of course there’s still the promise of not 
just a third as-yet-unrevealed monster, but 
a fourth: pre-order DLc dangles the carrot of 
another beast for early adopters. given that 
both Kraken and goliath demand completely 
different tactics to topple, message boards 
are likely to overspill with new tactics and 
ideas for experimentation. In our five solid 
hours of testing, no two rounds played out 
the same. In fact, no two rounds featured 
the same squads, monsters, maps or 
environmental modifiers – without even 
factoring in procedurally placed wildlife and 
mission-critical features inside those maps. 

Evolve’s forever changing, and pretty soon 
after launch it’ll be forever growing, too. 
While Titanfall’s community has dwindled ever 
since the Respawn shooter exploded onto 
the scene, turtle Rock has quietly created 
an online revolution of its own that seems to 
have the tail needed to thrive night after  
night, month after month. 

(continued from page 31)
amazingly smoothly, but the 
reality is the more things 
that go wrong, the more 
lessons we can learn.

oxM: We’re seeing plenty of 
nods to evolve’s fiction 
seeded in conversations and 
on map screens – how deep do 
you push it?

CA: the fiction’s there and 
we go really, really deep at 
our end. Maybe there’s room 
for comic book tie-ins or 
whatever in the future. It 
helps us when we make a new 
character to know what their 
backstory is. It leaks out 
into the game, but hopefully 
two months in you’re still 
learning about the fiction 
and hearing conversations 
that you’ve never heard 
before because you’ve never 
been in this map with this 
combination of characters. 
We’re not going to dole it 
all out from mission one to 
mission 12 and you know the 
whole story – you’ll slowly 
experience [it]. 
 
oxM: Do you see evolve as more 
of a service than a game? 
Where you can keep giving 
us free maps and premium 
Hunters and Monsters?

CA: you can keep rolling with 
those. We built the campaign 
in a way that we can just 
add more territories, and 
it just ties in. everyone 
will just log in one day and 
they’ll get a patch with new 
territories, new missions, 
new campaign effects. All 
that stuff is very modular 
because we want to stay 
here. We’ve been thinking 
about this game, at this 
point, for more than a 
decade. this is something 
that even predates turtle 
Rock, so we’ve had a long 
time to fall in love with 
it and think of things we’d 
like to do, so hopefully the 
game’s successful and people 
want more. 

oxM: It’s Christmas, you’re 
throwing a party and you can 
invite three of evolve’s 
characters. Who do you 
invite and why?

CA: For my party… Abe, Caira 
and Hyde. they’d be crazy at 
a party. Hyde would break 
everything. Caira would be 
talking about who knows what 
and everybody would laugh. 
Abe would be flirting with 
Caira, and she would totally 
ignore him. It would be 
super-entertaining.

turtle Rock is keen to keep each  
Hunter’s silhouette distinct to help  
the monster player identify who he or  
she is up against from afar.

bucket is 
the only 

non-human 
Hunter.  
For now…
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Batman  
arkham knight

It’s all gone a bit Grand Theft Scarecrow          

 A
s a newcomer to videogames 
(or at least good videogames), 
Batman is an oddly timely 
figurehead for the mix of 
savagery and scruples the 
action genre has become. 
True, he doesn’t look 
conflicted – a compacted 

mass of muscle and gadgetry, descending 
from Arkham Knight’s skies in a swirl of 
memory cloth, one fist seizing the nearest 
windpipe while the other flicks Batarangs 
at goons further afield (a trick that can now 
be performed in mid-air). But all that power, 
and all the principles that come with it, are 
continually on the verge of being corroded. 

There’s Batman’s trauma as an orphan to 
account for – a permanent drain on his sanity, 
reinforced by years of bruising clashes with 
the underworld, which sees him moved almost 

to murder when it comes to old foes such 
as Two-Face and Scarecrow. And there’s the 
city he watches over, a mirror for Brucie’s 
inner conflicts that’s overrun by thugs in 
makeup. Thanks to a dose of new-gen 
medicine, Arkham Knight’s version is the most 
magnificent staging ground yet for the ace in 
Rocksteady’s hole – Batman’s combo, which 
has widened its remit to include environmental 
takedowns, counter-throws and the ability to  
use opponents’ weapons after disarming them. 

Of more service, perhaps, given the 
expanded world, are the tweaks to flight, with 
Batman able to glide for longer, care of taller 
structures, and make sharp turns using his 
grapple gun. As you dart between skyscrapers, 
gossiping to Batgirl-turned-switchboard-lady 
Oracle about mission objectives, it’s easy to 
forget that everybody below is out to kill you. 
Mind you, all those people will have to try 

pretty hard even when you do run into them 
on ground level. That’s thanks to Batman’s 
new best friend, the Batmobile, which can be 
summoned anywhere in the city and is much 
more than a fast travel option. Pop it into 
battle mode and you’ll be able to strafe while 
aiming heat-seekers and your riot gun. Hit 
eject while travelling at speed and you’ll be 
gracefully propelled into a glide. You can even 
use it during on-foot combat, uppercutting a 
goon for the Batmobile’s turret to polish off.

It’s the freshest aspect of a game that 
otherwise seems conservative, swish textures 
and mysterious main villain notwithstanding. 
Still, Arkham City plus more gadgets remains 
an enticing proposition, and after setting a 
new standard for adaptations with Arkham 
Asylum, Rocksteady can be forgiven for saying 
goodbye to Batman with more of a controlled 
explosion than another Big Bang.

Evolution
pixEl pErfEction

time for some big 
numbers. Arkham 
Knight supports 
50 enemies on-
screen at once 
– five times 
what Arkham city 
afforded – and 
just one of its 
character models 
soaks up as many 
polygons as 
the entirety of 
Arkham Asylum’s 
environment. it’s 
also lush with 
special effects, 
such as rain 
dribbling off 
your cape.

 pub wARneR BROS dev ROckSTeAdY ReleASe 2 jun
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Kingdom Hearts iii

mad max

pub square enix  
dev square enix  ReLeASe 2015

pub Warner Bros   
dev avalancHe studios  ReLeASe 2015

it’s all a bit mickey mouse
It’s been ten years since we last had 
a fully fledged, numbered addition to 
the Kingdom Hearts series, and Sora’s 
gotten all grown up in the meantime. 
Not so much so that he’s entirely put 
away childish things, mind – you can 
still expect appearances from such 
Disney stalwarts as Mickey, Donald, 

Goofy and the gang. This time, in a plot 
that leads on from 2012’s 3DS outing 

Dream Drop Distance, you need to seek 
out seven guardians in a bid to stop all-
round rotter Master Xehanort’s evil plan 
to spread darkness like it’s February in 
Iceland. And not even Icelanders want 
that. While you’re at it, you’ll need to 
collect a ‘Key of Return Hearts’, too. 

Whatever that is, we can’t wait to hunt 
it out in the game’s uniquely oddball 

world with all its new-gen bells, 
whistles and Disney MagicTM.

welcome to the apocalypse
We really can’t say that The Wasteland 
tops our ‘relaxing holiday destination’ 

list. From the tyre-meets-thorax 
violence of the announcement trailer, 

through to the barren vistas of the 
most recent trailer, all we’ve seen 

of Mad Max so far suggests a brutal 
world in which it’s less ‘dog eat dog’ 
and more ‘dog consume flesh of dog 
and then boil the bones for glue’. So, 
it’s pleasingly, unpleasantly true to 

the spirit of the films, then. This is all 
crunchy vehicular combat, teaming 
up with your pal Chumbucket(!), and 

cobbling together weapons from 
scavenged scraps of metal with which 
to face off against bandits who want to 
turn you into the aforementioned glue. 

Where do we book our flights?

mortal KomBat x 
pub Warner Bros  dev netHerrealm studios  ReLeASe 14 apr

Netherrealm’s promisiNg scrapper has us 
screamiNg “FiNish it!”

After a decade in the doldrums, NetherRealm successfully 
refreshed the Mortal Kombat series in 2011 with the most 
literal reboot of all time – Raiden using his amulet to wish 
himself backwards through time, back to the day of the 

opening Mortal Kombat tournament – in the process undoing 
years of Shao Kahn-inflicted storyline carnage, and years of 

gimmick-inflicted gameplay carnage, too.
NetherRealm’s ‘back to basics’ approach is complemented 

by a deceptively tight fighting system that makes it simple 
for even the most casual players to pull off big, crowd-

pleasing moves, yet also provides enough strategic freedom 
to make bouts beefy enough for competitive expert play, too. 

The overall feel, then, is of a fighting series on the up,  
and NetherRealm aims to build on these solid fundamentals  

in this, the studio’s first Xbox One offering. 
Set several years after the 2011 retelling, Mortal Kombat  

X sees the core fighting roster return older, wiser and more 
battleworn – so they really won’t be especially happy that 
the action runs in 1080p at a silky-smooth 60 frames per 
second, so we can all get a good gawk at those wrinkles,  

saggy bits and scars.
But there are some fresh faces amidst the more familiar 
fighters, too – our favourite being D’Vorah, an insect/
woman hybrid with a complexion akin to that of a bee,  

and a set of stingers running down her spine to match.  
Other newbies include Kotal Kahn, a perpetually angry  

Aztec god with glowy tattoos and an eye on Shao  
Kahn’s Overworld throne, and Cassie Cage – daughter  
of Johnny Cage and Sonya Blade, who clearly didn’t let  

the wrinkles get in the way of getting down. Fists  
itching for a Fatality? Expect a full hands-on/spines-out  

report in the not too distant future.

Dead or Alive 5: 
Last Round 

are you a fan of boobs, 
bikinis and, er, babes 
bashing each other about? 
if so, this ‘definitive 
edition’ of team Ninja’s 
fighter might just be what 
your Xbox has been crying 
out for. yes, it’s possibly 
the millionth outing for 
series entry number five, 
but in addition to the new 
stages and largest roster 
yet, it’s promising to 
be “the most graphically 
striking”. we can only 
imagine what kind of physics 
that might involve. Not 
willing to splash the cash? 
there’ll be a free trial 
version available. Need the 
pot sweetened further? it 
really will be the last one 
this time. promise. maybe.

Massive Chalice

well, you asked for it. 
Quite literally – massive 
chalice’s development was 
funded by a kickstarter 
campaign, raising almost 
$1.3 million from around 
30,000 backers. the concept 
of strategic warfare with 
the threat of permadeath 
is one we’re familiar with 
thanks to the likes of 
Xcom, but here the twist is 
family: your warriors age 
and pass the torch on to the 
next generation. an early 
version of this charming-
looking turn-based title is 
already in backers’ hands 
on pc, with the rest of us 
having to wait until spring 
for the full release.

Goat Simulator

imagine you’re a goat. got 
it fixed in your mind’s eye? 
good. Now think about what 
you’d like to do. chew the 
cud? wrong. produce some 
tasty cheese? wrong again. 
Frolic about on a rampage, 
destroying all in your 
path like a four-legged, 
two-horned wrecking ball, 
chaining high scores as you 
go? Now you’re thinking, 
billy. thankfully, goat 
simulator will cater to 
these urges, in a pc port 
that has, er, deliberately 
left most of the bugs in. 
it’s certainly an oddity, 
but unless much improved, 
it’s a novelty that won’t 
live long in the memory.

pub Koei tecmo  dev team ninja   
ReLeASe 20 FeB

pub douBle Fine  dev douBle Fine   
ReLeASe mar

pub coFFee stain studios dev douBle eleven 
ReLeASe 2015
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Battlefield Hardline
 pub EA  dev ViscErAl gAmEs  ReleASe 20 mAr

Dead space dev’s first Battlefield is dead spacious

m
uch as Dead Space’s 
achievement lay in 
persuading you that it 
hadn’t, in fact, gotten Alien 
pregnant with Resident Evil 
4, so Battlefield Hardline’s 
key gambit is to pretend 
that it isn’t just a Battlefield 

game with a plot and aesthetic abducted 
from television cop shows and heist cinema. 
The weapons are unfortunately telling, here. 
Yes, you can flick out a taser to non-lethally 
disable an enemy sold- sorry, armed suspect, 
if you want to play the responsible enforcer 
– and yes, those grappling lines (which are 
handy during flanking actions) do put us in 
mind of Ocean’s Eleven.

But at the end of the day, you’ll still get 
to wield rocket launchers, grenades and 
c-4, and those heavier-hitting weapons and 
gizmos are still instrumental to a campaign 

and multiplayer in which buildings topple 
backwards like penguins mesmerised by 
passing aircraft. similarly, those story levels 
that we’ve played still involve following an 
NPc down a corridor while they dispense 
authentic-sounding patter. 

Maze runner
Hardline’s corridor might be a wrinkly avenue 
in the housing projects, splattered with fliers 
and gum, but that’s all much of a muchness 
if you look at your mini-map, on which 
swarms of orange icons await destruction or 
takedown. Doing the latter shows the premise 
to strongest effect – rather than just creeping 
up with a set of cheese wires, you’ll need to 
hold up the target (or targets) by showing 
your badge, then keep them in your sights till 
you’re close enough to administer the cuffs. 

if Hardline often apes its DicE-developed 
predecessors – hardly outlandish behaviour 

for a studio taking its first pop at a licence –  
it is at least trying to fix them. The single-
player campaign is much more supportive of 
player choice when it comes to the scenarios 
pegged out inside that corridor, for example. 
There are Far Cry 4 Outpost master-style 
segments where you’ll be called upon to take 
or hold a stretch of ground by fair means 
(making arrests) or foul (pretty much every 
other approach available to you). 

The result is a play of tactics that genuinely 
compares to what’s possible in multiplayer, 
as you tuck mines near blind corners, and 
use ziplines to enter firefights boots-first. 
multiplayer, conversely, borrows a few devices 
from the campaign in the shape of hostage 
rescue and car chase modes. Hardline aims  
to liberate players from the squalid grindiness 
of previous offerings – which is somewhat 
ironic for a game in which you’re asked to 
uphold the law.

Evolution
flood lEvEls

After Battlefield 
4 it’s hard to 
be impressed by 
the mere sight 
of a skyscraper 
collapsing, but 
there are some 
seismic moments 
here. Blowing up 
the water silo 
atop a high-rise, 
for example, in 
order to flood the 
elevator shaft 
so that you can 
swim right to the 
top. nothing Xbox 
360 can’t handle, 
with a few nips 
and tucks, but 
still something 
to tell the 
grandkids about.
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Screamride
pub microSoft StudioS 

dev frontier developmentS  ReleASe 6 mar

WhEn rAilWAy tycoons go BAd
frontier – creator of Rollercoaster 

Tycoon – has been watching, sat in 
its offices painted with the blood of 
innocent theme park victims, and 

taking notes. it’s not surprising to find 
that the dev who enabled us to fling 

hundreds of passengers into a lake is 
a big fan of the kinds of mad, chaotic 
destruction found in other games, but 
it’s a big surprise to see the influences 
in frontier’s newest game, ScreamRide.
it’s a fusion of Rollercoaster Tycoon’s 

passenger-flinging murder rides, Angry 
Birds’ catapults and Trials Fusion’s 

ragdoll-flopping controls. Build a ride, 
then launch your unlucky passengers 

into the weak points of a building. 
Explosions ensue. it’s everything we’ve 

ever wanted out of Alton Towers.

Star Wars: Battlefront   
Hands up who was expecting EA to bring back Battlefront? It’s 
been one military FPS after another for so long that this almost 
seems too good to be true, even if we have a feeling it might 
deviate from previous games just a wee bit. Battlefront’s huge 
scale suggests that Battlefield developer DICE is the right team 
to reinvent it, even with hints that it may have been turned 
into an FPS. If that’s the price for next-gen AT-ATs, Speeder 
bikes, Sarlacc pits and Ewoks, it should be well worth it.

Saints Row IV:  
Re-Elected

saints row iv was clearly 
struggling with last-gen 
consoles when it touched 
down on them in 2013 – so 
now we have a better-
looking, more stable Xbox 
one version to look forward 
to at the end of January. 
re-Elected bundles in a 
cornucopia of dlc, along 
with new fully fledged 
expansion gat out of hell 
(more on that one below) – 
so you’re getting plenty 
of bang for your buck. if 
you’ve not played it, iv is 
a gtA-style open-world city 
sandbox, but with aliens, 
superpowers, a genuinely 
funny script and a dubstep 
gun. oh and you play as the 
us President. Because why 
the hell not, hey?

Saints Row:  
Gat Out of Hell

taking saints row regulars 
Johnny gat and Kinzie 
Kensington, gat out of 
hell literally sends them 
to hell, after an incident 
with a ouija board (we’ve 
all been there). once down 
south, they’ll acquire 
angelic wings, meet 
historical wrong’uns and 
baddies from past games, 
and eventually take on satan 
in their quest to rescue 
the saints’ boss. Xbox one 
players will find this silly 
expandalone bundled with 
re-Elected, while 360 owners 
will be able to download it 
from Xbox live. 

D4: Season 2

okay, so the existence of 
a second season of sWEry’s 
enjoyably mad d4 (dark 
dreams don’t die, remember) 
depends on a number of 
factors, not least Microsoft 
giving his team the cash 
to make more episodes. the 
first few chapters of this 
detective adventure series 
weren’t exactly given the 
thick wedge of the marketing 
budget, but it’s carved out 
a respectable cult following 
who enjoyed its time travel, 
obsession with American food 
and clinically insane cast 
of characters. We want more 
in 2015, and so does sWEry – 
however, we might have a bit 
of a wait on our hands.

pub deep Silver  dev volition / HigH voltage  
ReleASe 23 jan

pub deep Silver  dev volition / HigH voltage  
ReleASe 23 jan

pub microSoft StudioS  dev acceSS gameS 
ReleASe 2015

dev ea  pub ea dice  
ReleASe winter

pub microSoft StudioS   
dev moon StudioS  ReleASe Spring

BEcAusE soME gAMEs don’t nEEd 
guns to shoW strEngth

Dragons. Krakens. zombies. guns. 
Batman. Pixies? Ori and the Blind 

Forest, a fantasy platformer with a 
Metroid-like structure, is testament to 

the fact that a game doesn’t have to be 
big and scary to succeed – but you may 
have to endure some heartbreak. in the 
first 15 minutes, Ori’s subjected to an 
Up-esque knife-twist to the feelings, 
and from then on you’ll feel a sense of 

responsibility as you command the poor 
thing to jump through spikes, monsters 
and other things that will likely kill him. 
interestingly, save points are an option, 

not a given – you can collect your 
points to upgrade abilities, or use them 
to save. like videogame chicken, then.

ori and tHe  
Blind foreSt
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Dragon Ball 
Xenoverse

The newest Dragon Ball game 
is the first to be released 
on new-gen consoles – so as 
well as being able to see 
every individual hair in 
Goku’s trademark spikes, 
we’ll also be treated to 
shiny HD graphics. You’ll 
also create your own fighter 
- less impressive when you 
remember all 200 Dragon Ball 
characters are basically the 
same guy – and battle in 
large 3D arenas, including 
mid-air and underwater sets. 
A mysterious new city, an 
unknown fighter and over 200 
special moves guarantee some 
Ball Z to the Wall Z action. 

Bladestorm: 
Nightmare

A sequel to Bladestorm: 
The Hundred Years’ War, 
Nightmare is Dynasty 
Warriors meets its 
predecessor’s titular 
tussle, sprinkled with 
hilarious historical 
inaccuracies. The game 
centres around your single 
commander along with troops 
of soldiers. The fantasy 
twist means that where 
normal armies might have 
horses and men and men on 
horses, yours ranges from 
elephants and camels to 
wizards and dragons. No word 
yet on whether we can cross-
breed camels and dragons to 
create the ultimate desert 
beast, but we wait in hope.

Earthlock:  
Festival of Magic

If Dreamworks made turn-
based fantasy RPGs, they 
would look a lot like 
Earthlock. The story 
surrounds the mysterious and 
sudden halt of the planet 
Umbra’s rotation, kicking 
the world into everlasting 
day and night – and it looks 
like Final Fantasy meets 
Cloudy with a Chance of 
Meatballs. The combat system 
takes a rock-paper-scissors 
type approach, with Pokémon-
style pairings. Locations 
are detailed and colourful, 
and a strange spud-based 
weapon and magic system 
makes for varied classes. 
Looks good – but can it 
deliver after a successful 
Kickstarter campaign?

DeaD IslanD 2
Pub Deep sIlver Dev yager ReLeASe 24 apr

ZoMBIE CARNAGE WITH A sUNsET  
ovERDRIvE-sTYLE MAKEovER

Forget what you know about Dead Island – the tropical 
setting, the dark, bleak horror of it all – because Dead 
Island 2 is a completely different kettle of zombie fish. 

Taking its vivid, pupil-searing colour scheme from the same 
dress-up box that Sunset Overdrive’s been raiding, Dead 
Island 2 transposes the zombie-slaying fun from holiday 
resort to the sunny coastal state of California. It was the 

geographical variety that sold the Golden State as the 
setting, with beaches and cities blending into snow-capped 

mountains and forests. The biggest new feature is the 
integrated co-op, which sprinkles other zombie-chasers 

into your game, allowing up to eight of you to play together 
at once – plucked from a list of your friends and random 

strangers. (We’ve already drawn up our eight-person zombie 
apocalypse friend list, but unless Chris Pratt and Arnold 
Schwarzenegger are huge fans of Dead Island, we might 

have to keep that one firmly in the realms of ‘fantasy.’) Xbox 
One’s bigger, brainier brawn means that the open world is 
seamlessly streamed to your eyeballs without any delay or 

loading screens. And yes, it looks sexier than a dismembered 
torso in a bikini, with gorgeous vistas, gory open wounds 

and – judging from the promo screenshots – an abundance 
of horrible, rotting zombie teeth. Next-gen chompers, that’s 

what we’ve been waiting for.

lIfe Is strange

InsIDe

Pub square enIx Dev DontnoD entertaInment   
ReLeASe 2015

Pub mIcrosoft stuDIos Dev playDeaD 
 ReLeASe 2015

ANGsTY TEENs MEET sUNDANCE 
FILM FEsTIvAL

You’ll hear this game being compared 
to quiet indie exploration game Gone 
Home, in which a teenage girl is led 
through her house via her younger 

sister’s emotive diary entries. In the 
same vein, Life is Strange explores 

the knife-edge of adolescence, 
and with similar themes of sexual 

experimentation and the difficulties 
of growing up – it’s not hard to see 

why the comparisons are made. 
However, where Gone Home was rooted 

in realism, this quickly takes a turn 
toward sci-fi. An time-tinkering twist 

adds a new dimension, while still 
managing to keep a sweet story at its 
heart. Even better: much of the game 
is hand-drawn assets overlaid onto 

sepia-toned objects, making it seem all 
the more personal and heartfelt.

IT’s NoT Too CosY IN HERE
From the creator of Limbo – and 

you’ll know that as soon as you see 
it – Inside is very much Limbo for the 
third dimension. We’d be doing it a 

disservice to leave it at that, because 
dismissing a game as ‘just like Limbo’ 
isn’t fair when it’s as interesting as 
Inside. Though the game appears 

to share much of its big bro’s looks, 
its atmosphere of fear and its use 
of layering to show movement, the 

story has a harder edge. Set in what 
looks like some kind of authoritarian 

dystopia, drained of all colour and 
featuring drone-like, marching workers, 
it’s like Limbo grew up, left the forest 
and got an office job. As slaves in our 
own desk jockey hell we’re excited at 

the notion of finally breaking free.

“eight of you  
can now play 
together at once”

Pub banDaI namco Dev DImps  
ReLeASe 13 feb

Pub koeI tecmo Dev omega force  
ReLeASe 6 mar

Pub mIcrosoft stuDIos Dev access games  
ReLeASe 2015
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Quantum Break 
 pub Microsoft studios dev reMedy ReleASe 2015 

Washing those villainous stains  
from the fabric of time

 H
ow do you represent a temporal 
distortion without twisting 
your own fragile brain into a 
figure of eight? Hire christopher 
Nolan to film stephen Hawking 
stubbing a cigar out in a gaping 
black hole? Much like this intro, 
remedy’s take on the idea 

with Quantum Break doesn’t have any obvious 
grounding in theoretical science – but it does 
come in very handy when you’re fighting a man 
dressed in bullet-retardant hexagons, and you 
need to find a cover spot in a hurry.

Among the special abilities foisted on 
protagonist Jack Joyce is the ability to sprint 
through freeze-time, the fabric of reality 
flapping behind him like a badly secured 
carpet. it’s a glorious experience – enemy 
battle chatter is sadistically paralysed mid-
yelp as Jack streaks invisibly down the flank 
– but at the end of the day it’s a dash move 
with a budget to blow, and the sense of slight 
disappointment this inspires covers much 
of what we’ve seen so far. As far as tArdis 
simulators go, Quantum Break seems beautiful 
and bombastic but just a teeny bit pedestrian 
in terms of what you actually do.

remedy, in fairness, has never advertised 
this as a game about horsing around with the 
fourth dimension. it’s a game about fixing that 
dimension, smoothing out history following (or 
should that be ‘before’? or ‘during’?) a botched 
quantum experiment at the sinister Monarch 
corporation, whose top exec can read the 
future. fold this premise together with the 
developer’s knack for a sizzling shoot-out 
and you get ‘time-amplified action gameplay’, 
otherwise known as Gears of Warp Factor 9. 

Jack can, for example, lock down a bubble 
of temporality in order to stop a foe in place, or 
serve as a sort of outlandish damage amplifier 
– bullets fired into the bubble hang there 
until they’re unleashed all at once in a deadly, 
white-hot burst. He can also interact with 
certain objects that are suspended in time for 
tactical gain, perhaps nudging a car that’s in 
the process of flying across a road, so that it 
rewinds straight into a pursuer’s face.

fancy stuff – but again, we’re talking about 
sci-fi riffs on a pair of very well-worn tricks, 
auxiliary fire modes and environmental traps. 
Perhaps the abilities remedy hasn’t yet shown 
will elevate its Xbox one exclusive above 
the status of an imaginatively styled cover 
shooter. right now, though, it’s more “oorah” 
than Doctor Who.

Evolution
Making your Mark

Quantum Break’s 
most daring 
feature, 
supposedly, 
is that it’s 
a mixture of 
episodic live 
action-tv series 
and campaign 
shooter – your 
decisions in the 
latter will shape 
the plot of the 
former, which 
tells the story 
of the game’s 
main antagonist. 
it’s one of the 
more intriguing 
attempts to blur 
the streams 
between tv and 
gaming out there.
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“you can run and 
jump like a parkour 
montage video”

Evolution
big dark

taking dead 
island’s open 
world, making it 
huge, and making 
the hero as agile 
as a russian 
ballerina was 
a smart move. 
adding in the day-
night cycle, so 
the player’s role 
changes with the 
coming of dusk 
from predator to 
prey is an even 
smarter move. 
after all, since 
when were zombies 
scary by day? 
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Dying Light
Hands-on with techland’s free-running follow-up to dead island 

 Pub warner bros  Dev techland  release 30 jan

 t
echland wasn’t happy with Dead 
Island. heavily hyped by a cg 
trailer, the game emerged as 
an interesting if clunky mix of 
zombie-clubbing, multiplayer 
and open-world exploration. Yet 
players were critical of the pace, 
the technical issues, the dull 

story and the slow action. techland wanted to 
do something different, while publisher deep 
silver wanted a straight sequel.

so the two parted ways. Dead Island 2 is 
deep silver’s take on the first-person zombie 
genre, a very similar title set in california, 
and Dying Light is techland’s. and techland’s 
choice so far seems like a good one. the new 
elements the developers have mixed in – free-
running, a focus on storytelling, a Dark Souls-
type asymmetric multiplayer and a day-night 
cycle – mesh together to make a game that’s 
more than the sum of its parts.

the story follows Kyle crane, a special 
operative for a sort-of-Un agency who’s air-
dropped into the quarantined city of harran. 
he’s after a man called suleiman, who has 
data that might prove the cure to the virus 
that’s broken out. suleiman has taken charge 
of one of the city’s two survivor factions, but 
crane doesn’t know which – and finding out 
who he can trust is half the story.

sadly for crane, as soon as he parachutes 
into the city, he’s beaten up by the thug 

faction and bitten by zombies, the end result 
of the virus. and he manages to smash his 
supply of antizan, the drug that’s the only 
thing that slows the virus’ progress. not a 
good first day. thankfully for him, the tower 
faction take him in, training him to survive 
in this grim new world – and he learns not to 
trust his superiors on the outside.

from that point, the game is a traditional 
power fantasy. even at the basic level, crane’s 
stamina is much superior to Dead Island’s 
asthmatic bunch, meaning he can clobber 
quite a few zombs before his arms wear 
out. he can also run and jump like a parkour 
montage video, allowing him to stay on the 
rooftops and out of reach of most of the 
zombie types (more on which in a moment). 
it’s possible to leave the safety of your tower 
block home, get to an objective and leg it 
back, without having to smack a single 
zombie about, purely by using parkour.

and it’s an oddly believable world to run 
around. Perhaps because one of the designers 
is an architect, harran’s street names, layouts 
and buildings feel real. when we glanced out 
from the eighth floor of the headquarters, 
the view was of a modern middle eastern 
city – think istanbul or beirut, a historical city 
peppered with satellite dishes. smoke rises 
from it, the waterfront is clogged with junk, 
there were shanties, tower blocks and an old 
colonial-style city centre of piazzas. cluttered 

interior layouts and the roaming cast inside 
the block feel similarly authentic.

but it’s also been designed, explicitly, to be 
a city that it’s easy and fun to explore using 
parkour skills (and the occasional grappling 
hook, in the old town). moving around has the 
fluidity of Assassin’s Creed or Batman: Arkham 
City, albeit from that Mirror’s Edge first-person 
perspective. of course, the agile traversal 
systems don’t mean that you’re superhuman 
or that you’ll make every jump you attempt. 
and, unless you land on a pile of bin bags or  
a soft car roof, falling still hurts. 

Unlike in dice’s game, though, there are  
no set routes here. rather than have the level 
designers hand-craft every handhold, the 
game scans the architecture ahead of you for 
routes as you run, making this procedurally 
generated parkour that could theoretically 
work on any layout. it means that traversing 
the run-down shanties near the tower block, 
and the more refined piazzas and courtyards 
of the old town are completely different. 

the brutal combat also hurts, with much 
retained from Dead Island. the tools at your 
disposal are almost entirely crude melee 
weapons, and combat consists of smashing 
zombies until they fall down, then stomping 
the corpse until it stops moving. 

joyously, as in Dead Island or System Shock 
2, flimsy weapons will often break on you 
mid-zombie-braining. if you’ve got parts, you 
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can fix them quickly – but often it’s a case 
of finding or crafting some more. all around 
the world there are blueprints for new gadget 
and weapon types, with a range of elemental 
attacks. they’re not as silly as Dead Island – 
which, frankly, was thematically inconsistent 
with its magic boomerangs skills and super-
powered punching – but there are a few top-
end weapons that are crazily overpowered. 
firearms are extremely rare, mainly because 
anyone firing one attracts all the zombies in 
earshot to his location. not a good plan.

in a move borrowed from Skyrim, as you fight 
or run or simply survive, crane gradually gets 
better at that activity. there are three skill 
trees that come off that, each having three 
tiers of skills, signifying a general increase in 
your ability levels. level up to the next parkour 
tier, for example, and you’ll run and climb faster 
for longer, as well as jumping further. they’ve 
also been designed to flow nicely into each 
other. for example, you might unlock a slide to 
knock one zombie off its feet, then segue into 
a springboard move off another, before using 
an aerial execution move to finish off your first 
undead victim while it’s still on its back.

Dead to rights
the zombie types seem borrowed from Left 
4 Dead, but that’s no bad thing. apart from 
the stumbling biters, there are the recently 
infected Virals, mostly still human and agile. 
occasionally hitting one of these will snap it 
out of the zombie trance, prompting it to beg 
you for help, before it starts trying to bite your 

brain again. other types include slow, strong 
demolishers, exploding bombers, hazmat-
suit zombies, acid-spitting toads and the 
horrifying Volatiles, who only emerge from 
their lairs when the sun comes down. 

at night, the dead city comes to life. the 
zombies have a weakness to UV light, meaning 
that even the most basic biter or Viral wakes 
up a little more at night-time. more troubling, 
there are zombie types that only come out at 
night, including the Volatiles. these are fast, 
agile and tough – in the sections we played, 
we never managed to faze one, and just had 
to run. given they’re as fast as you are and 
hunt in packs, running is merely the third-
least-worst option. if you can manage to stay 
stealthy without stumbling into a somnabulent 
biter, that’s the second-least-worst option. 

worst of all, the be the zombie mode only 
works at night. this is where enemy humans 
can Dark Souls their way into your game. 
except they enter it as super-powered hunter 
zombies, like a maxed-out human player 
or a really mean spider-man. they can leap 

several storeys, use a grappling hook to pull 
themselves around the world fast and deploy 
a series of damaging attacks that almost all 
disorient other players or knock them apart 
from each other. if a hunter gets you on your 
back on your own, you’re dead. to combat 
this, humans have UV flashlights and flares. 
Yeah, not exactly an even fight. 

bump in the night
as a result, staying indoors is the best  
option, which you can do by napping at any 
unlocked safehouse, should you be able 
to reach it when the sun goes down. but 
you’ll want to take that after-dark risk. some 
missions, both story and sidequest, are only 
available at night. also, some ‘things’ come 
out at night that drop resources essential  
for top-end crafting. 

that’s without the additional complexity of 
the game’s weather cycles. heavy fog could 
have you stumbling in the dark straight into a 
pack of enemies, or not seeing whether you 
can make jumps. storms make it easier to 
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Rise of the  
tomb RaideR 

Pub squaRe enix   
Dev cRystal dynamics release winteR

ExpEct biggEr, morE 
flEshEd-out tombs in this 

globEtrotting sEquEl
although business cards list her 

profession as ‘tomb raider’, lara croft 
didn’t loot that many sepulchres during 

her most recent reboot. the game’s 
optional tombs were more like tiny 

puzzle boxes, which would unfurl to 
reveal another dusty relic or the handle 

of a shotgun. for Rise of the Tomb 
Raider – the timed xbox-exclusive 
sequel – proper tombs will make a 

return, in a style in keeping with the 
rest of the game. that doesn’t mean 

they’ll be as labyrinthine as in the 
original titles, but with any luck they’ll 
now be something tutankhamun would 

be happy to be caught dead in.
given the events of the last game 

– boat crash, friends dead, torture, 
no mobile reception – you might be 
wondering why lara seems so keen 

on going spelunking for jewellery once 
more. the e3 trailer began with ms 

croft in therapy, although she didn’t 
seem as troubled by her evolution into 
a hardened killer as you might think. 
once you’ve slaughtered an entire 

island, you probably get a hankering to 
kill some more – and true to that, for 

her latest adventure she’ll be returning 
to her globetrotting ways. multiple 
locations have been promised this 

time, an approach that worked well in 
the pretty wonderful Underworld.
but that, of course, was a different 

timeline. in this one, lara’s only getting 
started, and crystal dynamics has an 
entire planet to draw on once more. 
so, where next? south america, the 

himalayas… Venice again? wherever it 
is, we have our bags packed and our 

passports at the ready.

Pawel Zawodny
OXM: What do you think gamers 
will expect of dying light?

PZ: on the most general 
level, they simply expect 
to have great fun. i 
hope gamers will immerse 
themselves in the open world 
we’ve created; experience 
adrenaline rushes when 
jumping between rooftops 
and fighting zombies; get 
goosebumps during the night; 
and simply have a fantastic 
time when playing co-op with 
friends. i don’t know if 
they expect it, but they’re 
also going to experience a 
revolution in first-person 
games. i’m convinced that 
when they get a taste of our 
natural movement system, 
it’ll be hard for them to go 
back to ‘normal’ games, in 
which freedom of movement is 
severely limited.

OXM: Why did you drop the 
last-gen version? 
 
PZ: obviously, we had to take 
commercial factors into 
consideration. We’re an 
independent studio, so to 
drop the old-gen version 
really was a major decision. 
however, the decision 
was the right one. We put 
quality as the priority 
and trust that fans will 
respond accordingly. at this 
point, gamers crave truly 
next-gen experiences, and 
this is what we’re going to 
deliver. i believe releasing 
a scaled-down game with 
only profit in mind is not 
something we should do. 
hopefully gamers see that 
what we did was really first 
and foremost for them.

OXM:  What makes techland 
distinctive as a studio?

PZ: it’s our drive for 
innovation. We always 
experiment with new ideas 
and try to find creative 
applications for existing 
features. it’s not an end in 
itself, but rather our way 
to deliver unforgettable 
experiences. that’s why 
we develop our own engine 
technology – it gives us the 
freedom to innovate.

move around, but puddles of rain and electric 
cables are not friendly bedfellows. 

with all these systems – free-running, 
storytelling, crafting, combat, diurnal cycles, 
randomised weather – it’s one of those games 
that makes you want to tell stories. in one 
mission we found ourselves out at night in the 
middle of a storm to turn the power back on 
to the tower’s defensive UV lighting system. 
we were the only survivor stupid enough to 
agree to go out after dark. we tried sneaking 
through the shanties and managed to reset 
two substations before a Volatile spotted us, 
but soon we were running for our lives, badly 
injured in a confused melee encounter. half-
blind in the rain and the dark, we bounced 
from rooftop to rooftop, as the Volatiles 
closed, howling to each other. after a five-
minute pursuit that felt like it lasted a lifetime, 
we eventually plummeted down a cliff face to 
land awkwardly on a car. stunned, we waited 
for the Volatiles to finish us. instead, they 
paused, looking confused. and the sun rose, 
sending them bounding back to their hidden 
lairs. that’s just a simple slice of Dying Light – 
these stories erupt into life at regular intervals 
– and it’s why we’re looking forward to it.

“it’s a game tHat 
makes you want  
to tell stories”
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Tom ClanCy’s The Division
Ubisoft’s disease-ridden MMO has our undivided attention

 A 
gang of upstart microbes  
have taken New York City  
by storm, reducing it to  
a seasonally sparkly 
wasteland of clapboard and 
body bags. A problem for an 
army of UN medics armed  
with a billion dollars’ worth  

of Lemsip, surely? Ubisoft Massive begs to 
differ: what’s needed here are guns. Sick 
people simply can’t help going crazy with 
Molotov cocktails, you see, so it’s just as  
well there are state-sponsored guerrillas  
on hand to keep the peace.

The Division is – broadly speaking – an 
MMO in the spirit of Destiny, built around 
spontaneous player meet-ups in a vast world 
and small squad battles against AI, with a PvP 
component tucked away in ‘Dark Zones’ where 
the plague is especially rampant. Fans of Ubi’s 

work may be more reassured by the parallels 
with Assassin’s Creed and Far Cry, however. 

Progress through the campaign is governed 
by the capturing of civil facilities such as town 
halls and libraries, much like seizing Borgia 
Towers in Brotherhood. Rolling over these 
hotspots also changes the mood of each 
district: Morale and Security ratings go up, 
while Contagion levels and insurgent activity 
fall, enabling you to coo over the Snowdrop 
Engine’s wartorn lustre without fear of being 
pegged by a wandering sniper.

If this sounds too dry and managerial, there 
are also story missions that lean on usage of 
your Echo module, which coughs up forensic, 
fizzy holograms of the recent past to assist 
you with objectives. Oh, and drive the 
‘emotional storytelling’. Bearing in mind the 
achievements of prior Clancy games in this 
department, which range from ‘torture scene’ 

to ‘they took my baby!’, we’re understandably 
a bit sceptical on that front. 

The gunplay, on the other hand, seems 
unlikely to disappoint, though its Borderlands-
esque grounding in stats may unsettle in light 
of the realistic look and feel. Players must 
work in sync to overpower superior numbers 
and higher-level opponents – you might set 
up a flame turret on a car bonnet to protect a 
downed ally, or fit a rolling bomb with tear gas 
to debuff an especially obstinate goon.

Its apparent belief that medical 
emergencies can be resolved with napalm 
aside, the only dodgy thing about The Division 
is its fondness for delays – it’s rumoured that 
next year’s launch window is optimistic. Then 
again, teething pains are inevitable for a game 
of this scope. Ubisoft’s on a roll with open 
world gaming right now, and Massive’s latest 
should be very infectious.

 pub UBISOFT  pub UBISOFT MASSIvE  RElEASE 2015

Evolution
takE to thE skiEs

handsome as 
the snowdrop 
Engine is, the 
Division’s most 
eye-catching 
feature is 
perhaps its 
tablet companion 
app, which 
enables one 
player to fly 
support as a 
drone with its 
own ability tree. 
it’s among the 
few specimens of 
‘auxiliary play’ 
that actually 
seem interesting, 
although the 
on-foot stuff is 
still the main 
attraction.
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 Scaly PalS Come on, that’s co-op, right? 
Lots of different colour-coded dragons – 
coincidentally, four in total, which is a nice 
number for local multiplayer – all seemingly 
being ridden by tiny little humans? Maybe it’s 
just a dragon tea party. Who knows?

 BeatS By Dre-gon Kamiya really wants us to 
notice those damn headphones. What are they 
for? Is it a rhythm game? Are there important 
audio cues? Is it the How to Train your Dragon 
audiobook? Or is it a GTA-style playlist? Taylor 
Swift could make or break a dragon battle.

 chromo-trigger You may have noticed  
that the nice man’s dragon friend is colour- 
co-ordinated with his outfit. We really wanted 
this to be a sign that the guy has style, but  
we think it’s probably to do with which 
dragons he can bend to his will.

 i SPy Sci-fi See all this sci-fi stuff? Some 
kind of spaceship? Giant moon thing? Clearly 
an indication of Scalebound being set on some 
Earth-like, but slightly different, planet. Hence 
the dragons. Earth doesn’t have dragons – but 
we do have lemurs, and that’s fine with us.

 SuPer Smaug BroS Brawl Dragon punches 
monster, and suddenly you’re caught in the 
middle of a rather big, rather dangerous battle. 
You’re not the only enemy here; there’s clearly 
some kind of monster-eat-monster beef going 
on, and it’s all you can do to stay alive.

 armour armoire Armour grows over our 
man – let’s call him Headphones Jones – like 
some kind of medieval fantasy Iron Man. Did 
he press a button, or does he have danger-
sensing clobber? We’re hoping this means 
environmentally reactive kit.

 here Be DragonS? We’re thinking that this 
screenshot could – and we realise we’re wildly 
speculating here – indicate the presence 
of dragons in Scalebound. We don’t want to 
make assumptions and then look like idiots 
when we’re wrong, but we’ll see.

 ranger Danger In the space of a two-
minute trailer, our protagonist brings out both 
a sword and a magical bow – and he’s clearly 
proficient with both. Kamiya’s Bayonetta was a 
dab hand with multiple weapon sets, too. Of  
course, our man could just be a Rambo fan.

 mythical menagerie We saw a dragon, a 
big chompy beetle thing, a hydra-like snake 
monster, something that looks like lava 
crossed with a bull and several colour-coded 
dragons who looked a bit too busy to save you 
from said hydra-snake. It’s a busy world, then.

SCALEBOUND
Our anticipation for this mythical lizard-
centric outing burns hot as dragon’s breath

I
n an interview at this year’s Tokyo Game 
Show, the team behind Platinum Games’ 
surprise Microsoft collaboration remained 
typically tight-lipped about the game. 

Between vague allusions to multiplayer, open-
world possibilities and getting friendly with 
dragons, a few quotes lay nestled like golden 
dragon’s eggs. “Every moment that you see 
[in the trailer] really has meaning and purpose 
behind it,” explained game director Hideki 
Kamiya, while creative producer JP Kellams 
added that, “Every shot counts and every shot 
means something.” So we just have to watch 
the E3 trailer really closely to know what they 
mean. Challenge accepted, Kamiya… 

 PuB MICrOSOfT STuDIOS Dev PLATInuM GAMES releaSe 2015
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Resident evil: Revelations 2
 pub CapCom  dev CapCom  ReleASe 18 Feb

Co-op horror takes a trip to the isle of wights

Y
ou can see the intention behind 
Resident Evil Revelations 2 by 
looking at the lead characters. 
Claire is a returning Resi 
favourite – older and more 
capable than before, but still 
immediately recognisable. Then 
there’s moira. She reminds us 

that it’s okay to be scared. Well, that, and it’s 
acceptable to have a mouth dirtier than oscar 
the Grouch’s dustbin hidey-hole. Together  
they represent the mix of familiar and 
frightening that typifies this sequel to the 
2012 handheld shudder-’em-up. 

So far, we don’t know much in terms of 
story. moira and Claire are abducted then 
dumped on a prison island. If this wasn’t bad 
enough, the inmates are utterly revolting. 
They’re known as the afflicted: juddering, 
gnashing horrors that are faster than 
traditional Resi enemies, but still feel like 
part of the same (probably doomed) world. 

The first time that one of them jumps at you, 
you can’t help but think of the nightmarish, 
frog-monkey-hunter-things from the original 
Resident Evil, although – mercifully – without 
the head-swiping instadeath.

The bangles
In case the whole abduction/imprisonment 
thing left you in any doubt, it’s definitely 
personal. both leading ladies are fitted with 
glowing bracelets that indicate how scared 
they are: green for ‘I’m splendidly well, thank 
you for asking’; orange for mildly terrified; 
red for so-scared-you’re-dead. They’re also 
used for gentle exposition. at one point, a 
sinister voice crackles through the bracelets, 
helpfully explaining how everything is fixed to 
get much, much worse. because worse than 
zombie borstal is a thing, apparently. 

all this hints at some specific reason 
for the horror. Capcom has suggested that 
Revelations 2 is about people, not just 

monsters. Whereas the original was concerned 
with unspeakable things hiding in the 
darkness, this is about shadows in the hearts 
of men. It’s a flowery way of saying the game 
focuses on human relationships – a welcome 
sidestep away from the steroid-inflated 
heroics of the main series. but what if you love 
guns more than feelings? You’re in luck. This 
has the familiar gunplay of Resi 4 – complete 
with dashing cinematic spin-kicks – but it’s 
layered with fear. Claire is more capable than 
ever, but she’s no soldier; the vulnerability that 
made her so compelling remains. moira is far 
more fragile. She won’t use firearms, so it’s up 
to Claire to protect her. 

The intention throughout Revelations 2 is  
to foster a sense of mutual reliance. From 
what we’ve seen so far, this could come 
through courtesy of slo-mo jumping high- 
fives or cowering together in the gloom. after 
the one-note action of recent titles, we’ll 
happily take either option. 

Evolution
EpisodE by EpisodE

Way back in 1998, 
Resident Evil 2 
was released as 
an interlocking 
story, delivered 
on two discs. 
things have 
changed. 
Revelations 2 
will be released 
episodically, 
with a Complete 
season digital 
download also 
available, and  
a disc version  
to follow.
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Phantom Dust

homefront:  
the revolution

pub microsoft stuDios   
dev microsoft stuDios  ReleASe 2015

pub DeeP silver  
dev DeeP silver Dambuster stuDios  ReleASe 2015 

fantasy RpG aims to REdEfinE 
thE tERm ‘GRitty REboot’

You think earth is rubbish now? You 
should see what it’s like in action-

strategy game Phantom Dust. humans 
have fled underground to escape 
the choking dust that blights the 

world’s surface. Some humans, called 
espers, have the power to control 
the dust (pretty low on our list of 

desired superpowers) and venture 
to the surface to seek out artifacts 

from humanity’s shattered history. The 
concept comes from a classic xbox 

title, but don’t fret if you haven’t heard 
of it; the original’s mix of strategy, 
cards and soil-bending made it a 

cult hit rather than a revered classic. 
From what we’ve seen from the CG 

trailer, we can expect snazzy visuals, 
swirling magic powers and – somewhat 
unsurprisingly – lovely particle effects. 

GuERillas in thE midst of dEEp 
silvER’s subvERsivE shootER  
Where the original had you fighting a 
losing battle against the north Korean 

army, the tone in Homefront: The 
Revolution is different. as in, ‘you’ve 
already lost’ different. Set four years 

after Korea invaded the US, you lead a 
resistance movement. There’s an open 

world, dynamic weather and a day-
night cycle, and your choices affect 

the environment, too. Taking out senior 
foes could trigger a punitive response, 
say, or inspire others to similar acts of 
defiance. It’s a potentially fascinating 

change for a series that previously 
featured so wretched a prompt as 

‘press x to jump in mass grave’.

Resident Evil   
‘Remake’ sounds lazy, doesn’t it? It conjures up images of 
fresh textures, new box art and not much else. This is more 
than that. Instead of being a reskin of the 1996 original, this is 
an upgrade of the 2002 Gamecube game – the best Resi you 
probably never played, full of flailing deaths, desperate saves 
and brow-furrowing inventory management. And even if you 
know Spencer Mansion like the back of your zombie-gnawed 
hand, you’ll still find surprises in this promising horror remix.

pub caPcom dev caPcom  
ReleASe 2015

Gears of War 4

We know very little about 
the next Gears of War, 
except that the series has 
a new home at black tusk 
studios. some things will 
feel pleasingly familiar: 
series veteran Rob fergusson 
returns, following his 
departure after the release 
of Gears of War 3. there’s a 
strong foundation to build 
upon; an established world 
with a compelling fiction, a 
universe that’s immediately 
recognisable but still 
open to narrative twists. 
fergusson has a head full 
of plans that never made 
it into Judgement – we’ll 
have to wait to see what 
they are, but at the very 
least you can expect guns, 
chainsaws and guns with 
chainsaws on them. 

Toy Soldiers:  
War Chest 
 
 
War is hell. unless it 
features unicorns, pixies 
and teddies, in which case 
it’s fabulous. toy soldiers: 
War Chest is coming to Xbox 
one, with a tower defence 
playset largely unaltered 
from past titles. the 
biggest addition is the star 
power army: a glitzy platoon 
of fantasy creatures with a 
preference for rainbow over 
khaki. the trick will be 
balancing pegasus against 
panzers, faeries against 
flamethrowers. as well as 
the returning German Empire, 
two additional armies will 
make their debut.

The Elder  
Scrolls Online

We’d forgive you if you’d 
forgotten all about the 
Elder scrolls online. 
originally set for release 
in June 2014, bethesda’s 
massive mmo made it on to pC 
but never arrived on Xbox 
one. should you care? Well, 
yes – particularly if you 
ever invested lonely hours 
necking mead in skyrim. 
Every location in tamriel 
is here, together with a 
crucial story of conflict 
and revolution, set 1,000 
years before the events 
of skyrim. for sheer scale 
alone, there’s nothing else 
like this on Xbox one. 

pub microsoft stuDios  dev black tusk 
stuDios  ReleASe 2015

pun ubisoft dev signal stuDios   
ReleASe Jan

pub bethesDa dev Zenimax online stuDios 
ReleASe 2015
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Fable legends
 pub Microsoft studios dev Lionhead studios ReleASe 2015

the origin of asymmetry  

n
ot won over by Evolve’s grim, 
dank settings and its tough-
skinned behemoths, but  
quite like the idea of a teaming 
up with three friends to deck a 
fifth, grossly overpowered pal? 
You’re in luck: Fable Legends 
fills that pigeonhole neatly with 

a more light-hearted take on the burgeoning 
‘lopsided multiplayer’ mini-genre. 

taking place in a leafy, verdant paradise 
nestled in the heart of albion, Fable Legends 
is as camp and jolly as its progenitors, but 
with that hint of slightly darker stuff that lurks 
behind the scenes. Where Evolve is all murky 
shades of grey and brown and black, Fable 
Legends tells its story with vivid, fairytale 
colours, ramshackle settings and caricatured 
characters. that’s not to say it dials back 
on the brutality – heroes have a large and 
extremely varied arsenal at their disposal. care 
for some examples? Well, for starters there 
are ice spears, rapid-firing crossbows that act 
like a machine-gun for the Middle ages and 
canisters of fire to lob at oncoming minions. 

there’s plenty to mix and match to create  
the baddest, most lethal group of heroes this 
side of the ironwash river.

Meanwhile, the Villain – a hazy figure at 
best, who oversees the arena in first-person 
like a puppetmaster – can control minions, 
traps, mines and so on from a tower defence-
style interface. You get the chance to see the 
inner workings of an enemy lair – where the 
goblins hide, when the boss comes out – as 
essentially the logistics manager for orcs, inc.

it’s a neat idea, but one that is still yet to 
properly take flight in hands-on demos. as fun 

as it is to play the villain, one wave of ai troops 
is pretty indistinguishable from the next for 
the heroes on the ground. and with the game 
so clearly created for the ‘always online’ Xbox 
one of yore, we worry that the world-building, 
so important to Fable’s solo adventures, has 
taken a back seat. there’s a small hub city, 
Brightlodge, where you’ll be able to mill around 
playing pub games and completing jobs – a 
clear attempt to provide the social interaction 
we loved in past Fable outings – but we are 
worried Legends won’t match up to those 
immersive, living worlds from albion’s past.

Evolution
HEro or villain?

the Fable series 
has always given 
its players that 
moral dichotomy, 
but in previous 
games your 
choice didn’t 
change the way 
you approached 
combat. legends 
lets would-be 
scoundrels fight 
in a fittingly 
down-and-dirty 
manner. a well-
timed wooden 
trap, for 
instance can 
be deployed to 
separate the 
Heroes, allowing 
you to divide  
and conquer.
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Final Fantasy  
type-0 HD

 pub Square enix dev Square enix ReleASe 20 Mar

The class of 2011 are making their mark four years on

 B
ack when we were at school, 
classes could barely get through 
a day without locking an unlucky 
victim in a supply cupboard or 
happy-slapping someone. if 
you’d handed us a variety of 
arcane weaponry, it probably 
would have resulted in even 

bigger swear words being carved into desks. 
Trust Final Fantasy to turn what amounts to 
a group of 14 mismatched teenagers into a 
swashbuckling group of handsome young 
things who spend their free study periods 

honing each of their particular brands of 
superpower before tramping off to combat 
nazi-like military evil. as silly as it might sound 
(and we’re not even taking into account that 
most of them are named after playing cards), 
there’s something fitting about the scholastic 
setup – Type-0 forces you to relearn just what 
a Final Fantasy game is.

That’s primarily because it breaks some 
golden FF rules. in fact, that seems to be 
the whole point. Originally released on PSP 
back in 2011, it ditched static, turn-based 
battles, random encounters and the series’ 

traditionally dreamy aesthetic (the game’s 
trailer opens with the sight of a bloodied, 
dying Chocobo – some would say sad, we’d 
say ‘magnificent Sunday roast’) – all hallmarks 
of the main, numbered entries. it proved to be 
a stretch too far for localisers – this new-gen 
remake is the first time the game’s come west 
– but it fits nicely into Square enix’s remit for 
Fabula Nova Crystallis, the mini-series that’s 
grouped several games under one overarching 
narrative of the ‘crystal legend’.

“i remember when [series producer] 
Yoshinori Kitase came around and asked me 

Evolution
pick a stylE

type-0 HD is 
essentially 
tabata and team 
cutting their 
teeth on an action 
game, but the 
real challenge 
comes in  
applying 
a similar 
(although, as 
he’s keen to 
tell us, not 
identical) style 
to the main 
series. swapping 
Final Fantasy’s 
iconic turn-based 
combat for pure 
action could 
change the entire 
perception of  
the franchise.
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to make my first game in the Fabula Nova 
Crystallis series,” explains director hajime 
Tabata. “i remember him saying, ‘as long as 
you pay attention to this legend, understand 
the idea of the mythology behind it, you can 
really make any kind of game you want.’” he 
clearly took that to heart.

Crystal maze
The story might be familiar – the grandiose 
tale of a world of four nations, each powered 
by a respective magical crystal, which is torn 
apart when one country decides it’d be cool 
to break everyone else’s eldritch rock and go 
full fascist – but the gameplay is anything but, 
powered along by an action system that draws 
equally on the considered attack patterns of 
Monster Hunter and some distinctly MOBa-like 
thinking around special abilities.

Central to that system is your 14-kid party. 
each armed with a different weapon and 
almost entirely different sets of abilities, 
they’re tailored to some very specific needs. 
With only three slots in your party, and the 
ability to control only one character at a  
time (although you can switch between  
them at any time using the D-pad), the 
differences between them become a far  
sight more specific than whether they’re a 
melee or ranged fighter. elemental types, 
weapon speed and even the fact that  
certain characters dodge by rolling and  
others by teleporting become surprisingly 
important dependent on the lineup of  
enemies you’re up against.

Timing is everything, not least because 
it gets really, really boring standing in the 
middle of a warzone with nothing to do. along 
with the traditional MP counter (recovered by 
collecting Phantoma, magical essence you sap 

from downed bad guys) every spell’s bound by 
a cooldown time, meaning your management 
of how they’re used, and in what sequence, 
will need to become second nature to defeat 
bigger enemies. handily, enemies also leave 
themselves weak for a moment after stronger 
attacks. While this is a pleasant bonus in 
most encounters with common goons, one 
grotesquely powerful boss we fought could 
only be beaten by exploiting those half-
second openings – a tough enough challenge 
that we had to get ourselves killed and choose 
a new party better suited to doing so.

Which leads us to Type-0’s other major 
divergence from its parent series – this thing 
is hard. Where most FF games let you level 
up with their enemies, only providing truly 
super-tough moments towards the end (or 
even post-game), Type-0 takes cues from 
other action games, punishing you for not 

learning the ins and outs of its frantic combat 
early on – it even grades you on performance 
in missions, Platinum-style.

easing off
for those not up for being killed repeatedly 
by vicious Cactuars, the remake does add 
an easy mode, one of several tweaks to the 
original. Tabata seems to have made those 
changes as much for his own benefit as 
anyone else’s: “My eyesight’s starting to get 
a little worse recently and i’m finding it harder 
and harder to play games on tiny screens, so 
i thought that if we were going to remaster 
Type-0, it’d be a good idea to make it on a 
big screen for people like me!  There’s so 
much information on the screen – we thought 
changing it around, allowing you to play it on 
a TV screen would be very fitting, allow you to 
take in everything that we wanted you to.”

50 / The OffiCial xBOx Magazine WWW.TOTalxBOx.COM

F E at u r E



Hajime Tabata
OXM: Having worked on a spin-
off and moved onto a full, 
numbered Final Fantasy, does 
your team feel a greater 
responsibility?

HT: i don’t actually feel 
that much extra pressure 
on us. the goal we’ve set 
ourselves is so much bigger, 
so it feels a lot more 
worthwhile working towards 
it. i’m always told by our 
cEo that Final Fantasy has 
this heritage, but that i’ve 
really got to take it away 
from that and make it into 
a game series that feels 
current, rather than some 
relic. He tries to pile this 
pressure on me and i keep 
thinking, ‘yeah, that’s 
a big ask, it’s a huge 
objective’, but because it 
is such a big objective, i 
can’t really slack off! the 
mood and the morale among 
the team at the moment is 
really high – everyone’s 
really interested in and 
excited about what they’re 
doing, so i’m starting to 
get the impression that we 
can make this the best ever 
Final Fantasy.

OXM: internally, is the idea 
of FF as a turn-based rpG 
series over? are you bored 
of making those games?

HT: it’s not that we’re tired 
of making those games, no. 
the thing about FF is that 
it really depends on the 
teams who are in charge of 
the individual games. it 
just so happens that the 
current team wants to make 
a more action-packed game. 
if that was a different 
game, a new project, with a 
different vision and they 
wanted to do it in a more 
turn-based style, they’d be 
very welcome to do that – 
and i’m sure they will.

OXM: Final Fantasy xvi – 
turn-based again!

HT: i wouldn’t personally 
want to do a turn-based 
game, but hey, if it’s 
a team other than mine, 
there’s a quite good chance 
of that happening! 

Final Fantasy XV
pub square eniX   

dev square eniX  ReleASe 2015

tHE JrpG tHat aims to makE a 
FratErnity For EtErnity
“i learned the word ‘bromance’ 

today.” This is the one part of the 
interview with XV’s director we didn’t 
need a translator for. Partly because 

‘bromance’ is quite a distinctive word, 
and partly because hajime Tabata looks 

quite so proud of using it. “i thought 
that was a really great word; i love what 

it expresses.” 
in a way, it’s one he’s been looking 

for since he took over Square enix’s 
troubled project. With changes in 
direction, staff, platform and even 

name since its announcement eight 
years ago, Tabata now seems settled 

on a core idea. “up until now i’ve 
always been calling it the ‘buddy 

dynamic’, a trip with close friends and 
that communal feeling – that’s what i 
wanted to show through the game.”

That’s clearly mainly down to the 
game’s central four characters, who 
swapped Chocobos for a Corvette, 

guffawing as they head off to slaughter 
monsters. But there are hints of that 

friendship philosophy in the gameplay, 
too. a lot’s been made of the game’s 
switch to an action-combat system, 

but Tabata tells us that it still revolves 
around playing as a party – ai members 

will keep track of your line of sight, 
watching your back for threats.

We’ll learn more throughout the year, 
we’re sure, but for now we’re pleased 

enough that Tabata’s bringing new 
words and experiences into the fold.

The remake certainly benefits for its 
readability, but it’s been somewhat harder  
to paper over the cracks in the jump from old 
handheld hardware to shiny new console 
gubbins. each level’s made up of boxy little 
arenas connected only by loading screens, 
complete with grubby textures and dull 
layouts, while character animations – if fluid, 
performance-wise – are jerky and 
disconnected. it’s not bad-looking, but it’s got 
none of Final Fantasy’s grandeur, and the 
up-res has only made that more obvious.

given that lack of sheen, and the original 
game’s general obscurity, it wouldn’t surprise 
us if the majority of people buying into Type-0 
HD are coming solely for the conveniently 
bundled demo of Final Fantasy XV, but that 
may well end up helping them as much as it 
does Square’s coffers. Tabata and a portion  
of his team moved straight from this project  
to working on the new numbered entry – 
perhaps unsurprisingly, another action game. 
as the director himself admits: “i think it was a 
very good experience for the team to make the 
kind of game where you control your 
characters directly and go around performing 
action scenes in that way. it was good 
practice.” it’s another reason those 
classmates are appropriate – you might just 
find yourself being schooled for a whole  
new Final Fantasy game in the process of 
playing this one. Sign us up.

“tHis punisHes you 
For not learning 
its ins anD outs”
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Halo 5: Guardians
 pub Microsoft studios  dev 343 industries  ReleASe 2015

A new era for Xbox’s stalwart hero

t
he bountiful Master Chief 
Collection proved that 343 
industries is a dab hand at 
remastering Bungie’s games, 
but does it have it in it to make 
a truly great Halo off its own 
back? that’s the question 
hanging over Halo 5: Guardians, 

and while we’re still a fair few months away 
from receiving a definite answer, 343 is 
making all the right noises in the mean time. 
unpopular features from the divisive Halo 4 are 
being dropped, and the studio hasn’t given 
up on introducing new ones, albeit in a more 
measured way this time out.

not much is known about the single-player 
side of Guardians, except that it ties into 
Nightfall, ridley scott’s lavishly produced 
tV show set in the Halo universe. Nightfall 
protagonist Jameson Locke is a playable 
character, although the extent to which he’s 
playable remains to be seen. Are we talking 
an Arbiter-style secondary character, or can 
we expect a Metal Gear Solid 2-esque raiden 

switcharoo partway into the game? Master 
chief is involved, naturally, but would 343 be 
bold enough to sideline John-117 in his own 
series? our interview on page 68 suggests not.

beta the action
thankfully, we know a lot more about the 
multiplayer – the beta of which runs from 29 
december through to 18 January. there are a 
bunch of big changes to the traditional Halo 
formula, not least the addition of aim-down 
sights. But before the ‘change! change is bad!’ 
klaxon sounds up, know that the mechanic 
is not as you might know it from Call of Duty. 
Yes, you can now use ironsights by holding in 
the left trigger, but you won’t be forced into a 
sluggish crawl while you do so. You’ll maintain 
your current trajectory even when peering 
down your gun, while descoping returns to 
knock you out of it if you get hit.

this isn’t the only thing bringing Halo 5 in 
line with the likes of CoD: Advanced Warfare 
and Destiny, either. spartans are much more 
mobile here, boasting bargey shoulders and 

revamped thrusters that allow for a Mario- 
style ground-pound move. it’s unclear how 
many of these additions will make their way 
into the campaign, but it’s clear that 343 
is ramping up the manoeuvrability of the 
spartans, over and above the changes Bungie 
introduced with Reach.

More agile and powerful spartans are big 
step forward, yes, but one that fits nicely with 
the tone of the older games. And with every 
wannabe multiplayer champion strapping on 
a jetpack these days, it’s about time the chief 
rocked up to show them how it’s done.

Evolution
fist mEEt hElmEt

the new Ground 
Pound technique 
is so lacking in 
subtlety that 
it might as well 
come with its own 
entrance theme – 
so you’ll need  
to be careful  
when you deploy 
it for maximum 
effect. still,  
we can’t deny  
that there’s 
something deeply 
satisfying  
indeed about 
landing many 
kilogrammes of 
angry spartan 
down on an 
opponent’s skull.
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CraCkdown 

Mirror’s EdgE 2

pub MiCrosoft studios 
dev CloudginE  ReLeASe 2015

pub Ea dev Ea diCE  
ReLeASe 2015

Just don’t call this  
a ‘sequel’

Crackdown (and GTA) creator David 
Jones is pretending Crackdown 2 

didn’t happen, an entirely sensible 
thing to be doing if you happen to have 
played it. Zombies, dull missions, and a 
decreased focus on vertical exploration 
all put a dampener on the open-world 
supercop game, and that’s why this 

next one isn’t called Crackdown 3 – it 
takes place on an alternate timeline.

That’s about all we know so far, 
aside from the fact that Jones is back 
onboard. Still, bigger co-op numbers 
and cloud computed city destruction 

sound exciting to us, along with a 
renewed dedication to leaping up 

buildings. We’re hoping the hordes of 
mutants have been left in Universe B, 
though – the original’s three criminal 

factions did the job just perfectly.

we have faith in this  
free-running sequel

The original was a great first-person 
platformer hampered by its combat, 

too many interior environments 
and cutscenes that looked like 

they belonged in a 2D flash game. 
Thankfully, Mirror’s Edge 2 seems like 
a faster, less cumbersome game than 
its predecessor. The martial arts-style 

combat hasn’t gone anywhere, but 
it does look much more satisfying to 
pull off, giving you a full complement 

of punches, kicks, grapples and 
environmental takedowns. Take that, 

smartly uniformed rooftop cops. Mix all 
that with the rumours of an open-world 
city and drop-in online co-op, and this 
is shaping up to be one of the tidiest 

sequels of next year.

thE witChEr 3: wild hunt
pub Bandai naMCo dev Cd ProjEkt rEd ReLeASe 24 fEB

XboX one’s largest rpg is taking shape – and 
looking like an absolute beast

It’s been wonderful seeing The Witcher series evolve over 
the years, from the ambitious-but-limited grimdark fantasy 

of the PC original to the beautiful, expansive Assassins 
of Kings. Wild Hunt pushes the boundaries even further 

by giving us a lush open world, home to all of the twisted 
fairytale creatures, swearing and thoroughly confusing 

politics we’ve come to know and love.
Compared to all the other fantasy worlds we’ve trampled 

all over in recent years, Wild Hunt’s does seem a lot more 
detailed and, well, authentic. Or as authentic as the world 

for a game about elves and dwarves can be, at any rate. The 
words ‘open’ and ‘world’ are often synonyms for ‘giant map 

stuffed full of collectibles’, but The Witcher 3 seems  
to forgo all those niceties in favour of a giant map stuffed  

full of hungry monsters.
Geralt isn’t the kind of hero who will happily go around 

hoovering up feathers or propaganda posters: he’s a monster 
hunter, and so most of the game’s main and side activities 
will involve severing some snarling creature or another’s 
head. Horribly tough choices make up the other half of a 

Witcher game, and CD Projekt Red says that your decisions 
in this game will affect the world around you in a more 

meaningful and, yes, ‘dynamic’ way than before.
No online passes, no shoehorned-in multiplayer, weeks of 

free DLC for everyone – CD Projekt Red gets so much right on 
the marketing side of things that it’s easy to forget the effort 
the studio puts into its games. The vast, sprawling expanse 
of Wild Hunt is shaping up to be a very different open-world 
role-player to the likes of Skyrim, and it’s one we can’t wait 
to explore. What’s more, with over 100 hours of gameplay 

promised, our inner Christopher Columbus won’t be hanging 
up his adventuring boots any time soon.

Hunt: Horrors of 
the Gilded Age

if there’s one thing that’s 
going to dominate 2015, it’s 
monsters. Monsters and the 
act of hunting them into 
extinction. the aptly named 
hunt is crytek’s free-to-
play ‘spiritual successor’ 
to darksiders, boasting many 
of vigil games’ developers 
but very little of the dna 
of that biblical epic. its 
Zelda-like bosses, however, 
will return, and you’ll 
hunt them in a pack of 
four here across a number 
of procedurally generated 
maps set in the nineteenth 
century. hunt looks like 
good co-op fun, although 
crytek’s recent troubles 
– and the worrying scent 
of f2p – do make us a tad 
warier than usual.

F1 2015

in a strange move, 
codemasters announced f1s 
2014 and 2015 at the exact 
same time, with the latter 
being teased as the first 
new-gen formula 1, and a 
stunningly pretty one at 
that. 2014, as it turns 
out, was a bit of a cheap 
cash-in – it seems codies is 
putting most of its weight 
behind next year’s game. 
2015’s headline feature 
is its in-season updates, 
bringing your game in line 
with the actual f1 schedule 
as it unfolds. race against 
the current favourites from 
the safety of your beanbag, 
which has less chance of 
requiring a pit stop. 

EA Sports PGA Tour

the greatest side-effect 
of ea swallowing up dice 
is its acquisition of the 
frostbite 3 engine. it’s 
already bringing dragon age 
and Mass effect to life in 
greater detail, while next 
year it will do the same 
for… golf. the sedate sport 
might seem an odd fit for 
the battlefield engine, but 
more power is hardly going 
to hurt. pga tour’s loading-
free courses are a good 
start, while it will also 
feature ‘fantasy’ courses  
where you’ll, for instance, 
hit a ball over a collapsing 
battleship. like crazy golf 
– if it had the budget of a 
Michael bay flick.

pub CrytEk  dev CrytEk frankfurt  
ReLeASe sPring

pub CodEMastErs  dev CodEMastErs 
ReLeASe 2015

pub Ea dev Ea sPorts  
ReLeASe sPring
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BattleBorn 

Project carS

pub 2k gameS   
dev gearBox Software ReLeASe 2015

pub Bandai namco   
dev Slightly mad StudioS ReLeASe 20 mar

one part Borderlands,  
two parts MoBa

The multiplayer online battle arena 
genre starts its Xbox invasion in 

earnest with Battleborn – Gearbox’s 
cartoon multiplayer shooter that’s 

officially Not A MOBA (but totally is). If 
you’ve not dabbled in the genre, MOBAs 

are essentially fast-paced strategy 
RPGs, where two gangs aim to do the 

other in by attacking, levelling and 
communicating as a team. At the end 
of each match, character progress is 

largely wiped. Battleborn differs in that 
it’s first-person, more action-focused 

and boasts elements of permanent 
character progression. There’s also 

the little matter of its co-op campaign. 
Battleborn’s a bit of a chimera then, 
but the recipe’s here for something 

potentially very interesting – provided 
console players take to the genre.

so that naMe wasn’t a 
placeholder. still, it fits

Slightly Mad Studios is only aiming for 
Project CARS to be the most authentic, 

gorgeous and technically advanced 
racing game around. Thankfully, this 

moderate insanity appears to be paying 
off: Project CARS looks absolutely 

stunning, and if it plays just as well it’s 
going to be giving Turn 10 sleepless 

nights. The crowdfunded driving game 
boasts an impressive feature list: in 
addition to a nifty time of day and 

weather system, you’ll be able to tune 
each car to the Nth degree. As this is a 
2015 racer, there’s obviously going to 
be a big community focus, with proper 
race weekends to sink your teeth into, 
and countless smaller events when you 
only have time to nibble at the asphalt.

tom clancy’S  
rainBow Six: Siege
pub uBiSoft  dev uBiSoft montreal  ReLeASe 2015

the tactical fps returns in style. hope  
you’ve insured your house…

We might never know the full story behind the cancellation 
of Rainbow 6: Patriots, but as it’s resulted in the much more 
enticing Siege, we’re considering it one with a happy ending. 

Siege was introduced with a look at one of its multiplayer 
modes, suggesting single-player isn’t the focus this time. 
And that multiplayer looks damned exciting, mixing co-op 
with competitive play to present a properly tactical FPS.

The word ‘tactical’ has been devalued in the years that 
Rainbow Six has been away, but it feels apt describing this 
series. Vegas was a blast, rewarding teamwork, patience 

and the efficient use of gadgets more than almost any 
other military shooter. Those gadgets return in Siege, with  
different sets of tools for the good and bad guys. Goodies 
(in this case, hostage-rescuers) will be given drones, spy 

cameras and breach charges, while hostage-grabbing 
baddies get barbed wire, shields and reinforced walls.

You’ll have need of those, as Siege boasts the most 
impressive destruction tech we’ve seen since Red Faction: 
Guerrilla. You can shatter objects, walls and floors, as you 
try to reclaim or defend the flag… sorry, hostage. If Ubisoft 

can put everything back together, this could be one of most 
thrilling multiplayer games of next year.

“You can shatter 
objects, walls  
and floors”

SUPERHOT

if superhot doesn’t go down 
as 2015’s best-named game, 
then there’s something very 
wrong with the world. it’s a 
first-person shooter where 
time only moves when you 
do, which in a way makes 
it the true successor to 
bullet-time games such as 
Max payne or fear. superhot 
started life during a game 
jam, and it’s coming to Xbox 
one next year in all its 
abstract, balletic beauty. 
the time gimmick gives it a 
very different feel to other 
fpss: it’s more of a careful 
strategy game, prioritising 
aiming over reflexes as you 
John woo your way around a 
very Mirror’s edge-y world.

Plague Inc:  
Evolved

scary strategy game plague 
inc is essentially outbreak 
in reverse. instead of 
trying to save the world 
from a deadly virus, 
you’re trying to infect 
it with one, fighting 
against humanity’s various 
containment methods and 
potential cures at every 
step. despite a terrifyingly 
realistic simulation model 
(praised by the centers for 
disease control), it’s much 
easier said than done: after 
all, humanity has weathered 
any number of plagues over 
the years. playing as the 
virus, you’ll need to mutate 
in your mission to wipe out 
humanity. happy days!

#IDARB

despite some great indie 
exclusives, Xbox one could 
really do with a few more 
games in the vein of smash 
Bros or towerfall. #idarB 
is easily the most novel 
on the horizon, providing 
the game’s many, many, many 
developers pull it off. this 
eight-player competitive 
action title wouldn’t exist 
without twitter, where 
other ocean asked for ideas, 
input and characters, then 
threw pretty much everything 
into the game. #idarB risks 
being a complete mess, and 
that’s why it’s exciting – 
anything could happen, and 
it probably will. you still 
have time to contribute, if 
you have a mad idea you’d 
like the team to implement.

pub id@xBox  dev SuPerhot team 
ReLeASe jun

pub ndemic creationS  dev ndemic creationS 
ReLeASe 2015

pub id@xBox  dev other ocean interactive 
ReLeASe 2015
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Metal Gear solid V: 
the PhantoM Pain  

 pub kONAMI  dev kOjIMA PROdUcTIONS ReLeASe 2015

Open-world MGS and a dog wearing an eye patch? Yes please

 h
ad you told us a few years 
ago that Metal Gear Solid V 
would be coming to an Xbox 
platform, we’d have hidden in 
a cardboard box, tied a goat 
to a balloon and then eaten a 
live snake right in front of you. 
Which is to say, we wouldn’t 

have believed you, but we’re beyond glad 
you were right all along. MGS V is making up 
for the sins of the bloated fourth game and 
then some, ditching its cutscene-heavy focus 
and dialling down the series’ labyrinthine 
backstory for the biggest outing yet.

An open-world Afghanistan desert is your 
sandpit here, along with a similarly sprawling 
section of Africa. You’ll have a vague idea 
of how the game plays if you’ve run through 

Ground Zeroes, but The Phantom Pain builds 
on that to a huge extent. Along with a wider 
space to play around in, you’ll have access to 
new creatures and tools, including the Fulton 
Recovery System that can extract guards, 
vehicles, prisoners and wildlife – it’s as simple 
as tying them to a sort of high-tech balloon.

Why would you want to do that? Well, you’ll 
need guards, trucks, staff and food for your 
base of operations, Mother Base. If you’ve 
played MGS: Peace Walker, this stronghold 
will be somewhat familiar, as it acts as an 
expanded version of that game’s Outer heaven 
system. ‘Recruited’ guards can be put to work 
here, researching new technology, being 
sent out on missions, or even helping out in 
the kitchen. Mother Base will look after itself 
while Snake is out in the wild, but he’ll need to 

return every so often to fend off invaders  
or have a bit of a chinwag with kaz.

Your right-hand man is joined this time by 
a few new faces, including bikini-clad sniper 
Quiet and an adorable wolf/dog named dd. dd, 
by the way, is a canine wearing an eyepatch 
– the internet’s going to be all over that this 
year. These companions need to be discovered 
before they’ll join your cause – in the case of 
dd, that means rescuing the abandoned cub 
from somewhere in the jungle.

It’s almost hard to believe that The Phantom 
Pain looks this impressive, after the overblown 
MGS4 soured the series back in 2008. Via the 
excellent Peace Walker, kojima and co are 
taking Snake back to his roots, while pushing 
the stealth genre forward in bold new ways. If 
you aren’t excited yet, you should be.

evolution
zeroes to hero

phantom pain 
prologue Ground 
zeroes offered 
a tantalising 
glimpse of the 
future of Metal 
Gear solid, as 
well as the  
future of 
stealth. Many 
stealth games 
boil down to 
rote pattern 
memorisation,  
but MGs v’s  
open, fully 
simulated 
environments are 
more like actual 
places, meaning 
you’ll frequently 
have to think on 
your feet.

The OFFIcIAl XBOX MAGAzINe / 55 @OXM

2015 XBoX one evolves



SunSet Overdrive If you’ve 
always felt like zombie games 
need to be peppier and more 
vibrant, Sunset Overdrive has 
you covered. Madcap combat 
provides the meat, and zany 

comedy touches provide  
the... gravy? 

HalO: tHe MaSter CHief 
COlleCtiOn A remastered 
collection treating Halos 

2, 3, 4 and Combat Evolved 
Anniversary to a glossy 

makeover. Halo 2’s even been 
given the full HD treatment, 

so it looks extra fancy.

Call Of duty:  
advanCed Warfare  

The ‘advanced’ bit is the 
amazing tech that’s used in 

your incredibly cool futuristic 
weapons. The ‘warfare’ bit is 
where you shoot everyone in 
the head with said weapons. 

titanfall You won’t find 
much by way of subtlety 
here, but who cares – 

sometimes you just need 
guns and big robots and 
explosions. What’s more, 

when enjoyed with pals it’s 
one hell of a good ride. 

dragOn age: inquiSitiOn  
A fantastically fully realised 
open world where you can 
manipulate politics, strike 

down hordes of the undead 
and do the no-pants dance 
with a pansexual, 10-foot-

tall man-bull. Finally.

grand tHeft autO v 
 A brilliant open world made 

all the better with the 
addition of a first-person 

viewpoint and the ability to 
play as a shark, a chicken, 

a cat or one of 24 other 
animals. It’s genius.

deStiny Easily the most 
talked-about game of the 
year, and now you can talk 
about it, too. Get past the 
slightly dodgy dialogue to 
discover a breathtakingly 

beautiful game.

alien: iSOlatiOn Maybe 
extraterrestrial life is 

benevolent and intelligent. 
Maybe it’ll just make you 
cack yourself. Isolation 

favours the latter, with smart, 
unpredictable AI.

fOrza HOrizOn 2 FH2 is 
driving for the masses. 

Revamped as an exploration/
RPG take on the genre, the 

game nevertheless packs in 
more than enough tarmac for 

die-hard racing fans.

tHe evil WitHin This is 
Resident Evil 4 for new-gen 
– and if that doesn’t sell it 
to you, we can’t help. It’s 

genius and impressive and 
horrible and can you leave 
the night light on please.

SunSet Overdrive bundle Do you have an Xbox One yet? No? Then this 
is the console for you! What’s more, it’s a nice white colour. Out with 

your dark consoles, the colour of mourning and secrets; in with lovely, 
shiny consoles that make us think of polar bears and milk. 
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Yet to upgrade to new-gen? Enter here to get 
kitted out with a shiny new console

Winter is upon us, and with it comes 
the end of 2014. What a year, eh? 
We’ve had a lovely time creating facial 
aberrations in NBA 2K15, shooting 
bad Nazi men in Wolfenstein: The 
New Order and Sniper Elite III, and 
wondering if we’d gone completely 
mad as we watched a bostonian ham-
planet hoover up five slices of pizza 
at once in D4. Aren’t games great? 

That’s why we want to give you a 
whole bunch of them. We’ve rounded 
up a bunch of our top games of 2014, 
as well as that fancy Sunset Overdrive 
Xbox One bundle. All you have to do 
to be in with a chance of winning 
this end-of-year haul is to send us 
your gaming moment of the year on 
Xbox One or 360 – whether that’s the 
maddest multiplayer map, the coolest 

Easter egg or even the best-looking 
computer-generated water, if that’s 
the kind of thing that floats your  
boat (both literally and figuratively). 
Write no more than 50 words on your 
chosen subject, and we’ll pick some of 
the best to go in a feature in a later  
issue of the magazine – our favourite 
entry will win all the prizes detailed on 
the opposite page. Good luck!

Win an Xbox One and  
the ten games of 2014

terMS & COnditiOnS Main prize is 1 x 
Xbox One Sunset Overdrive (white Xbox 
One without Kinect, Sunset Overdrive, 
Day One Edition downloadable content), 
and one copy of each of the following 
games for Xbox One – Halo: The Master 
chief collection, Forza Horizon 2, Alien: 
Isolation, The Evil Within, Titanfall, 
Dragon Age: Inquisition, call of Duty: 
Advanced Warfare, Destiny and  
Grand Theft Auto V. Prize only available 
to UK residents. Deadline for entry is 
17 January 2015. Entries received after 
that date will not be considered. Winner 
will be picked by the editor. The editor’s 
decision is final. Please allow 28 days 
from deadline for delivery.

HOW 
tO enter

Email us your name, address and 
your favourite game moment of 2014 

to oxm@futurenet.com with ‘2014 
Comp’ in the subject line.
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Writer: Joe Skrebels

NeW Year’S 
revolutioN

You’ve read about how triple-A will define your 
next year - now find out why Xbox One’s indie 

lineup could end up putting all that in the shade
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t
here was a time, a few 
years back, where even 
the most casual 
observer could tell you 
what ‘indie game’ 
meant: “it’s like Mario, 
but the story’s probably 
about the creator’s folks 

getting divorced, or the outbreak of SaRS 
or something.” thanks to legions of misty- 
eyed 16-bit enthusiasts, each as eager 
as the last to prove that the medium 
could serve to offer better stories than 
‘kill a lizard, kiss a woman’, the retro, 2D, 
plaintive platformer certainly had its time 
in the sun – not least on xbox 360. think 
back to the very best of xbla and you’ll 

find games that took a single well-worn 
genre and warped one piece of its 
make-up into an unfamiliar shape – 
Braid (mechanics), Fez (perspective), 
Super Meat Boy (difficulty) and Limbo 
(colour) all pulled this trick. and it was a 
great one, proof that the ingenuity of 
creators more interested in challenging 
players than indulging them could be 
successful (and, yes, profitable – an 
inside source told us Jonathan blow 
could afford to build an actual time 
machine, which he did and now uses to 
fly to his detractors’ births and shout at 
their parents about the importance of a 
solid education in philosophy).

but just over a year into the new 
console’s life and xbox one’s indie 
creators already seem to be taking a 
very different approach. the focus on 
creative, unexpected takes on familiar 
styles tends to remain – if you’re going 
to get ahead, after all, make sure you 
show off – but those genres, the people 
making the games and the way you play 
them is a far cry from the narrow fare of 
xbla and the wild west-meets-lingerie 
catalogue that comprised the xblig 
storefront. that’s never clearer than 
in looking at the raft of indie releases 
scheduled for next year. while 2015’s 
blockbusters continue to look like 

as you 
can tell, 
Pathologic 
is a laugh-a-
minute comedy.

sparklier versions of what we’ve had 
before, xbox one’s lesser-heralded 
download games aren’t just aiming to 
surprise us, but show us ways of playing 
we’d never thought of, let alone tried.

anything but Nirvana
take Nevermind, the recently Kickstarted 
project from flying mollusk. not only 
does the game directly utilise xbox one’s 
increasingly boondoggle-y party piece, 
Kinect, it takes one of its most opaque 
features as the core of its gameplay. 

a horror game that sets you scrabbling 
about in the minds of trauma victims, 
it’s already a (literally) heady mix of 
Psychonauts and Eternal Darkness, the 
dreamlike quality meaning it can shift 
levels and rules at a whim – but that’s 
ignoring why it’s shifting them that way. 

Using Kinect’s ability to map a player’s 
heart rate through changes in the 
colour and heat of their skin, Nevermind 
effectively keeps track of how scared 
you are – and uses that to scare you 
further. Solving a quick word puzzle is far 
harder when the sudden appearance of a 
pounding soundtrack jolts you into being 
drowned in milk symbolic of the day 
your patient’s father committed suicide, 
it turns out. the game turns you into a 
recursive difficulty-level selector, your 
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own body and its biological wavering 
working against you as you play. there is  
nothing else like it.

that focus on devs thinking around 
how to use the hardware given to them 
is a major theme of next year’s games. 
#IDARB is most famous for being the 
game made entirely to specifications 
set by twitter – ending up as a frantic 
multiplayer sports game, pitched 
somewhere between football and a bar 
brawl. we’re more interested, however, 
in the way it uses both xbox one’s 
intended always-online functionality and 
the growth of eSports to its advantage. 

every match played is given a unique 
twitter hashtag and broadcast online 
– spectators can use that to comment 
on the game (which scrolls along the 
bottom of the screen as you play, like 
an even more banal Sky Sports News 
ticker) or invoke hashbombs, a myriad of 
specific commands that can, say, cause 
it to snow, turn the match into a disco 
or summon monsters. it’s as if a real-life 
sports crowd were co-ordinating insane, 
wondrous flash mobs instead of just 
swearing at the more talented men and 
women they’ve paid to watch.

that more pragmatic thinking about 
how to use the console itself pops up all 
over the place in next year’s releases. 
Threes! is a viciously addictive little  
thing – an ex-mobile game that’s part-
Sudoku and part-child’s slide puzzle. 
Perhaps realising that it’s a little slight 
for a console, developer Sirvo llc has 
made it specifically to sit in the cosy 
confines of xbox one’s Snap cutaway, 
meaning you can watch tV, movies or – 
if you’re particularly lonely – your friends’ 
activity as you swap and combo the 
little, grinning cards in the corner. 

and, of course, there’s that silently 
chugging graphical engine buried inside 
your big black box. indie games have 
previously tended towards art style 
over graphical fidelity, but titles such as 

Seithcg’s Ghost of a Tale are beginning 
to change that perception. 

its action-adventure debut, the story 
of a medieval mouse on a journey of 
terror and discovery, wouldn’t be quite 
the same without its looks. the one-man 
dev team is an ex-hollywood animator, 
and his exaggerated character models 
(pure Zelda) and beguilingly dank Dark 
ages world (drawing a lot from the 
Souls series, we’d wager) speak to 
that experience. the whole thing is a 
wonder to look at, something we’re not 
particularly used to saying about indies. 

Bonus points
in part, that comes down to what 
microsoft itself is doing to tempt these 
developers in. iD@xbox, the programme 
set up as part-publisher, part-hands-
on helpline for xbox one’s indies is 
remarkably open and generous. the fact 
that any developer accepted onto it is 
given a free devkit, access to the Unity 
engine’s xbox one functionality and 
(probably) a full-body massage from a 
microsoft employee might well account 
for why recent conferences have seen 
programme director chris charla spitting 
out huge lists of indie superstars coming 
to the store that many assumed would 
never leave Steam.

the striking SuperHot is almost 
certainly a beneficiary, given that it 
started life as a Unity-made game 
jam entry – we imagine the easy port 
job accounts for why it’s arriving on 
our console before any other. an fPS 
smashed and reformed as a puzzler, 
it sees you travelling around pristine 
white buildings, working out how to 
destroy their angry red-glass denizens 
by using your own movement to stop, 
slow or speed up time. it’s like the little 
dude from Braid was recast as michael 
Douglas’ character in Falling Down.

capybara games’ Below likely falls in a 
similar camp. after the canadian studio’s 

“ID@XbOX Acts sO unlIke 
Other publIshers”

last game, Super Time Force, this is the 
first time the indie stalwart has used 
the same publisher twice – presumably 
because iD@xbox acts so unlike other 
publishers. the ‘roguelike-like’ sees 
tiny, vulnerable wanderers traversing 
the depths of an ever-shifting island, 
searching for treasures and some clue 
as to what the hell’s going on with all 
the building-sized metal boxes and 
eldritch squid beasts down there. it’s 
dark, challenging and strange – all 
the hallmarks of indie royalty – but its 
diamond-sharp looks and lengthy time  

Mighty no. 9 
is Mega Man in 
all but name 
(and naming 
rights).

Chroma Squad’s 
part-Sentai, 
part-strategy 
and all-
adorable.

all the 
world’s a 
mousetrap  
in Ghost of  
a tale.
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the game’s structure, difficulty, 
even the three-letter entry high-
score tables at the end of a run – 
all of this seems drawn from classic 
arcade games. are you fans of that 
scene? did you set out to make an 
‘arcade-y’ game?
the short answer is yes; the long 
answer is more complicated than 
that. We originally made the 
prototype for lovers at Global Game 
Jam 2012 – at that time the game was 
very much a parallel of old arcade-y 
experiences like Space Zap crossed 
with Jumpman. But as we have been 
developing the game now for over 
two years, we have been refining 
the gameplay from that prototype. 
What we have been showing at public 
events such as PaX and e3 was always 
our ‘arcade’ build of the game. 
When players only have 5-10 minutes 
with a game, we felt it was best to 
distil the gameplay so that they 
have clear cut goals and an easy way 
to measure their performance once 
their session is done. Being able  
to input their initials and check 
their high score, we were trying  
to create a micro-arcade at our 
booth, hopefully encouraging people 
to come back multiple times and 
compete with their friends (or  
total strangers). 
in the final game, though,  

we’re aiming for a bit of a hybrid 
experience. Since early on in 
development, we looked to the  
design of games such as left 4  
dead, which to us feels like  
the modern evolution of co-op  
arcade games. drawing from 
inspirations like that, we’re 

aiming to have a game where your 
meta-goal is about getting better  
at working more effectively as a 
team, rather than focusing on just  
a high score.

Yours is part of a growing trend 
of indie games that put a premium 
on local multiplayer – it almost 
seems like a backlash against the 
big publishers’ growing interest in 
social, online mechanics. Was it a 
conscious decision on your part?
lovers was always made with the  
idea that you would be sitting  
next to the person you are playing 
with – shoving, yelling at or 
hugging them. none of us harbour 
any ill will towards the concept of 
playing games with friends over the 
internet; however, we as a  
team consistently have more fun 
playing games in a room together 
than using a headset over the 
internet. i used to carry my tv 
and Xbox over to [animator] Matt 
[Hammill]’s house so we could play 
four-player left 4 dead together. 
our personal experience and 
preferences definitely influenced 
our decision to focus on creating a 
local co-op experience.

Your game centres around putting 
players in a position where  
they’re never quite in control  
of a situation. How do you go  
about making that fun rather  
than frustrating?
this is something we struggle 
with every day. We’re doing our 
best to make the core of the game 
as accessible as possible – for 

instance, ensuring that the  
game’s controls are as simple 
as possible so they never get in 
the way of what you’re trying to 
accomplish. at the end of the day, 
i’d be happy with the amount of 
frustration a player feels while 
playing lovers coming down to how 
effectively they can work with  
their partner. in our experience, 
those who communicate and work 
together effectively consistently 
perform well.

Can you pinpoint a particular idea 
or theme you think indie games will 
explore in 2015?
2014 saw a bunch of successful  
local-multiplayer deathmatch games. 
in 2015, i think we’re going to see 
more genres of local-multiplayer 
games, such as sport-likes, party 
games, asymmetrical, racers and  
co-op games.

A FACE TO A GAME  
Name: Adam Winkels
Game: lovers in a Dangerous spacetime
Developer: Asteroid base
Position: head programmer

Q a&that’s one 
in the eye 
for this dumb 
constellation.
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in development point to the kind of game 
that would have been a full-price boxed 
release only a few years ago.

the increasing respect for console 
download games, the creative freedom 
they offer and their relatively low 
costs mean that ‘b-tier’ games have 
freed themselves from the old studio-
publisher relationship – reflected in 
the calibre of developer coming to iD@
xbox in the coming year. game dev 
veteran and confirmed Very clever man, 
chris hecker, is bringing asymmetric 

spy vs sniper caper SpyParty, Mega Man 
creator Keiji inafune is popping up with 
Mighty No. 9 and giga-indie Double fine 
is even using the service as a sort of 
publishing middle man. tim Schafer’s 
studio has already given us Costume 
Quest 2 this year, and is continuing 
the trend with brad muir’s genealogical 
strategy outing, Massive Chalice and, 
if we’re lucky (we’ve not yet received 
full confirmation), boneloaf’s incredible 
physics-brawler, Gang Beasts soon.

unexpected ideas
that said, it’s the unknowns that have 
us most excited for next year’s indie 
efforts – those miniature concerns 
who could be working away quietly on 
something we’ve never seen before. 
behold Studios’ Chroma Squad has you 
managing the fortunes of a Sentai tV 

show behind the scenes, outfitting your 
Power Rangers (or not, given that that 
franchise’s corporate overlords recently 
took a rather negative interest in the 
project) before ‘directing’ the show in 
strategy RPg segments. after troubled 
fundraising, Adventures of Pip is now 
definitively on its way to xbox one. the 
game sees you traversing a retro world 
while stealing pixels from fallen enemies 
to evolve into a more graphically complex 
character, awarding you with new 
abilities for the trouble. Hand of Fate 

makes every nerd’s wishes come true by 
turning what starts as a collectible card 
game into playable action-RPg combat 
sequences based on what you and your 
enemy have brought to the table.

there’s a commitment to the weird 
at work here, and we’re excited to see 
it bear unfamiliar fruit. the biggest 
trend of all, however, is in how smaller 
developers are now taking genres we 
have all been playing for years, usually 
made by only the biggest developers, 
and repurposing them. 

Strategy games, oddly, seem to be 
getting a lot of love. besides Massive 
Chalice and Chroma Squad, we’ve also 
seen the behemoth – maker of Alien 
Hominid, Castle Crashers and Battleblock 
Theater – announce Game 4, a strategy 
RPg that seeks to address one issue 
that the genre’s rarely, if ever, dealt 
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with: speed. while planning moves is 
still done unit-by-unit, entire teams 
resolve their moves simultaneously 
(bringing some of Civilization’s macro-
strategy down to a far smaller level), and 
characters assign their own attackers 
based on who’s in range. it’s a swift, 
simple change, designed to make the 
game feel as frantic as it is deliberate 
– but if it all sounds a little dry, let us 
tell you that the game’s world is being 
pummelled by reality-distorting bear 
blood that means you’ll as often be 
battling enemies with Uzis as you will 
ancient warriors mounted on vicious 
spider-woman hybrid beasts.

on the real-time end of strategy, we 
have the stylish There Came an Echo –  
a squad-combat RtS controlled entirely 
with voice commands that, as a 
byproduct, forces you to deal with  

“‘b-tIer’ gAmes hAve freeD themselves frOm  
the OlD stuDIO-publIsher relAtIOnshIp”

SpyParty’s cast 
acts much like 
Cluedo’s, except 
you get to shoot 
Colonel Mustard.

this is either Habitat  
or the results of  
an eight-year-old  
getting to decorate  
their own bedroom.

if you need to 
convince someone 
that reckless 
gunplay is 
art, show them 
SuperHot.

f e a t u r e
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Below’s yet another change in genre 
from Capybara – are you too restless 
to work within a single style, or 
is there something else that keeps 
driving you to new things?
We really just make the games that 
are the most exciting to us, and 
that we believe will be the most 
interesting to our fans. We fought 
pretty hard to be in the position 
where we have creative freedom. the 
thing that defines our games is our 
style, our focus on making things 
that aren’t expected, and how we’re 
driven by aesthetics. that means – i 
hope – that whatever the genre we 
are working in or tackling next, it 
can still feel ‘Capy’.

You’ve always made games with a 
prominent sense of humour, but we 
haven’t seen much of that yet in 
Below – is this your darkest game?
Below is definitely a dark game – in 
many ways our darkest one to date. 
But it isn’t meant to be dark in 
the traditional way, through an 
explicitly told story. it’s more 
meant to create a tone or atmosphere 
of darkness, and then let the player 
decide where their narrative fits 
into that tone.

development of the game’s been 
shrouded in secrecy – is that 
to keep people from forming 
expectations or are you just keeping 
secrets from us?
When we talk about Below at the 
studio, we often call it a game 
of secrets. there’s so much we’ve 
put – and are still in the process 
of adding – into the world that 

players could discover, but showing 
it off would immediately ruin the 
feeling of finding something. i 
think expectations are unavoidable, 
but we’re more focused on ensuring 
that when someone jumps into the 
game, explores the depths, and finds 
something totally crazy… they will 
wonder if anyone else has even seen 
it before. 

this looks like a ‘bigger’ game 
than anything you’ve made before – 
are we reaching a time when tools 
allow indies to create projects as 
ambitious as blockbuster devs?
Below is definitely our most 
ambitious game – in terms of scale, 
in terms of narrative and in terms 
of what we’re trying to bring to the 
table for players willing to go deep 
– both literally and figuratively. 
and it has been the most challenging 
game to develop because of that. 
i do think the tools are helping – 
both middleware and the platforms 
themselves. But i think, for the 
most part, the creativity of 
independent developers is what 
drives bigger, more ambitious 
projects. tools help, but they’re 
meaningless without the drive and 
ability to make something amazing.

the game doesn’t seem to have a  
user interface – can we assume that 
part of the game is learning how to 
play, what’s going on in this world 
and where to go?
everything in the game is there to 
be explored – from the world to the 
controls. there is a ui in the game 
for things like your health or your 

‘pack’, but these are only on the 
screen temporarily and often by 
the player’s choice. things such 
as health, quantities of arrows, 
potions – these things are all core 
knowledge to people so they’ll 
learn quickly in Below. things like 
crafting and finding the correct 
combinations, uses for items, 
strengths of weapons – these will 
require more in-depth exploration. 
Some players will choose to go deep, 
while others will stick to what  
they know. Both are totally valid  
in Below.

Can you pinpoint a particular idea 
or theme you think indie games will 
explore in 2015?
We’ve definitely seen the lightning-
fast rise of procedural generation, 
and i think that’ll continue. Having 
a game with replayability built 
in, with randomness as a feature… 
players will get a lot out of it and 
continue to get more through 2015.

A FACE TO A GAME  
Name: nathan vella
Game: below
Developer: capybara games
Position: president

Q a&

@oxm

See, we’d be questioning 
why that door needed to 
be so big before we went 
into the endless dungeon 
of monsters.



“InDIes fOrm the bAsIs Of An entIrelY 
neW level Of gAmes fOr XbOX One”

backchat from its star, wil wheaton. if 
you want something with a tad larger 
scope, there’s Habitat: A Thousand 
Generations in Orbit, a physics-based 
space survival game that has you 
building a functional space station 
in earth’s orbit by harvesting and 
repurposing jettisoned, floating junk, 
while avoiding being taken out, Gravity-
style, by rival stations.

these are all deft tweaks to 
established ideas, but we can’t help but 
think indies are latching onto strategy 
because it’s a manageable genre, more 
interested in the mechanics of the 
action than its appearance. what if an 
indie took a swing at, say, a full JRPg? 
well, then you have Earthlock: Festival 
of Magic, which combines classic turn-
based party combat with some cute 
innovations (pairing characters for fewer 
turns but greater damage, attack chains 
and a story that doesn’t make you want 
to burn the nearest fantasy novel), plus a 
Harvest Moon crafting/growing system.

Crossing platforms
Perhaps you’re jealous of Pc owners, 
with their ganks, junglers and incredibly 
hostile communities? take a look at 
Smite, the only moba we’ve seen that, 
with its over-the-shoulder view, action 
mechanics and slight skew towards 
the absurd, could legitimately work on 
console. Polish studio the farm 51 is 
working on a new take on first-person 
shooting, Get Even. this combines two 
campaigns that intersect – invisibly – 
online, designed to make you question 
whether you’re fighting ai or real people 
(pro tip: the real people will be the ones 
drawing crude anatomical diagrams on 
the walls in bulletholes) as well as what 
seems to be a detective experience, 
examining crime scenes before gunning 
down whoever’s left in them. Pathologic 
turns the shooting into an absolute 
last resort, as you’re asked to solve the 
surreal, grotesque mystery of a plague 
spreading across a quarantined town.

the neon-beautiful Lovers in a 
Dangerous Spacetime transfers the 
difficulty of a top-down shooter from 
battling enemies to battling with the 
ship’s controls, as you and a co-op 
partner run around your pink Death Star-
alike to take control of engines, shields 
and thrusters, all while trying to swoop 
by and save the galaxy’s cute denizens. 

indie fighting games have been 
picking up pace for a few years now, 
with Skullgirls and Divekick both making 
their mark on that hugely insular genre, 
but next year’s Rivals of Aether is aiming 
at a very different fighting franchise 
– it’s a refined, more precise pixel-art 
take on Super Smash Bros (and it looks 
a damn sight better than that disgrace 
Sony unleashed a few years back).

and then, of course, we have the 
platformers. indie’s home ground might 

be familiar, but it’s by no means played 
out. Studio mDhR is bringing Cuphead, 
a startlingly good-looking run ‘n’ gun  
that draws as much on early animation 
(think Steamboat Willie in colour) as it 
does arcade classics. less traditionally, 
Dutch university students-turned-game 
devs, through games, are bringing FRU, 
a Kinect-based platformer that uses your 
projected silhouette to reveal hidden 
layers, items and exits.

as if to bring us full circle, Playdead 
games – creator of Limbo – is returning 
to give xbox one its long-awaited follow-
up. we know very little about it at this 
point (and believe us, Playdead isn’t 
giving up any goods right now), but the 
debut trailer suggests that it wallows in 
the same themes that its monochrome 
predecessor pioneered, but livens things 
up with bustling 2.5D backgrounds, an 
ominous sci-fi prison camp vibe and 
what looks like a greater emphasis on 
stealth mechanics.
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the fact that we’re still getting these 
kinds of games, ones we’re used to from 
indie developers, but that they’re a mere 
piece of xbox one’s 2015 puzzle, is very 
much the point. the sheer enthusiasm 
of smaller devs (and even bigger ones 
taking a new business route) in just 
trying new things comes through in the 
lineup – and the staggering amount 
we’ve had to leave out for space reasons 
should give you some clue as to how 
much new stuff is on its way. 

it’s just as easy to say what an indie 
game is these days as it was a few years 
ago – it’s just that the definition is a 
hell of a lot broader now. they form the 
basis of an entirely new level of games 
for xbox one, perhaps best explained 
by looking at your console as two very 
separate pieces. titanic publishers 
and developers are iterating on their 
established templates in your disk tray, 
but it’s on your hard drive that all the 
inventions are being made. ■

See, our nightmares usually 
just involve our mums dying 
or talking furniture, but 

have it your way, nevermind.

adventures of Pip’s central 
mechanic is the literal 
evolution of videogames

f e a t u r e
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How did StudioMdHr start out?
StudioMdHr is short for Studio 
Moldenhauer. My brother Jared and i 
have wanted to make games since we 
were young, but the true kick in the 
pants happened when we saw Jonathan 
Blow launch Braid and team Meat 
launch Super Meat Boy. they showed 
us how small teams can make amazing 
experiences and that indie games had 
finally become ‘real’.

We can’t recall seeing any game that 
looks quite like Cuphead. What made 
you decide it was time to apply that 
style to games?
the main inspiration for the visuals 
came from our childhood: we watched 
a ton of 1930s-era cartoons from a 
broad range of animation studios 
– fleischer, disney, ComiColor, 
Warner Bros, van Beuren and so on. 
nostalgia is a large part of why we 
chose this style – these cartoons 
still stand out to us today as  
our favourite era of animation.  
We initially only joked about  
having an art style like this – it 
seemed unreachable. 
Since i had zero traditional 

animation experience, we  
initially set the bar very low.  
But Jared would frequently muse 
about how awesome it would be 
to have 1930s cartoon visuals, 
so during the concept phase i 
incorporated some old Mickey Mouse 
and Popeye images into a mock-up 
of the game. We instantly fell in 
love, and our friends told us that 
we shouldn’t even bother making the 
game unless we were going to use 
this style.

Has that unusual visual style caused 
any challenges in development?
there are a few challenges that this 
style has made, but none of them 
directly relate to the game’s feel. 
We are extremists when it comes to 
gameplay, and if something like the 
blur is interfering with the ability 
to read what’s on the screen, we 
will drastically change the attacks 
to ensure they are very visible. 
But certain other challenges creep 
up throughout development. We try 
to ensure 95% of enemy and boss 
animations line up, so they flow 
just like an old cartoon without  
the traditional ‘pop’ of 2d 
animation in games. the main 
challenge is trying to create 
attacks and patterns that don’t  
have too many frames of animation 
while keeping visual interest 
within each design. 

the gameplay itself looks like an 
homage to retro genres like run ‘n’ 
guns and shooters, too – would you 
say Cuphead’s a love letter to early 
forms of both animation and gaming?
Cuphead is one part love letter 
to our favourite run ‘n’ guns, 
and one part bringing new ideas 
and techniques that have not been 
used before or been fully utilised 
in this genre. and Cuphead is 
definitely a love letter to the 
golden age of animation.

You seem to be focusing on boss 
battles over fights with general 
cannon fodder – why is that?
all of our favourite moments in 
this genre are the boss encounters, 

and this was something we felt we 
could evolve and contribute to. the 
idea of a bunch of unique bosses 
resonated the most with us, and so 
we just ran with it. even though the 
game is centred on boss battles, 
we are creating some more like 
traditional levels (platforming, 
enemies and the like), a few are 
shoot-’em-up based, and this adds to 
the overall experience.

the subtitle, …in don’t deal With 
the devil implies that you see 
Cuphead himself as a recurring 
character who might have future 
adventures in store. Have you 
started planning more ‘episodes’?
We definitely see him as a  
recurring character, but there  
are no current plans for more 
episodes or future games. We are 
treating Cuphead as if it were the 
only game we’ll ever release, so  
all of our focus is only on this 
one. i think that we will have much 
more clarity on where we want to 
head next after we’ve completed  
this beast.

A FACE TO A GAME  
Name: chad moldenhauer
Game: cuphead
Developer: studiomDhr
Position: co-founder

Q a&

Cuphead can be joined by 
a co-op buddy, the less-

flatteringly named Mughead.
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complicated, but world war ii is this 
conflict that you say, “Yeah, there 
really were good guys and bad guys in 
that war,” and you can’t say that about 
a lot of conflicts. as a child, i would 
build aircraft and battleships, and i 
would look at the silhouettes and say, 
“this is the axis and this is the allies.” 

Halo is similar in terms of how 
the history’s constructed. Really 
recognisable silhouettes, colours and 
palettes for the covenant and the 
UnSc. it’s in some ways anachronistic, 
you know? 26th-century soldiers, 
running around with machine-guns and 
driving vehicles that sound like they 
have gas in the engines. all that’s done 
on the surface to make it familiar and 
approachable, but then we give you the 
ability to go explore in this big universe 

and these strange, mysterious places. 
it’s built like that on purpose. 

 
Do you worry that the ‘narrative’ 
universe may grow so big as to make  
it difficult to find an entry point?
that’s a great question and it’s a 
practical issue we have to deal with: 
how big is the universe? how is its 
continuity? to go back to the world 
war ii comparison, there’s no barrier 
to entry to someone watching Saving 
Private Ryan or watching a spy drama 
like Valkyrie. it’s a big conflict that 
has recognisable import and meaning, 
and real stakes. Hell in the Pacific is a 
great example – it’s a movie about two 
soldiers from opposing sides trapped 
on a desert island. it’s a reverse 
Robinson Crusoe, but it’s a wwii story 

A
s 343 industries takes 
stock of Halo with The 
Master Chief Collection 
and moves towards 
the much-anticipated 
release of Halo 5: 
Guardians, we’ve got a 
two-part interview 

with the chief’s own guardians. this 
month, 343 industries’ frank o’connor 
explains why it’s important to keep the 
mystique of master chief alive…

To us, the campaign playlists in The 
Master Chief Collection really hammer 
home the diversity of play styles 
contained in Halo. What, to you, is the 
essence of the series?
it’s hard to say, as i have two levels 
of engagement. one is to step back 
and look at our audience and not get 
monomaniacal about one aspect. 
there’s this huge community of 
different players, and part of my job is 
to stand on top of this building, looking 
down on our whole audience and not 
get focused on one thing. luckily, i 
like the variety of Halo. when i was 
playing fPS games when i was younger, 
it was Doom, Quake – simple, baseline 
arena play, really straight-up shooting. 
the way Halo introduced vehicles and 
all the play mechanics we take for 
granted now is massive to me. but the 
thing that is really the seed of Halo 
for me is the ability to explore these 
worlds. i can see the story, i can see 
the gameplay mechanics and i can 
go explore – and it gives me tools to 
explore. Sometimes the tools are literal 
– the vehicles – and sometimes it’s just 
well thought-out gameplay mechanics. 

Then how do you grow a universe 
without losing sight of the core idea?
we definitely think of Halo as… i don’t 
want to use the word ‘fake’, but we 
definitely think of it as an invented 
history. in gameplay terms, it’s kind 
of like world war ii. wars are bad and 

“the Seed OF halo FOr  
me IS the abIlIty tO  
explOre theSe wOrldS”
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i go in, as frank, and i’m running 
around in this galaxy full of terror and 
madness. People like literally filling 
those shoes, but over the years the 
stuff that has happened to him has 
become more meaningful and people 
keep asking us about him. the simplest 
version of the question i get is, ‘what 
does he look like?’ there’s this weird 
tension that players have between ‘i 
want to know more about him’ and ‘i 
don’t want him to stop being me’. 

You know what? i’m okay with that. 
i don’t think there’s any pressing need 
for us to do a biopic about the chief 
and show his face on the cover. i  
think it’s okay for people to still have 
him ‘be’ them. and it might get a 
little more complicated in the future. 
already, in Halo 4, things got more 
complicated for master chief, for the 
universe – and it definitely humanised 
him, but i don’t think we took it too 
far. i think we’ll see how it plays out. 
he’s a real guy; we’ve described him 

physically in the books – there’s no 
real mystery there if you go explore the 
canon, but forcing it down people’s 
throats might be a mistake right now. 
but we’ll see how people feel about 
him in the future.

Agent Locke is so prominent in the 
teaser art – to me, it feels like he’s 
being set up as this equal part to 
Master Chief. Any truth in that?
i would say definitely not – that it 
goes back to your last question about 
how you humanise the chief. we don’t 
want to do that; we want the chief to 
be in some ways above the fray – he’s 
literally a legend in the universe he 
inhabits. locke lets us humanise the 
boots on the ground without messing 
with the chief – the irony is that locke 
is going to do some of the heavy lifting 
for people’s need for better storytelling 
and characterisation without altering 
the chief. the chief is the core hero 
in the story, without a doubt. forget 
how long you play as each character 
or whatever – it’s really about 
contextualising the chief. as much as 
locke’s an important character in the 
universe himself, he’s also going to 
be a useful cipher for you to explore 

Good thing Cortana’s not 
around to hear the Chief 
emit a high pitched scream.

and that’s what’s important – you 
understand the personal stakes in 
these stories. You also understand, 
in our case, the galactic stakes. 
there’s no barrier to entry for well-
told stories. we have to get better 
at it – videogames are getting better 
and better at storytelling – but it’s not 
just universe-building, it’s technique. 
gaming is in the early stages of cinema; 
i think we’re moving into the ‘talkies’ 
phase and we have to get to the colour 
phase, but that’s happening already. 
i played the new Konami Silent Hills 
demo and i was literally too scared to 
continue. that’s important, and i think 
we’re going to see more and more of 
those moments. 

Where does Master Chief fit into this? 
We invest a lot in this character, but 
he’s almost beyond the conflict.
chief is complicated because in some 
ways he’s this literal vehicle for you to 
inhabit and go explore this adventure. 

www.totalxbox.com
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“I dOn’t thInk there’S any need FOr uS tO dO a 
bIOpIC abOut the ChIeF and ShOw hIS FaCe On the 
COver. It’S Okay FOr peOple tO have hIm ‘be’ them”

back to that space of innovation with 
features and non-game interactions 
with things like forge and save films – 
we want to make as big an impact on 
xbox one as the game series has on 
xbox 360 and the original xbox.  ■

together. but there are a lot of things 
we want to do better. even though we 
had this long legacy of Halo games 
before, we had to find our feet and 
find out where our audience want to 
go. that’s the main reason for doing a 
beta for Halo 5 – we’re the first to say 
that we should have done a better job 
of multiplayer. it’s a great multiplayer 
experience, but a lot of things maybe 
went too far and a lot of things didn’t go 
far enough, so the beta is going to help 
us tune it. it’s not a focus test, but we’ll 
look at all the data and the anecdotes, 
and make a better multiplayer game as 
a result. but the thing i’m most proud of 
in Halo 5 is that the things we’re doing 
with the technology are designed to 
speak to the things that appeal to me 
about Halo in the first place – which are 
scale, epicness and the world-building 
that the original Halo: Combat Evolved 
did on the xbox. we also want to go 

locke will play a 
key role. locke’s 
chums? Star trek 
redshirts. Don’t 
get too attached.

master chief’s character from an 
outside perspective.

Do you see Locke as a replacement  
for Cortana?
locke is going to help contextualise 
the universe in a way that cortana 
necessarily couldn’t. She was so close 
to the chief and had the big picture 
historically, but she didn’t necessarily 
have the big picture of what was 
going on elsewhere in earth’s conflict. 
locke is going to help solidify and 
contextualise the stakes, as well as 
the legend of the master chief.

Is there an element of Halo 4 you’re 
particularly proud of and would like to 
see developed further in Halo 5?
it was our first Halo game as a team 
and so there were a lot of things that 
we did that we’re just nakedly proud of: 
the technology, the way the team came 
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FAR cRy 4
The game that will make you hate eagles. 
And rhinos. And honey badgers (p74)
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Rampant, vicious honey badgers, 
probably carrying rabies

The sheer brutality of almost any 
GTA V mission with Trevor 
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Out of healing syringes? Prepare to snap fingers back into place, poke out 
bullets using sticks and remove shrapnel with your teeth.
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A 
nywhere between five 
and 20 seconds. that’s 
how long it takes to 
stumble on something in 
Kyrat, Far Cry 4’s fictional 
open world set in the 
himalayas. it might not 
be much – you might 

create a life-saving syringe using 
the many plants that populate 
the hills and mountains, or find 
one of the myriad collectibles 
littered across the landscape. 
or you might fight to the death 
with a rhino that doesn’t like 
the look of you, or infiltrate an 
outpost that’s under the control 
of Pagan min, Kyrat’s pink-suited 
psychopathic ruler. the moment 
comes to an end, the clock 
resets, and in less than half a 
minute the cycle repeats.

Far Cry 4 wants to keep you 
moving and motivated. Running 
down the road and need a 
vehicle? no problem – a friend 
or foe’s bound to drive past, 
or you’ll see something lying 
on the side of the road that 
you can ride, drive or fly. even 
if you choose the ‘fast travel’ 
option, where you magically 
whisk yourself to a safehouse on a point 
on the map, there’s a good chance a mini 

skirmish will be kicking off outside the 
front door, teasing you to iron sights.

Kyrat is a violently boiling melting-pot 
of intelligent enemies and useful, friendly 
ai, while the fauna’s spread thickly in the 
middle – like hot jam between two halves 
of a sponge cake of destruction. there’s 
an astonishing ratio of side quests to  

main story, with micro events 
often igniting on the spot.

all well and good, but 
downtime does not exist. the 
world is impossibly constant, 
almost hyperactive in its desire 
to keep you engaged with what 
it has to offer, all its systems 
coming into play at the same 
time. there will be plenty of 
times when you’re fending off 
a platoon of guards, all armed 
to the teeth and working to get 
you, when an animal or three 
will stumble into the fray. this 
can, of course, work for you and 
against you depending on who 
the beasts spot first.

Renegades of trunk
it’s the animals that make Far 
Cry 4 a wonderful adventure. it 
may be morally questionable, 
but they’re there to be 

used as a means to an end, and their 
unpredictability – carried over from Far 

 PublisheR UbiSoft / DeveloPeR UbiSoft montReal 
FoRmAt xbox 360 & xbox one (Reviewed) / ReleAse DAte oUt now

FAR CRy 4
Bait out of ten

PAul tAyloR
Paulus McT
@mynameispt

the knowleDge
whAt is it?
an open-world 
shooter where you 
skin animals, smash 
radios and steal cars.

whAt is it like?
Far Cry 3, but with 
gyrocopters.

who’s it FoR?
anyone disappointed 
with the amount of 
bugs in Assassin’s 
Creed Unity (there are  
far fewer here).

RevieweR

Fact: if you can use a bow in Far Cry 4 to 
accurately hit something, you’re clearly a 
cyborg because bows are impossible for humans.
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Cry 3 – shows that you’re far from the 
absolute master of the universe.

and you do use them, rather 
than interact with them. while your 
adventure on Rook islands showed that 
a leopard could be more effective at 
clearing out half an outpost than you 
could with your silenced sniper rifle  
in tow, the beasts had to be herded 
into attacking guards by throwing a 
rock, and hoping that the jungle cat 
would notice the fleshy meat bags 
patrolling the grounds, as you cowered 
behind a low-lying wall. while the 
rock’s still an option to distract animals 
and guards, in Kyrat you also carry 
around a sack of bait. lob the meat 
close to a cluster of guards, and more 
often than not a carnivorous beast 
will show up a few seconds later. it’s 
genuinely amazing to watch a few  
wild dogs, a bear or – our favourite –  
the ferocious honey badger tear 

through a camp, giving you the 
opportunity to flank.

the closest you get to a symbiotic 
relationship is by riding elephants, 
essentially tanks that run away once 
you dismount them. they’re nothing 
short of magnificent, sending grunts 
pinwheeling through the air and 
flipping cars like a humanities grad 
flips burgers. it’s heart-wrenching to 
watch them die fighting for your cause.

into the wilds
the first four hours of the game will 
be the hardest, as you’re pushing 
to expand your skillset while also 
progressing with the story. and you 
will have to progress – at least up 
until halfway through the campaign 
to unlock a few key skills – before it’s 
feasible to give up on it and just have 
fun in the murder sandbox, climbing 
bell towers to open up the map (which 

unlocks even more sidequests) and 
clearing out hostile outposts.

not that you’re missing much when 
you veer away from the story. ajay 
ghale returns to Kyrat to spread his 
mother’s ashes, and immediately 
becomes embroiled in a civil war 
between the ruling despot, Pagan 
min, and two leaders of the rebel 
movement, the golden Path. ajay, like 
the forgettable Jason brody in Far Cry 
3, blindly accepts whatever task is 
thrown at him and is pretty cosy going 
loud with guns, grenades and mortars 
– despite protesting he’s only in the 
region to spread his mother’s ashes, 
because videogames. 
while the plot loses impact after a 

promising start, the game’s ebb and 
flow will remind you of its predecessor. 
here’s the awkward stealth section, 
the painfully checkpointed sniper 
shoot-out, a drug-fuelled trip into an 
alternate dimension, a cast of wacky 
characters that are another cog in 
the story, and a totally underused 
antagonist who adds some genuine 
humanity and tragedy, but who bows 
out far too early. a few familiar faces 
and names return from the two 
previous instalments, some that you 
may have forgotten about when you 
were stomping across the plains 
 of africa searching for the Jackal. 

Just out of shot is a bear and probably a  
wild dog that will nibble your backside.

“Argh we’ve 
been killed 
by a pun! 
Mortar way  
to go!”

 Hardcore cartography
Campaign getting you down? Want to 
test the blast physics but can’t carry 
enough C-4? Enter, the map editor. Dig a 
big hole in the ground, throw in as many 
red barrels as the memory limitation will 
allow, and go nuts. It’s robust enough 
to make fully fledged, self-contained 
areas… or you could build a bear tower.
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At times it’s hard to get a rhythm going, death a fast reminder that 
you’re going to have to try things differently, and have a bit more luck. 

the key word there is ‘familiar’ – this is 
a logical extension to the brilliant but  
flawed Far Cry 3. 

that familiarity gladly extends to the 
mechanics – they’re still magnificent, 
and more streamlined than before. ajay 
has great weight to how he moves, and 
gunplay is tight. Simple additions, such 
as being able to shoot and drive, open 
up opportunities in taking down moving 
targets, while the new gyrocopters 
offer an advantage from the air, 
but suffer from stalling at extreme 
altitudes. Played Far Cry 3? You’ll be 
right at home. missed that superlative 
effort? get ready for a revolution.

meanwhile, co-op alters the tempo 
significantly. with a friend by your 
side, strategies open up spectacularly 
– although depending on who joins 
whose game, you’re only going to walk 
away with xP and cash rather than 
any real progression. that’s a shame, 
but when it’s this much fun it’s largely 
forgivable. bit of a billy no-mates? no 
stress: you can call in a golden Path 
rebel to fight alongside you.

outside of that there’s also a 
clutch of 5v5 multiplayer modes, with 
asymmetric teams where you have to 
bomb an objective, defend an outpost 
and so on. the paragraph ends here 

because post-launch this was – to  
put it bluntly – dead.

Yes, there’s plenty here, and the 
sheer glut of content in Far Cry 4 is 
satisfying. this is Ubisoft doing what 
it loves to do; refining its systems – 
animals, vehicles, crafting, collectibles, 
outposts – and adding to what came 
before. brilliant but flawed, and wholly 
reminiscent of Far Cry 3. 

it’s the fun you make for yourself 
that makes Far Cry 4. whether it’s a 
tooled up plan going just as intended 
or an improvised attack spiralling out 
of control, it’ll give you the biggest 
thrills of the year. then, at other times, 
it can feel like a slog, as overlapping 
ecosystems assault you from all sides. 
like all good open-worlders, every 
session in Far Cry 4 will leave you with 
a story to tell that you’ll want to share 
with your mates, all of them happening 
for 30 seconds at a time. oXm

“Elephants are nothing short of 
magnificent, sending grunts flying”

Ajay can take 
himself off to 
another  
dimension to  
reset his 
spirituality,  
by murdering 
people in  
masks.

Full of an overwhelming 
amount of stuff to do this is 
insane value for money and 
pretty to boot. Still, we can’t 
help but feel a shake-up 
is needed for Far Cry 5 to 
prevent series fatigue.

OverAll

8
The OXM verdict

✔ Offers unlimited 
scope for creativity
✔ You will love 
the elephants. We 
guarantee it
✔ Co-op is a 
completely natural 
fit, but… 

✖ …co-op is under-
utilised, with borked 
progression
✖ Kyrat is massive, 
but doesn’t have 
Rook Islands’ charm
✖ The story is still 
ho-hum

PrOS/CONS

Being swooped by an eagle when you’re 
already fighting a honey badger and goons.

The wOrST biT COMPleTiON 
ClOCK 

16 
hoURS
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 C
riticising a Lego game is like 
grumbling about Christmas. 
It’s going to happen anyway, 
and keep happening every year 
until the end of time. Plus, 

you probably will end up enjoying it – 
even if you do feel bloated and bored 
halfway through and you spend most 
of it batting your sticky, sugar-coated, 
hyper younger cousins away as they 
beg you to play with them.

Since we played the pinnacle of 
Lego gaming that is Lego Marvel Super 
Heroes we’ve found it difficult to truly 

love any instalment in the series that 
doesn’t reach Tony Stark and co’s lofty 
heights. Quite literally, in some cases 
– Marvel Super Heroes’ open, towering 
city has yet to be matched in any Lego 
outing since – but also because the 
combination of the team’s enthusiasm 
for the subject, the incredible amount 
of fan service and the spot-on humour 
combined to make it the Lego game to 
rule them all (the less said about Lego 
The Hobbit, the better).

Just as Marvel’s movies crush DC’s 
flicks at the box office, so its plastic 
doppelganger repeats the trick. Where 
Lego Marvel had the originality and 
references that a huge comic-book 
kingdom deserves, Beyond Gotham 
awkwardly squeezes the DC universe 
through the prism of Batman. All the 
powers that make superheroes unique 
are shared between characters with 
suit upgrades, robbing them of their 
individuality. Marvel Super Heroes 
worked thanks to your recognition of 
the characters’ powers – Iron Man has 
lasers, so he can melt gold objects – 

but how are you supposed to remember 
which Batsuit does that, and which is  
the one that can explode silver objects?

The result is that you’ll spend more 
time switching between costumes than 
Lady Gaga backstage, and it quickly 
gets tiring. It’s incredibly fiddly, too: 
you’ll keep accidentally switching to 
Robin, then Wonder Woman, then Robin 
again, then realising you have to walk 
over to Batman to switch back to him… 
only to find out that this particular 
level requires one of Robin’s suits. 
So you switch back again only to find 
out he’s over the other side of the 
room, at which point you have to put 
the controller down and take a break 
before you start coming up with some 
creatively colourful swears about men 
who dress up as nocturnal mammals.

On paper, the massive cast list is 
as exciting as it was when we first 
saw it in Marvel Super Heroes, but if 
you’ve played a Lego game before then 
you’ll quickly realise that most of the 
powers are unlocked with the first ten 
characters, which makes Batman and 

In this picture, we see Scuba Robin accompanied by his 
sidekick, Bat-Question Mark, or the ‘Caped Punctuator’. 

 Publisher WARneR BROS / DeveloPer TRAveLLeR’S TALeS / Format XBOX 360 & XBOX One (RevIeWeD) / release Date OuT nOW

reviewer

the knowleDge
what is it?
Batman and all his 
DC friends go on 
adventures in space. 

what’s it like?
Standard Lego 
gameplay, but 
lacking the charm  
of Lego Marvel  
Super Heroes.

who’s it For?
Comic-book fans 
and kids, but 
with occasional 
parental aid.

kate gray 
live OXM Kate
@hownottodraw

e n j o y M e n t  o ’  M e t e R

 BATMAN!

NA NA NA NA

NA NA NA

NA

hours 0 2 4 6 8

Batman  
in space!

Batman lost in 
the Batcave.

These boss 
battles suCK.

oh my God, 
MINI PArIs! 

What am I 
meant to 
do here?! 

lego batman 3: 
beyonD gotham
Life in plastic, it’s… disappointing 
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Superman’s Instagram page was always filled with bad 
selfies and food pictures captioned “#SUPeRnoM #LoL”.

Though it looks good and 
plays well, the use of DC 
heroes is lacking and  
the levels are too obscure  
at times. The result is  
something that doesn’t quite  
live up to expectations.

oveRaLL

6
the oXM verdict

a flasher? 
Spray him 
with mace! 
wait, what? 
the Flash? 
Dude, we’re 
so, so sorry.

his wardrobe redundant. If you’ve made 
a Batman game where people don’t 
really want to play as Batman, then you 
might have done something wrong. 

the killing Joke
It looks as polished as Lego games 
always do, and there are hints of that 
unique thought process that captures 
the feeling of Lego as a toy – at one 
point, the problem of big tentacles 
flailing around a base is solved by a 
giant knife which cuts them up into 
sashimi – and the dialogue certainly 
has plenty of personality. The trouble 
is, those personalities just don’t reach 
the effortless levels we’ve seen before. 

Constant reference is made to how 
unfunny the jokes are, as Wonder 
Woman groans and Batman berates 

Robin, which only serves to highlight 
the misery of hearing them ourselves. 
Batman is a massive jerk, acting as if 
he might storm off to his Batroom at 
any moment, slamming the Batdoor 
as loud as possible. Okay, the Caped 
Crusader isn’t the chirpiest of dudes, 
but he kills many cutscenes through 
sheer grumpitude and is mean to Robin 
throughout. As fans of the comic know, 
the Boy Wonder doesn’t have a great 
shelf life – would it kill Bats to be nice?

Our main, Scroogiest gripe is that the 
game expects you to know what to do 
in bafflingly obscure situations. At one 
point, we were faced with a fire. We 
tried to put it out with Batman’s freeze 
ray, but it kept relighting itself. We 
figured out – without being told – that 
Solomon Grundy’s size meant he could 

walk through fire, but we needed a 
genius on the other side to use a 
machine. finally, we realised that we 
had to use Lex Luthor in a giant suit 
to get through the fire, then switching 
to his smart person suit (can’t he 
be smart in any outfit?) to use the 
machine. It’s less of a puzzle and more 
costume-switching trial and error. 

TT Games’ reliance on baffling Lego 
logic is a bad habit, one that threatens 
to overshadow the good: the mountains 
of jiggling studs, the wanton carnage of 
scenery destruction and the wealth of 
easter eggs and silly asides crammed 
in every level. The more it ‘pretends’ to 
be a serious action game, the more it 
clouds the dumb simplicity that hooked 
its fans in the first place. Oh, and time for 
TT to review the pop culture references 
– why is Conan O’Brien in the Batcave?! 

People who love Lego games will still 
find the ludicrous amount of value you 
expect from these worlds, but we’d be 
surprised if anyone loved Lego Batman 
3. Call us a Grinch if you want, but we 
hold it to a higher standard. oXm

“how are you supposed to 
remember which suit does what?”

romping around a mini Paris, London and Pisa, 
smashing up tiny cars like a tiny Godzilla.

the BeSt BIt what haPPenS 
neXt?

? The season 
pass, 
available 
for £11.99, 

grants access to 
six DLC packs with 
new missions and 
free play modes. 

the RIvaLS

8

7

6

BATMAN: ArKhAM orIGINs

LeGo MArveL suPer heroes

DIsNey INfINITy 2.0
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 I
f the game’s title doesn’t make 
it entirely obvious how Ubisoft 
views this game, then its PR might: 
released on the same day as 
Unity, and given a fraction of the 

publicity, Rogue sneaked under many 
people’s radars as stealthily as the 
titular character on a mission. It’s been 
thrown out there – on last-gen, no less 
– as a sort of nod to those who saw 
Black Flag as the greatest innovation 
in Assassin’s Creed since Altaïr hid 
knives up his sleeves, but it’s clear 
that Ubisoft is still much more willing to 
back the safer, iterative style of Unity.

Where Unity focuses on polishing up 
the looks of back-to-basics gameplay, 
Rogue instead aims to bridge the 
gap between Black Flag and future 
storylines. Taking its foundation from 
IV’s free-roaming ocean, but with 
a map almost three times the size, 
it’s almost disappointing to see this 
ambitious scale simply employed to  

join the dots between grander entries 
rather than as a canvas for its own killer 
yarn. Story missions are perfunctorily 
presented: sail from isle to isle, watch 
30 seconds of dry dialogue delivered 
in wonky accents and sail to another. 
Rinse and repeat, throw in a couple of 
stabbings for good measure, maybe tail 
a boat or two – but it rarely gets more 
exciting than that, except for naval 
battles, shaking TV speakers to their 
core as violently as last year’s game. 

Sea plus
As is Creed’s way, side missions provide 
the real meat, the story introducing a 
range of activities, such as infiltrating 
gang hideouts or taking out guards to 
access supplies for ship upgrades. 
Oddly, much of the stuff is unlocked as 
you go along, as if the game’s worried 
you’ll binge on sidequests and spend 
the rest of the game napping it off. The 
number of times you’re dragged out of 

the immersive seafaring fantasy by the 
game grumpily declaring you need to 
“progress further in the story” is 
distracting, especially when it isn’t 
always clear what you’re missing out 
on. Like an overly aggressive younger 
sibling’s ‘KEEP OUT’ door signs, it only 
makes you feel sad and confused.

The story in general is so poorly 
paced you’ll wish the game just let you 
go and explore. Exposition is spewed at 
you while sailing, making it very hard to 
concentrate on or care about. Your first 
mate drones on about how Man X is 
very bad and needs to die, while Man Y 
is very good and should be protected, 
in that typical Assassin’s Creed way of 
randomly assigning good/evil badges 
to generic dudes who couldn’t be less 
interesting if they tried. 

At least Rogue experiments with the 
established Creed formula, as doubtful 
assassin Shay realises he’s essentially 
an attack dog that never questions the 
validity of a target and decides to join 
forces with the Templars. Of course, 
that nuance is lost when he ends up 
doing the same thing on the Templar 
side and using the same assassin’s 
tricks to do it. Turns out both groups 
enjoy hiding in bushes and stabbing 
people. Can’t they be friends? 

Rogue also compares favourably in 
the visual stakes. While last-gen tech 
can’t throw around Unity’s new-gen 

Cor, look at that. Turn all the HUD off and you get this view –  
but you’ll keep accidentally bumping into enemies. Worth it?

ASSASSIn’S Creed rogue
The other November outing for Ubi’s stabtastic series

 PublISher UbISOfT / develoPer UbISOfT SOfIA / FormAt XbOX 360 / releASe dAte  OUT nOW

 Looted and booted
Shay has a few new tricks up his knifey 
sleeves, including a gas mask to protect 
him from poison bombs, flammable oil 
to spray behind his ship, an air rifle for 
silent shooting and, most egregiously,  
a grenade launcher – in case you felt 
that Assassin’s Creed wasn’t enough 
like Call of Duty. 

revIewer

the knowledge
whAt IS It?
The november 
Assassin’s Creed for 
Black Flag fans.

whAt’S It lIke?
It’s quite a lot 
like Black Flag, 
surprisingly. Sailing, 
shanties, stabbing.

who’S It For?
People who like 
Black Flag so much 
they don’t mind 
playing on Xbox 360.

kAte grAy
live OXM Kate
@hownottodraw
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We’re on a mission. A mission to find, kill and skin 15 wild badgers. 
Papa needs a new money purse, and only badger skin will do.

An excellent game that’s 
unfortunately marred by 
Ubisoft’s unwillingness to 
give it the time of day. It 
ends up feeling more like  
a retrospective than a  
game in its own right.

OverAll

7
The OXM verdict

if rogue has grenade 
launchers, will the next  
AC game have jetpacks?

This view is 
slightly let 
down by the 
crew merrily 
singing 
their hearts 
out about 
getting 
robbed by a 
prostitute.

beauty, its great art design can almost 
compete. from cutting through frozen 
ice sheets in the north Atlantic under 
the green glow of the northern Lights, 
to the urban sprawl of colonial new 
York, what Rogue lacks in sharp edges, 
it makes up for in variety. geographic 
range lends itself well to the side 
quests, too: hunting is rarer in colder 
climes, but they do have snow-covered 
shipwrecks to explore, whereas cities 
and towns tend to have a higher 
population of gangs to take out.

Servers you right
Unfortunately, the appealing adventure 
on the open waves occasionally gives 
way to repetitive first-person Abstergo 
sections, stuffed to breaking point with 
self-referential jokes and awful server 

-fixing mini-games. The personalities 
of the Abstergo staff are all so cloying 
that it takes great restraint not to give 
them the ol’ sleeve-knife treatment.

back in the Animus and the biggest 
problem is the uneven difficulty level. 
Clearly the game wants you to use your 
utility belt of tools and stealthy tactics 
to succeed, but when your opponents 
can climb buildings, shoot you from a 
distance and swarm en masse, it can 
be tricky to get it right. Cheap tricks are 
often the easiest way to win – our top 
tactic involved hiding in a haystack and 
shooting the target with a berserk dart, 
watching as he killed all the guards and 
then himself, before going over and 
looting him for whatever nonsensical 
narrative doodad we were supposed to 
fetch. Regenerating health means you 

often have to resort to running away 
and hiding mid-battle, which is never 
a fantastic mechanic, but makes even 
less sense in the context of a stealth 
game. All of a sudden Unity’s reliance 
on life bar-replenishing medicines and 
its introduction of a standalone sneak 
button are greatly missed – Shay feels 
like a less capable killer than Arno.

Rogue is hard to judge because 
it’s hard to categorise. As a sequel 
to Black Flag, it’s more of the same 
and it’s brilliant for it; as a challenger 
to Unity’s upgraded looks but slightly 
conservative gameplay, it’s different, 
and not always in a good way. There’s 
plenty to do, but the sizeable map has 
clearly taken priority over the story – 
the scale never feels justified – and 
bad pacing and some truly godawful 
accents let the game down. It’s by no 
means terrible, but given that Ubisoft 
has been treating it like something to 
be ashamed of, we seem to have come 
away feeling more ambivalent than 
perhaps the game deserves. oXm

“All exposition is done while sailing, 
making it hard to concentrate on”

Sailing in the North Atlantic: the crunch of ice, 
finding polar bears and the Aurora Borealis. 

THe besT biT

Any time Shay spews out the worst accent 
since Dick Van Dyke danced on chimneys.

THe WOrsT biT DiD yOU 
knOW?

? The Abstergo 
sections 
let you read 
employees’ 

tongue-in-cheek 
emails about  
how they’re  
reusing assets.
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NBA Live 15
Getting a new lease of life

Not pictured: incredibly 
realistic sneakers.

 PuBLisher EA / DeveLoPer EA tiburon 
FormAt xbox onE / reLeAse DAte out now

 the recent history of EA’s 
NBA Live franchise is 
fascinating – full of drama, 
last-minute cancellations 

and false starts. its relaunch on 
the xbox one last season fell flat, 
but hard lessons were learned. 
NBA Live 15 is a dramatic one-year 
improvement, showing 
flashes of brilliance 
while exhibiting the 
growing pains of a 
series in transition. 

Live shines brightest 
in its willingness to 
teach you how to play, 
opening with a brief but 
valuable tutorial on key 
mechanics. Even better, 
it seems delighted to 
nudge you along on 
the court and make it 
easy to play hoops like 
a superstar. unlike so 
many sim-style sports 
games that demand 
complex controls, you’ll 
be dunking, stealing 
and blocking like a 
champ using a few 
simple button-presses. 

while the controls 
are tight – shooting, passing and 
stealing all feel great – and there 
are dramatic visual improvements 
to both players and animations, 
a number of awkward moments 
persist. Some of the passing 

animations are off and player 
movements are stiff, especially 
down low in the paint. the arenas 
and crowds are electric, though, 
raucously cheering the home 
team during big moments and 
going silent if things go awry. Live 
does a great job integrating ESPn 

visuals into the overall 
presentation; however, 
the commentary is 
poor and gets buried in 
the overall sound mix. 
After a few games, i 
realised my favourite 
way to play was using 
the ESPn camera angle 
and turning off the 
commentary. 

the game’s biggest 
weakness is a lack of 
depth; its Dynasty and 
single-player rising 
Star modes are shallow 
and perfunctory. there 
are some interesting 
takes on multiplayer, 
including online 
Seasons and best-of-7 
series, but online play 
can be laggy and  
simply isn’t as good 

as offline. the good news is that 
NBA Live 15 is fun to play. the 
series still has plenty of work to 
do moving forward, but stands 
on its own as an enjoyable hoops 
experience. oXm

While its core modes are 
shallower than the competition, 
NBA Live 15 is breezy and fun 
to play on the court. No sports 
game helps its players feel 
more powerful than Live, a 
breath of fresh air these days.

Overall

6
The OXM verdict

richArD GrishAm 
Live wisertyme 
@richgrisham

the kNowLeDGe
whAt is it?
A sim-style pro  
hoops game that’s 
easy to play.  

whAt’s it Like? 
Simple and fun, 
although it lacks 
the depth of its 
competition.

who’s it For?  
basketball fans  
who don’t have  
time to learn  
complex controls.

reviewer

DiD yOu 
kNOw?

? Player shoes 
are a huge 
part of NBA 
culture, and 

NBA Live 15 has 
a team dedicated 
to scanning and 
replicating them.

the kNowLeDGe

reviewer

voLGArr the vikiNG
Official cause of death: norseplay

 At the time of writing, 
Volgarr the Viking 
is going for free as 
part of Games with 

Gold. Despite this apparent 
generosity, however, Volgarr 
lives up to his kin’s reputation 
as looters and pillagers. what 
this old-school 2D 
platformer spares 
from the wallet, it’ll 
extract in blood and 
tears instead.

Volgarr styles itself 
after the unforgiving 
platforming from a 
more rugged era. 
Even the most 
seasoned players will 
die. A lot. And with 
checkpoints few and 
far between, there 
is much retreading 
of familiar ground, 
learning patterns, 
knowing when to 
show restraint and 
familiarising yourself 
with the stodgy 
movement.

Volgarr, you see, 
isn’t so much a test 
of dexterity as it is a test of 
managing a lack of the stuff. 
Jumping arcs are unyielding 
and awkward, and the controls 
are deliberately obtuse. 
Mollycoddled younger players 

may see these as bad design 
decisions, but oldies will read 
them as they’re meant to be 
taken – as a deliberate nod 
to the Amiga/St era, where 
movements were constrained 
by rigid eight-way joysticks and 
button-starved set-ups.

but Volgarr also 
draws inspiration 
from some of the 
most notoriously 
vicious ’80s arcade 
games – most notably 
Ghost ‘n’ Goblins, 
with which it shares 
not only its fantasy 
aesthetic, but also 
its central conceit of 
stripping you of your 
gear with each hit 
you take, leaving you 
ever more vulnerable. 
the pacing, on the 
other hand, resembles 
Contra in the sheer 
relentlessness of the 
waves of enemies that 
come after you. it’s 
like you’re playing as a 
nordic Dapper Laughs.

Volgarr is less a 
game you enjoy, and more a 
bully that you gradually conquer. 
that might not sound like the 
most ringing endorsement, but 
it’s a refreshing change from 
today’s soft-centred epics. oXm

Unapologetically rugged retro-
romp where every inch of 
progress is cause to break 
out the celebration cake. 
Not for the faint of heart,  
but it’s a pleasing challenge 
for the faint of wallet.

Overall

6
The OXM verdict

 PuBLisher crAzy VikinG StuDioS / DeveLoPer crAzy VikinG StuDioS  
FormAt xbox 360, xbox onE/ reLeAse DAte out now

ALeX DALe
Live chocoboofDoom
@SporadicDaler

whAt is it?
A spitefully-hard 2D 
jaunt through goblin-
infested Scandinavia.

whAt’s it Like?
Stiff, rigid and 
uncompromising – 
will alienate all but 
old-school players.

who’s it For? 
People who are so 
good at games they 
can complete Dark 
Souls in their sleep.

besT 
price

£
FrEE

GAMES with 
GoLD

r e v i e wr e v i e w
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 B
orderlands, a fast-paced, 
shoot-and-loot-a-thon, 
crossed with Telltale’s 
narrative-focused tales and 
pumped with more unexpected 

twists than watching your grandma on 
the dancefloor at a wedding after one 
too many vodka tonics. A genius idea? 
Or has 2K been matching grandma drink 
for drink? A bit of both. Sticking more to 
Telltale’s signature style, but with the 
Borderlands flavour running through 
like a vein of delicious raspberry ripple, 
this works – except when it doesn’t. 

The humour is spot-on, nailing the 
buddy comedy-meets-casino heist on 
the head without straying too far into 
Judd Apatow territory. The choices are 
spiced-up enough to elicit a snort of 
laughter – one asks you if you want 

to ‘blow his mind’ or ‘break his heart’ 
– and while it’s not obvious what your 
choice means, it’s engagingly silly. But 
there seem to be fewer dilemmas than 
usual, and while we don’t mind sitting 
back and watching the dialogue roll, it’s 
maybe not something Borderlands fans 
will relish as their trigger fingers twitch, 
raring to turn brains into pink mist.

Too often, it feels like your choices 
have very little impact on the outcome 
of events – any ripples you see peter 
out quickly. With a cast of at least five, 
only two of whom you control, it seems 
like a lot of action happens to people 
who aren’t you. Not to mention that 
action doesn’t quite fit with the tone of 
a Telltale game – they’re at their best 
in the more sedate bits, rather than the 
QTE-heavy fights and car chases.

The technical issues are the real 
letdown. Skipped frames, missing or 
repeated bits of dialogue and frequent 
freezes manage to kill any tension 
that’s been built up. Often because the 
game’s waiting to load some useless 
achievement you’ve earned just for 
watching things happen. Great.

As a narrative, Episode 1 is near 
faultless. It’s gripping, quick-witted 
and tense, but whether it totally 
suits Borderlands will require a few 
more outings to decide. A format that 
handles action as a QTE is hardly a 
good fit for a series where shooting is 
your bread and butter. If you’re looking 
for something to fill that Borderlands-
shaped hole in your life but you’ve got 
the patience of a child at Christmas, 
this might not be for you. OXM

We like the look of this guy. He seems like an 
upstanding, not-at-all-crazy young man.

Darth Vader’s original 
prototype mask design left  
a lot to be desired.

Tales frOM The 
BOrderlands: episOde 1
A little more conversation, a little less action please

With wit and spot-on 
style, this is nearly one 
of Telltale’s best, but 
prioritising action over 
dialogue means it falls 
just short of the story-led 
brilliance we’re used to. 

OVerall

8
The OXM Verdict

reviewer

The knOwledge
whaT is iT?
Sci-fi meets Western 
meets lots of reading 
and occasionally 
pressing A.

whaT’s iT like?
Watching a film 
with someone 
periodically poking 
you and yelling 
“WHAT NOW?”.

whO’s iT fOr?
People who say 
things like “the pen 
is mightier than the 
screaming gun”.

kaTe gray
live OXM Kate
@hownottodraw

 puBlisher TEllTAlE GAMES / develOper TEllTAlE GAMES / fOrMaT XBOX 360, XBOX ONE 
(rEvIEWEd) / release daTe  OuT NOW

COMPleTION 
ClOCK 

2 
HOurS

A psycho is trying to introduce Mr Sword to Mrs 
Ribcage! Try tapping ‘A’. That’ll teach him.

THe WOrsT bIT

Character set-ups. We really wanted to kick 
Patrick Warburton’s Vasquez in the yarbles.

THe besT bIT
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WE 2K15 marks the 
series’ debut on Xbox 
One – but it’s not the 
unforgettable, Sting-at-
Survivor Series kind of 

debut that’ll have your grandchildren 
asking in hushed tones where you were 
the night the WWE 2K15 disc plopped 
on to your doormat. 

Instead, sitting through the rigid 
PlayStation 2-era suplex animations for 
the umpteenth time, a different kind 
of WWE return springs to mind – the 
diminishing returns of the latest Chris 
Jericho or Rob Van Dam comeback. A 
once white-hot superstar reduced to a 
cheap nostalgia act, stretched singlet 
struggling to hide the middle-age 
spread as the fading star goes through 
his old routine in slow motion. 

Except, horrifyingly, half the 
singlet is missing. Of all the things 
that disappoint about WWE 2K15’s 
migration to Xbox One, the hardest 
to overlook is the amount of missing 
content. The cuts slice deepest into 
the customisation suites – it’s no 
longer possible to design a ring, or 
create your own finisher, or pen your 
own storylines. Even the number of 
create-a-wrestler slots has been 
sheared, from 100 down to 25. That’s 
a huge blow, given how much weight 
falls on the community’s shoulders 
to keep the game current with the TV 
show (already, the game is badly out of 
date, with Rollins, Ambrose and Reigns 
all operating under the Shield umbrella 
– in real life, the group violently 
disbanded months ago).

Some of the more gimmicky match 
types have also been abandoned (I 
Quit, Inferno) and a hatchet has been 
taken to the roster. The good news 
is that on the contemporary side 
of things, the right sacrifices have 
been made. All of 2014’s hot acts are 
included – Brock Lesnar, Bray Wyatt, 
Cesaro et al – while irritating fools  
such as Zack Ryder writhe on the 
cutting-room floor.

Reigns of Castamere
The cuts are more keenly felt when 
you browse the retro grappler menu. 
Overexposed mainstays such as Steve 
Austin and Hulk Hogan are included in 
the basic package, as they are most 
years, but you’ll have to cough up some 
extra dough if you want to sample more 
exotic offerings such as Lex Luger 
(DLC) or Sting (pre-order exclusive). 
This practice of siphoning off the juicier 
content in order to nickel and dime 
dedicated fans to death with DLC has 
to stop, especially given that outside of  
roster changes, the WWE games really 
offer so few compelling reasons to 
upgrade year-on-year.

Certainly there aren’t any from a 
gameplay perspective. WWE 2K15 is 

Fandango takes one in the chops from Rob Van Dam, whose 
receeding hairline apparently hasn’t been patched in yet.

WWE 2K15
Eat. Sleep. Press RT. Repeat.

 From bottom to top
MyCareer mode follows your custom 
wrestler’s ascent from NXT curtain-
jerker to WrestleMania main eventer –  
if you can stick it out that long. 
Storylines are padded out with loads  
of televised filler matches, which  
really makes the time you spend in  
this mode drag.

REviEWER

thE KnoWlEdgE
What is it?
More bone-bending 
action from the WWE 
boys and girls.

What’s it liKE?
Like trying to catch a 
fly in the dark, with a 
comedy foam hand.

Who’s it foR?
Lapsed fans brought 
back to the fold after 
an exciting summer.

alEx dalE
ChocoboOfDoom
@SporadicDaler

 PublishER 2K SPORTS / dEvEloPER YuKE’ S / foRmat XBOX 360, XBOX OnE (REVIEWED) / RElEasE datE OuT nOW
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Only a few select stars have received a next-gen makeover 
(Cena, Orton) – but those that have look great.

Feels unfinished. It’s stingy 
on content and the deluge 
of DLC shows that 2K is 
unapologetic about that. 
With no real gameplay or 
visual enhancements, it’s  
a thumbs down.

OVeRall

5
The OXM Verdict

Ryback has 
a bit of the 
‘Gears of 
war’ about 
him, doesn’t 
he? Bo 
Dallas, not 
so much.

the same fussy, awkward fighting 
game the series has been for over 
a decade. Actually, ‘fighting game’ 
is too generous a word; it’s more 
akin to performance art, where both 
participants take it in turns to beat up 
on each other. going on the offensive 
is good fun, but being on the receiving 
end is frustrating; long, drawn-out 
periods of absorbing punishment, 
where your only hope of escape comes 
in the form of RT reversal prompts that 
flash up on screen for a microsecond. 
While you can anticipate when they’ll 
appear based on the wrestlers’ body 
language, getting the timing right is 
often as much luck as judgement.

While it lacks the responsiveness 
or skill of a more traditional beat-
’em-up, the appeal of this approach 

is that it does an excellent job of 
capturing the to and fro of a WWE 
match – a spectacle where a man can 
be piledriven through a table, and then 
bounce off the floor and start swinging 
haymakers like nothing has happened 
30 seconds later. But it feels like a 
niche game that’s grown out of control; 
it’s not engaging or exciting enough 
a template to warrant a decade of 
iterative sequels, and a fresh approach 
is long overdue.

But it’s not to be this year, and like 
many other game series that are stuck 
in their ways, the yearly innovations 
eventually come full circle. This year 
it’s the return of the stamina meter – 
an unpopular feature that was axed 
half a decade ago because every match 
ended up in farce, with everyone in the 

ring out of puff because no one was 
willing to pace themselves. It’s been 
implemented with more finesse this 
time around, however, and is actually 
quite good – the visual of a battle-
worn wrestler gingerly limping up a 
ladder, or crawling across to drape an 
arm over their opponent after draining 
their energy on a finisher, adds drama 
to the moment and boosts the illusion 
that you’re telling a story in the ring.

Like the other new additions – such 
as a rock-paper-scissors mini-game 
at the beginning of tie-ups to decide 
who begins with the advantage – it 
feels like a bolt-on extra, features 
added so they can adorn the back of 
the box, rather than because they add 
something to the experience.

All WWE fans should have at least 
one of these games in their collection, 
but there’s no point making it the one 
starved of content. WWE 2K16 may be a 
nostalgia act much like this one is, but 
with an extra year of polish perhaps it’ll 
do a better job of hiding that middle-
age spread. oxm

“It’s not an engaging enough 
template to warrant yearly sequels”

They’ve gone 
their separate 
ways IRL, but 
the Wyatt Family 
were a smart 
send-up of 
the notorious 
Manson family.

COOlesT ChaRaCTeR whaT haPPeNs 
NeXT?

? It rains DLC. 
Extra single-
player modes 
focusing on 

historic rivalries 
will complement 
the stingy two(!) 
included in the box.

Even less attention has 
been showered on the 
Xbox 360 version. The 
exclusive Who Got NXT 
mode is shallow and 
full of frustrations and 
difficulty spikes. Hunt out 
WWE 2K14 instead.

The DiFFeReNCe ON… 
XBOX 360
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 G
TA V on Xbox One is one of 
the greatest games you won’t 
play. Not that you won’t buy it 
– that would be simple heresy 
– but in the sense that it 

provides rich rewards for doing nothing. 
On Xbox 360, Los Santos was an 
impressive sandbox: the best setting 
last-gen consoles could offer. Now, 
thanks to a significant visual upgrade 
and the inclusion of a first-person 
camera, the Xbox One version offers 
something more: a steamy, immersive 
city; a place where you’ll have to force 
yourself beyond the temptation to read 
every crisp packet, absorb every sunset 
and Snapmatic every cat. Simply being 
in GTA V is more fun than most games.

It helps that the original game 
looked incredible. Gaming brains 
have the capacity to fill in the blanks, 
tricking us into thinking things looked 
snazzier than they did. That doesn’t 
happen here. It looks so much better 
that the world engulfs you, dragging 

you in with details – a handbrake light 
on a car dashboard or tufts of grass 
erupting from cracked pavements. The 
first-person mode makes all these tiny 
touches noticeable, and it changes 
the way you play. Simple GTA nonsense 
suddenly feels more compelling, stuff 
like climbing a gigantic crane to throw 
yourself face-first into the pavement or 
standing on a busy freeway just to see 
how many cars hit you. 

Hair extension
Luckily, the missions are worth 
playing again, layered as they are with 
additional deft touches. Cutscenes 
show hair and clothing gently blowing 
in the breeze, and improvements to 
the animation make expressions easier 
to read. It all helps to make the world 
feel more alive. And, lest our beards 
become too well-stroked, how about 
this: even the cock jokes are clearer. 
Revisiting the Lifeinvader offices is like 
seeing HD for the first time: toothmarks 

from the biting satire more defined. It 
makes the last-gen version feel like a 
fever dream, where the punchline to 
every gag is frustratingly blurred. 

It’s not just a visual thing. The 
first-person mode changes everything 
by adding stuff that previously didn’t 
exist: FPS staples such as iron sights, 
recoil and weapon switching are 
all here. It does make things more 
difficult, though. Shooting becomes 
more unwieldy, especially if your aim 
sensitivity is high. Popping in and out of 
cover initially feels strange, essentially 
like you’re choosing to obscure your 
own vision. Thankfully, you can tinker 
with the options until you’re happy, 
removing effects like head bob or, in a 
nod to Rainbow Six Vegas, switching 
back to the third-person camera when 
you hunker down. If you persevere, 
it’s massively satisfying: there’s a 
meatiness to firing the guns that rivals 
most shooters. The upgraded fisticuffs 
feel amazing, too: we’ve forgotten how 
we were ever happy before we could 
kick strangers out of their hats.

Driving in first-person also feels 
fresh (assuming you can stop staring 
at the dashboard long enough to 
travel anywhere). The sense of speed 
is sickening, the crashes spectacular. 
Because it’s more like driving a real-life 
vehicle – albeit one made of tinfoil and 
unicorn juice – it’s slightly tougher 
than using other camera modes. With 

Cutscenes look more amazing than ever – that snazzy 
visual upgrade makes all the subtle details even clearer.

Grand THefT auTo V
Dazzling new perspective makes Los Santos essential again

 PublisHer ROCkSTAR GAmeS / deVeloPer ROCkSTAR NORTH / formaT XBOX ONe / release daTe OuT NOW

reViewer

THe knowledGe
wHaT is iT?
Seriously? An 
overhauled version 
of the biggest game 
of all time.

wHaT’s iT like?
A boundless 
sandbox that’s as 
fun to watch as it  
is to play.

wHo’s iT for?
Almost everyone: 
particularly people 
who love carnage 
and aren’t easily 
offended.

maTT ellioTT
live Jimmy munn
@mGelliott

 Heist society 
GTA Online has also been given an 
overhaul. You can import your characters 
from the last-gen version, tinker with 
them using the snazzy new character 
creator or create a new miscreant from 
scratch. And if it’s carnage you’re after, 
you can have up to 30 players in free 
roam, and heists are incoming.
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At the risk of sounding like an upholstery bore, car interiors 
are awesome. Some car radios even show which track is playing. 

So good that it almost 
seems deceitful: like a CG 
trailer of what the highest 
level of fun might look like. 
After 17 years, it’s incredible 
that the series still has such  
power to astound and excite.

OverAll

10
The OXM verdict

The city comes alive at night – 
the opposite of the people on the 
receiving end of these bullets.

we’re slowly 
tracking this 
lady to test 
the lighting 
at night. er, 
honest!

your field of vision restricted, you often 
find yourself cruising about like a sane 
human being: something that’s rarely 
happened in previous GTA games. It 
feels dirty to admit, but gentle turns 
of the wheel and adherence to road 
markings will reduce the frequency of 
fatal fender-benders. This means the 
temptation to switch back to the third-
person view increases during crucial 
missions and races. much like the 
gunplay, however, perseverance leads 
to a juicier experience. 

As much as all of this is a vast 
improvement, it still suffers from 
some of the same problems – some 
of which, such as its vicious knifing 
animations, are more gruelling 
for being experienced from a new 
perspective. As much as GTA savages 
most targets with cold impartiality, 
the representation of women feels 
sneering rather than smart. You’ll 
also find, somewhat inevitably, that 
some missions are less fun than just 

stamping on car bonnets and chucking 
sticky bombs at dogs. If none of that 
bothered you before, however, it’s 
unlikely to impair your enjoyment now. 

Perhaps the cleverest touch is how 
so much of the new stuff is effortlessly 
woven in to what’s already there. A 
whopping 152 new songs add some 
welcome variety to radio stations, and 
very few feel like filler. munching on 
Peyote Plants lets you trip as a random 
animal, and soaring through the sky as 
a hawk is particularly majestic (right up 
until you discover the button that lets 
you crap on people’s heads). even Xbox 
One’s haptic triggers are used cleverly: 
they vibrate when you accelerate, 
subtly giving feedback without feeling 

numbingly overused. Then there’s the 
blimp. Nothing sums up these additions 
quite like the blimp. On paper, it’s the 
most underwhelming of GTA V’s new 
vehicles: fat, pointless and floaty. 
In reality, gracefully drifting through 
the night sky reminds you precisely 
how special Los Santos is. (It’s also 
brilliant that you can call for a blimp, as 
casually as you would a taxi, without it 
registering on anyone’s surprise meter. 
Like so many things in GTA, real life is 
wretched by comparison.)

more than ever, it’s a world you won’t 
want to leave: full of colour, intrigue 
and endless detail. The upgrades alone 
make it worth playing again, and this is 
the best version you can own. oXm

“Soaring through the Los Santos 
sky as a hawk is majestic”

rail Gun
Exclusively 
available to 
players returning 
from last-gen, 
this will destroy 
cars, people and 
cats in one shot. 

OBJeCT OF DeSire DiD yOu 
knOw?

? Real 
criminals 
voice acted 
for GTA V. One 

gang member was 
allegedly released 
from prison just the 
day before.

key inFluenCeS

60% Heat
35% Thief
15% Menace II Society

60 35 15
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The Wolf Among Us
A wolf’s favourite air freshener? Loo pine

Legend tells of the man with eyes so big, he had  
to wear several contact lenses at once.

never Alone
Well, unless you opt for single-player

 oral storytelling is an 
interactive, social and 
incredibly intimate 
tradition that began long 

before the invention of writing. 
Writing developed to put across 
formal, solid ideas; to make 
permanent the words of the 
author. The oral tradition, on 
the other hand, is 
constantly flowing 
and dynamic – the 
narratives take on 
the personality of 
the narrator, and 
welcome change.

So it’s interesting 
to see this, a staple 
of Iñupiaq culture, 
at the heart of Never 
Alone. Games are an 
anomaly, somewhere 
between written 
and oral tales: while 
fundamentally carved 
from rigid code they 
are different for 
each of us, mean 
different things and 
can change to suit 
you. Never Alone 
is a thoughtful 
experiment, choosing 
to tell an ancient story through 
a modern medium. The problem 
is that the game itself is just not 
all that good.

Described as an ‘atmospheric 
puzzle platformer’, it gets 

the first bit spot on – set 
in Alaska, told patiently by 
an Iñupiaq narrator as ice 
dust blows across snow. It 
looks cold enough to give 
you goosebumps, and main 
characters Nuna and her arctic 
fox brace against the biting 
winds as they trudge across 

the plains. As for the 
puzzle-platformer 
setting, it was chosen 
both for accessibility 
and to reinforce the 
value of co-operation.

But it’s fiddly, slow 
and tricky, relying on 
character-switching 
that doesn’t always 
work and tedious 
chase scenes. 
Unpredictable 
elements such as 
suicidal AI keep 
sending you back to 
the checkpoints, and 
it’s often frustratingly 
unclear what needs to 
be done. It’s a shame 
that the bread and 
butter of this game 
is so maddeningly 
awkward, because 

everything on top of it, from its 
looks to its exploration of the 
culture of the Iñupiat people, 
make this a game worth giving 
a chance – if you can brace 
yourself for a bumpy ride. oXm

This little piggy woke up 
with a massive hangover.

This visually pleasing indie 
experiment is praiseworthy, 
but not as a platformer. We 
can’t wholly recommend its 
gameplay, but as a vessel 
for an endangered culture, 
it’s a worthy project.

OveraLL

6
The OXM verdict

 PUblisher  E-LINE MEDIA / DeveloPer UppEr ONE GAMES/E-LINE MEDIA 
formAT XBOX ONE/ releAse DATe OUT NOW

 PUblisher TELLTALE GAMES / DeveloPer TELLTALE GAMES 
formAT XBOX 360 & XBOX ONE (rEvIEWED) / releAse DATe OUT NOW

 folk stories are cautionary 
tales. Don’t buy fruit from 
strangers, don’t let your dad 
remarry, don’t… be poor? 

There’s always some lesson to 
be learned, and there’s always a 
clear line between good fairies, 
bad witches and ugly stepsisters.

The Wolf Among Us is part of 
that recent genre of 
gritty fairytale retellings 
by a generation of 
creators who grew 
up watching zombies 
and reading comics 
under the sheets. 
In the same vein as 
Disney’s Maleficent 
and ABC’s Once Upon A 
Time, The Wolf Among 
Us – based on the 
dark fantasy comic 
book Fables – casts 
well-known characters 
as twisted, shadowy 
versions of themselves. 
The Big Bad Wolf is 
the gruff, quick-to-
anger sheriff and Snow 
White his businesslike 
companion, living in 
relative squalor in a 
modern, noir New York. 
Suddenly, that black-and-white, 
good-and-evil stuff turns into 
shades of murky grey.

It’s not all Hans Christian 
Anderson, either – Telltale doesn’t 
want to reveal its hand too 

quickly by including stereotyped 
characters, so there are plenty of 
other inclusions, such as Norse 
mythological characters. It’s 
enough to keep the story slowly 
unravelling, which fits perfectly 
with its episodic, mystery nature.

Telltale’s trusted yarn-weavers 
avoid the pitfalls many narrative-

driven games fall in 
to – you’ll find no 
overwrought religious 
motifs or protagonists 
lugging around their 
saviour complexes like 
the world’s heaviest 
cross here. The Wolf 
Among Us gets that, 
like Goldilocks’ ideal 
bowl of porridge, it’s 
all about the subtle 
flavour changes. 
The characters have 
charm; small actions 
– such as Snow White 
adjusting her jacket 
or Bigby rolling his 
eyes – convey life; the 
story never feels florid 
or condescending; 
and even the normally 
incongruous quick-
time events are worked 

in nicely. There’s enjoyment to be 
found in shaping your character 
through dialogue and choice, too. 
Is he a big bad wolf after all – or 
just a sheep in wolf’s clothing? 
Finding out is a real treat. oXm

Deliciously slow to unravel,  
full of character and gripping 
from start to finish, The  
Wolf Among Us may not  
place you in control a lot of  
the time, but you’ll relish  
when it does.

OveraLL

9
The OXM verdict

DiD yOu 
knOw?

? Finding owls 
in-game 
will unlock 
documentary 

clips detailing the 
Iñupiat lifestyle, 
history and oral 
narration customs.

KATe grAy 
live OXM Kate 
@hownottodraw

The KnoWleDge
WhAT is iT?
A two-hour indie 
game made in 
conjunction with the 
Iñupiat people.

WhAT’s iT liKe?
Fiddly platforming 
with fascinating 
storytelling.

Who’s iT for?
Anyone who can 
overlook the flawed 
gameplay to see the 
beautiful stories.

revieWer
KATe grAy 
live OXM Kate
@hownottodraw

The KnoWleDge
WhAT is iT?
Telltale Games’ gritty 
reboot of fairytales 
and myths.

WhAT’s iT liKe?
As close to the DC 
Fables graphic  
novel as a videogame 
could be.

Who’s iT for?  
Anyone who thinks 
fairytales need  
more gore, vice,  
and swearing.

revieWer

wHaT HaPPenS 
neXT?

? Telltale’s 
next project 
is Game Of 
Thrones – 

but the visual style 
is closer to the 
TV series than its 
previous works.
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 Already a cult favourite on PC and PS 
Vita, Terraria is often dubbed the 2D 
Minecraft. That’s a fairly accurate 

summary, in so much as a lot of the time 
you spend in its randomly generated worlds 
is taken up by the process of mining it for 
materials and then using them to build a 
cosy den. But actually, the thrilling sense of 
exploration and personal achievement you 
feel while digging ever deeper into unexplored 
caves is more akin to XBLA classic Spelunky. 
Each world is packed with mysterious 
treasures and treacheries just waiting to be 
discovered, and learning how to use them  
to shape the world to your benefit is 
enormously satisfying. The controls 
might suit PC better, and the 
format might suit portables 
better, but however you choose to 
play it, do choose to play it.

ALSO
 RELEASED
Condensed criticism of  
the other new games in 
shops and on Xbox LiveROckSmith 2014

 the ‘is it a tool or a game… lol it’s kind 
of both’ hybrid returns for another 
year, and the improvements are 
palpable. The idea is still the same: 

plug a real guitar into a supplied USB dongle 
and then into your Xbox One, and learn to 
play it. Where Rocksmith 2014 triumphs is 
in teaching through engaging challenges 
rather than rote learning. The progression 
curve from floundering idiot to Brian May 
feels natural and encouraging, although 
you do need to work hard at it. Finish a song 

from the broad and pleasing collection and 
the game automatically adjusts what you 
should do next – be it a mini-game where 
you’re shooting aliens using the power of 
the A chord, or attacking a riff that’s been 
neatly slowed down so you can nail your 
technique. Actually, this Riff Repeater helps 
to justify the hefty price, as it 
focuses on the section you 
want to perfect. Very smart, 
and you can use all the DLC 
you bought on Xbox 360.

7

A few months with Rocksmith and you too can be ‘that guy’ 
who whips a guitar out at parties. Don’t be ‘that guy’.

 FORmAt XBOX OnE / REviEwER PAUL TAyLOR / PRicE £49.99

6 9

 FORmAt XBOX 360 / REviEwER ALEX DALE /  
PRicE £11.99

 FORmAt XBOX OnE / REviEwER ALEX DALE /  
PRicE £15.19

 FORmAt XBOX OnE / REviEwER MATThEW CASTLE /  
PRicE £7.99

tOybOx tuRbOS tERRARiA mAgic 2015 

 this is a top-down racer in which toy cars 
zip around milk-encrusted breakfast 
tables, snooker tables laden with 

bottomless pockets and other everyday 
surfaces doubling up as impromptu racing 
circuits. It’s less ‘spiritual successor’ to the 
1991 Sega Mega Drive classic Micro Machines 
as it is ‘just Micro Machines again’.

And there’s nothing wrong with that, as 
the Sega game was the best use of the Micro 
Machines licence since that time Macaulay 
Culkin attempted to murder two burglars with 
them. Like the 1991 original, this is a light, 
breezy and immediate racer that’s perfect 
multiplayer party fodder. Only imbalanced 
weapons and too-tight viewing 
angles, which don’t leave you 
enough time to react to hazards 
up ahead, prevent this from being 
a must buy.  

 cards on the table: it’ll take a minor 
miracle for the yearly Magic update to 
turn heads from Hearthstone – even with 

the latter yet to appear on Xbox. Magic 2015’s 
fully customisable deck should have been a 
masterstroke, finally freeing up the range of 
strategies limited by the pre-arranged decks 
of old. In practice, it locks you into a feeble 
starting hand with hours of grinding – or 
cynical microtransaction shortcuts – needed 
to scavenge a half-usable stack. It may better 
reflect the agonising existence of flesh-and-
blood Magic fans, but it makes for miserable 
gaming. hard earned cards don’t even have a 
satisfying ogle factor, what with the decision 
to render them ant-sized on the 
most sterile looking surface this 
side of an operating theatre. 
Paper armies are all the rage 
these days; this is just enraging.
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Call of Duty: aDvanCeD Warfare 
Kill, die, respawn, repeat. The world’s number one online FPS takes to the skies…

 
 Publisher activision/ DeveloPer sledgehammer games / raven software / format xbox one / original sCore 8/10

 a
s the userbase 
decamps from last 
year’s lacklustre 
Ghosts, has 
Advanced Warfare 
managed to rekindle 

Call of Duty’s sputtering flame?
as promised, it’s the most 

significant update to the CoD 
formula since Modern Warfare. 
while the six intervening 
instalments have been content 
to tinker with playlists and 
rebalancing, AW makes one 
huge change that renders many 
old playstyles ineffectual.

no longer is it possible to 
defend an area with claymores 

“Kills are swiftly followed by retribution 
from a jetpacking teammate”

revieWer 
Martin Kitts
live Calistan 
Private

We saiD 
The array of powerful PMC tech is  
the star of the show, making a  
stale formula feel remarkably fresh.

Days 0 1 2 3 4 5 6

PlaSma cannon

machine-gun

ShoTgun

PiSTol

are We having fun yet? Our time in Call of Duty: Advanced Warfare rendered as a wavy line…

It’s so easy! I 
went 25-3 in 

my first match! 
Amazing!

Oh, that was a 
training mode vs 
bots. Real game: 

12-27.

Promoted four 
levels after the 

first match. 
Really?

Loot drop! A man 
yells “Elite!” I 
have Nigerian 

armoured pants.

Another 
Hardpoint 

defeat because 
everyone is 

camping for kills.

Realise I 
really need 

that level-31 
Gung Ho perk.

and mines. those items have no 
place in the inventory, because 
the new double-jumping, boost-
dashing movement system allows 
you to storm pretty much any 
location on the map from above or 
below. similarly, camping snipers 
find their opportunities limited – 
once their hiding spot is revealed, 
they can expect to be swarmed 
within seconds.

scorestreaks are less important 
than ever before, and much 

harder to get. in previous games it 
wasn’t uncommon to have to wait 
your turn to activate one, due to 
the airspace being crowded with 
automated death machines. that 
seldom happens in AW, where 
kills are frequently followed by 
swift retribution from a jetpacking 
teammate, and high-level rewards 
are rarely seen.

the one traditional CoD style 
that remains effective is run and 
gun. or, as it is here, run, leap, 
boost, slam and slide (and gun). 
with its compact levels, rapid 
traversal and instant respawn, it’s 
as close as CoD has ever got to an 
old-school arena shooter.

game modes are a fairly typical 
selection, although trimmed 
down somewhat from some of 
the more expansive earlier titles. 
the usual suspects work as 
smoothly as ever, but we’re rather 
taken by the masochistic thrills 
of momentum, a back-and-forth 
tussle over a sequence of flags. 
with two evenly balanced teams, 
it’s hilariously chaotic. the active 
flag is constantly surrounded by 
bunny-hopping players, scrapping 
for the right to administer a 
semtex-hosing to anyone brave 
enough to lurk in the capture 
zone. if you haven’t suffered at 
least 20 deaths in a momentum 
match, you’ve probably been 
lurking on the periphery,  
padding your K/d.

Advanced Warfare could – and 
probably will, next time round 
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assassin’s CreeD unity 
Stabby co-op lags behind the main campaign 

  

 Publisher Ubisoft / DeveloPer Ubisoft montreal / format xbox one / original sCore 8/10

 a
ssassin’s Creed 
Unity is an attempt 
to create the 
most polished and 
complete entry 
point into the 

series to appeal to those who 
weren’t into Black Flag – so it’s 
understandable that Ubisoft 
felt the need to include a co-op 
online mode to entice the Call of 
Duty crew. and, in theory, it’s a 
brilliant idea. 

taking place almost 
seamlessly within the city of 
Paris sets it apart from previous 
Assassin’s Creed multiplayer 
maps, which were fenced off 
from the wider open world. 
it’s being sold more like the 
Brotherhood experience, where  
a group of highly trained 
assassin ais were available for 

hire – but this time, your friends 
are the brotherhood. 

in practice, it’s not quite 
as perfect. given that this is 
the first time the series has 
ventured out into the world 
of co-op, it’s not surprising 
that there are problems – but 
these often entirely ruin the 
experience. any kind of level 
discrepancy between players 
becomes painfully obvious 
when one is doing a horizontal 
highland Jig wiggle while they 
wait to be revived, and the other 
is shooting enemies, unlocking 
doors and generally being better 
at the game. if they don’t have 
the time or the inclination to 
revive you, then you’ll be thrown 
back 300m to the start of the 
map as punishment for your 
rubbish game skills. 

lag issues mar the experience 
as you leap down to assassinate 
someone, only to discover your 
partner did so five seconds ago, 
and trying to synchronise kills 
is nearly impossible without a 
headset. in fact, most of co-op 
is impossible without a headset 
– from the simple, open-ended 
assassination missions to the 
grandiose heists that diminish 
your winnings every time you get 
spotted – because co-op is all 
about, you know, co-operation. 
if your online stranger friend 
wants to stay behind and loot 
every corpse possible, you’ll just 
have to stand there and wait. 

though the co-op missions 
are as varied as the campaign 
itself, we couldn’t help feeling a 
little let down by the difficulty of 
actually co-ordinating it. it felt 
more like trying to herd a load of 
aggravated cats into a bouncy 
castle. as fun as that sounds, it 
hardly captures the majesty of 
the assassin brotherhood. oXm 

Co-op adds variety – that is, the variety of angles 
from which you can stab someone in the eye.

CoD meets 
Titanfall 
via Unreal 
Tournament, 
offering 
instant 
gratification.

The oXM verdict

8
In its current 
form, the co-op 
is more of 
an irritating 
disorganised 
slog than 
anything fun. 

The oXM verdict

5

– be bigger and more fully 
featured. there aren’t many 
weapons, there are no 
unlockable ‘pro’ perks to aspire 
to, and theater mode is sadly 
absent – but as an introduction 
to an alternative way of moving 
through CoD’s military 
playground, it works.

Perhaps the biggest 
indication that Advanced 
Warfare’s new direction has 
been successful comes when 
you strip off the exo suit and 
enter the classic playlist, 
reverting the game back to the 
Call of Duty of old. anchored 
firmly to the ground, sliding up 
ladders instead of soaring over 
rooftops, AW minus its bionic 
movement seems slow, sedate 
and far less appealing. why walk 
when you can fly? oXm 

Boost jumps and slides 
make this the fastest, 
most lethal CoD 
multiplayer yet.

if you’re getting shot 
at, double-jumping on 
the spot can buy you 
some breathing space.

revieWer 
Kate Gray
live OXM Kate 
@hownottodraw

We saiD 
A hugely accomplished, if flawed, 
addition; it’s nothing that new, but it 
does the old stuff better than ever.



The Master Chief Collection isn’t just all the Halo maps, 
conveniently lumped together. It’s an entire FPS era 

spruced up into a definitive package

HAS EVOLVED

F E AT U R E

HALO MULTIPLAYER
REASONS
  15
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COMbAT EvOLvEd, 
 TRULY EvOLvEd  

The first Halo’s full potential, fully unleashed 

a classic victim of being ahead of its time, 
Halo: Combat Evolved pre-dated even xbox 
live, meaning its multiplayer was locked in 
an offline prison. the xbox 360 Anniversary 

Edition failed to jailbreak it completely, instead 
offering a ‘best of’ remix of Halo 1 and 2 maps. 
The Master Chief Collection’s greatest triumph, 
then, is that it busts Halo’s multiplayer loose, 

letting an already great thing fulfil its potential. 
like giving Santa a flying Tron lightcycle.

FRAg TO THE FUTURE 
A total-immersion history lesson in  

console multiplayer

the Collection’s approach to playlists is 
fantastic. lists are separated by game type 

rather than by era, so each throws you into a 
time portal that takes you through a potted 
history of the mode. multiplayer sessions 

giddily prance from game to game, delivering 
the experience exactly as it was in each 

period. it’s like having a taRDiS-powered Halo 
jukebox under your tV. and who hasn’t wanted 

one of those at some point? exactly. 

SUn, SEA And SHOTgUnS 
Combat Evolved’s open-world icon goes multiplayer 

COnCEnTRATEd HALO On TAP
Everything you want, whenever you want it 

that said, if a more focused experience is your 
bag, then the games’ multiplayer offerings 

are present and correct in streamlined, self-
contained versions of their original forms. each 
game-specific playlist blasts a concentrated 

form of the original multiplayer down your web 
pipes, with all of its most popular modes – and 
all of its maps – presented as a never-ending 
buffet of era-authentic carnage. everything, 
blended together and sprayed down a high-

pressure Halo-hose.

MORE COMPLETE  
THAn COMPLETE 

Think you’ve played it all? You haven’t 

When we say that all of the original maps 
are here, that means more than you might 

think. When Combat Evolved and Halo 2 were 
originally ported to Pc, they gained eight 
more Pc-exclusive maps between them. 
all have now finally come home to xbox, 

inserted seamlessly into the playlists for their 
respective games. ice worlds, canyons and 

more than a few recognisable new areas from 
the campaigns are now available to wage war 

on to your heart’s content.

the Silent cartographer is probably the Halo series’ most 
legendary campaign level. a non-linear, open-world, 

tropical paradise island that appeared years before Far Cry 
stole the idea and made a living out of it, its pioneering 

approach makes it one of the all-time greats. turns out its 
design is perfect for gladiatorial arena combat, too. the 
Death island map, previously a Pc exclusive, is a clever 

adaptation of the sun-bleached design. an instant classic.

#01 #02 #03

#04

#05

the official xbox magazine / 93 @oxm



F E AT U R E

A dAY AT THE TRACk 
A map to drive you loopy 

OLd nEw wORLdS 
Some of Halo 2’s best, made better  

While all of Halo 2’s maps have been given 
a visual update to bring them kicking and 
screaming into the hD era, a select six of 

the maps, including Sanctuary, zanzibar and 
ascension have been given a full, modern-day 
overhaul and are now as smooth and crisp as 
a mint Viennetta. it’s stunning to behold the 
most iconic locations from the most iconic 

Halo multiplayer offering looking so damn shiny 
and new… but it’s even more exciting once you 

explore their new design tweaks. 

bUILdIng bETTER wORLdS 
Rebuild Halo 2, better than it was before… 

forge, Halo 3 and 4’s staggeringly powerful 
level-editing tool, is now available in Halo 2, 
as well. offering a bamboozling amount of 

freedom to customise the maps, it provides 
pretty much every important object, weapon, 
gadget and vehicle – enabling you to turn the 

arena into the setting for pretty much anything 
you want. create a simple, custom game type if 
you like, but personally, we went straight for a 
Mirror’s Edge-style, grav-lift parkour challenge 

on bloodline. trust us: it’s hard. 

SMOOTH OPERATOR
Classic Halo, polished to modern standards 

the across-the-board framerate boost to 60 
frames per second (alongside universal 1080p) 
might not sound like a big deal, but it turns out 
that the internet grumbler’s favourite point of 
contention actually makes a vast difference. 
the fluid, responsive update makes all four 
games feel completely new. the action is 

more responsive. the movement and sense 
of presence is more physical. everything feels 
faster and more exciting. Just try not to puke 

when you first ride a man cannon.

#06

another Pc-exclusive map new to xbox is the vast, sprawling 
infinity. two distant bases connected by a long, figure-eight 
loop of canyon, its elongated design isn’t the greatest for 

intricate, nuanced on-foot combat. get off your feet and onto a 
set of wheels though, and its true purpose becomes clear. 

#08

gRInd nO MORE In HALO 4
The full experience, optimised for  

the time-conscious

as well-balanced as Halo 4’s levelling system 
was, wouldn’t it be delightful to not have to 

unlock all of those weapons, ordnance options 
and armour setups again? Well ‘delightful’ is 

what The Master Chief Collection delivers. Just 
like the terminals and Skulls in the campaign, 
all of Halo 4’s multiplayer gear is selectable 
from a dedicated menu. only the aesthetic 
armour bits are missing, but that’s entirely 

understandable. that would be a huge menu.   

#09

#10

#07
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ROSE-TInTEd vISORS
History, exactly as you remember it 

our memories do funny things to beloved, 
older gaming experiences. over the years, 

they retouch and upscale, exalting the original 
games to crisp, flowing hD-remakes of the 

mind. We don’t remember them as they were, 
but as they felt. but now we can actually play 
the versions our nostalgia invented. that’s a 

pretty beautiful thing. Playing the original Halo 
and Halo 2 multiplayer exactly as they never 

were is both a modern-day treat and giddy fist-
bump to our younger selves.

OLd MAPS, nEw TRICkS 
This isn’t your grandfather’s Team Slayer

While the original selection of Halo 2 maps 
appear, as promised, exactly as they originally 
shipped, the updated versions offer more than 

shiny, high-res wowness. coagulation has 
been reimagined as bloodline, adding armed 
mongooses for capture the flag-on-wheels, 

emP defences for its bases, and man cannons 
aplenty. zenith, the new ascension, has more 

cover on its walkways and a team-sized 
bubble-shield in its central dish, controlled 
by dynamic switches. new graphics, new 

structures, new ambient objectives.

IT’S jUST gETTIng STARTEd 
You think this is generous? Just wait 

#15

the best bit? there’s even more to come. not quite ready 
at launch, Halo 4’s Spartan ops mode arrives this month. 
Providing a fat roster of co-op action, Spartan ops takes 
in ten new, objective-based episodes with five chapters 
apiece. Set six months after Halo 4, and following a new 

Spartan group, fireteam crimson, through follow-up 
events on the game’s shield-world, Requiem, the original, 
two-part season is delivered in one big lump, meaning no 

frustrating wait this time (er, after this initial one).

FORgIng EvER OnwARd
Or turn it into something else completely…

We cannot emphasise enough what a game-
changer forge for Halo 2 is. if you want an 
example to underline the point, check out 

this rudimentary kart racer we made in about 
20 minutes, using the open expanse of 

awash as a canvas. Pave the floodland with 
5x5 platforms, use tilted smaller ones as 

inner track boundaries, grav-lifts as outside 
hazards, drop in a few armed Warthogs, and 

boom. authored automotive aggro for all.  

OnE-MAn ARMY 
Co-ordinate, accessorise, go and  

blow people up 

file this one under ‘who cares? Sounds 
pointless… oh, actually, that’s really cool 
for some reason’. one of the most weirdly 
compulsive things about the later games’ 
multiplayer was building a custom Spartan 

with unlockable armour pieces. it didn’t make 
the cut in The Master Chief Collection, but 

replacing it is the brilliant ability to create a 
custom, cross-generational Spartan set. a 
dapper, unified front for your plunderings. 

#14
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Squeezing more from your machine every month

Grand theft auto v
What to do in new-gen Los Santos?

98 oXM Investigates 
nelly furtado once said, “I’m like a bird.” now 
you can actually be one in GTA V on Xbox one.

100 alien: Isolation 
We love that sweet adrenaline. We’ve replaced 
our morning coffee with an epipen. help.

102 now Playing 
If you love periodically contracting malaria,  
you probably love Far Cry 2.

104 oXM Investigates 
are cockfights still illegal if the animals are CG? 
Probably. oh well, we’ve already done it.

106 oXM replay 
It looks new and shiny in hd, but we want the 
real Halo 2 experience. all eight polygons of it.

108 Community Spotlight 
abed, troy, Jeff and the gang? nope, it’s 
titanfall. no comedy japes here. Move along.

110 Xbox Movies 
Dawn of the Planet of the Apes gets all simian  
on our screens this month.

114 the final Countdown 
What can you do with a pile of pirate assets? 
Keep churning out pirate-themed Creed games.
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A s well as giving GTA V a graphical overhaul and a first-
person viewpoint to play around with, Rockstar has also 
added a host of extra content to the already bustling 
world of Los Santos for players who initially dove in on 

Xbox 360. You’ll need to be a returning player to enjoy these 
features, so make sure your Social Club and Xbox Live accounts 
are linked up before you make a start. With that taken care of, 
let us be your guide as we take you on a tour of what’s new in 
Grand Theft Auto V. Sit back and enjoy the ride…

New-gen Los Santos is a big, 
beautiful place – here’s our guide 
to the must-visit new sights

GTA V’s besT  
ROAD TRIP

Murder Mystery
Pacific Ocean
To solve the new Murder Mystery you’ll need to 
follow a series of clues hidden across the map 
with Michael – and the hardest to locate is an 
underwater body. Visit this location in a  
submarine, then use your scuba gear to  
discover the unfortunate lady.

Wildlife Photography 
Challenge

Morningwood/Richman
Complete the ‘Paparazzo’ Strangers 

& Freaks mission with Franklin to 
unlock the Wildlife Photography 

Challenge, which involves snapping 
photos of 20 different animals. A 

number of the required dog breeds 
can be found walking around this 

upmarket residential area.

//Consuming Peyote 
Plants sends you on a 
hallucinatory trip//
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Peyote Plants
Mount Chiliad
There are 27 secret Peyote Plants in 
total, and consuming each of them 
will send you through a hallucinatory 
trip into the body of a random animal. 
One can be found southeast of the 
Mount Chiliad summit cable-car stop, 
by a pair of small red flags.

Dodo Seaplane
Pacific Ocean
With Trevor’s ’Nervous Ron’ mission 
finished, you can find the Dodo 
in this cove on the east coast. 
Approach via a water vehicle to 
trigger the Random Event – there are 
jetskis available to the south – then 
shoot the gunmen and hijack this 
seaplane to escape.

Imponte Duke O’Death
Grand senora Desert
Once you’ve completed Franklin’s 
Strangers & Freaks mission ‘Pulling 
Favors’, the Duke O’Death will 
appear as a Random Event at 
this roadside cafe. Swipe it, then 
outrun the articulated trucks and 
gunmen that pursue you to make the 
armoured beast yours.

Xero Blimp
Vinewood Racetrack
Available after completing the 
opening mission ‘Franklin and 
Lamar’, this manoeuvrable dirigible 
is great for sightseeing over Los 
Santos. It can be ordered by calling 
the Blimp contact on your phone, 
and is delivered shortly afterwards 
to the Vinewood Racetrack.

Stock Car Races
Grand senora Desert
Unlocked after Trevor’s ‘Mr Philips’ 
mission, winning these races  
earns you four different stock cars 
in classic GTA advertising branding, 
followed by the Cheval Marshall 
monster truck. You can later  
spawn this monster truck from 
Trevor’s airstrip hangar with one of  
25 different flag liveries.
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The one positive of 
catching sight of 
the alien: you at 
least know exactly 
where it is.
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 Andy Kelly is playing

Alien: Isolation 
beCaUSe… “the retro-futuristic stylisation isn’t just for show”

 LovIng The constant, gnawing dread and tension    HAtIng The slippery sound of the alien slinking out of a vent

 o
ne of Alien: Isolation’s 
defining features is its 
art style. we’ve explored 
dark, scary space stations 
before in games such as 
Dead Space, but never quite 

like this. creative assembly used the 
original 1979 film as a touchstone, and 
the result is a curiously lo-fi form of 
science fiction, with chunky plastic 
keyboards and jittering cRt monitors. 

but the better i familiarise myself 
with this game world, the more i realise 
it’s not just a cool nod to the original 
film’s aesthetic (although it is great fan 
service). these creaking machines are 
generally a pain to extract information 
from; when there’s an unseen menace 
tailing you, that’s terrifying.

it’s a fascinating reversal of fortune. 
in modern fiction, technology is always 
the deus ex machina that saves the 

they’re filthy, used places, and the 
people who inhabit them are similarly 
grubby. humans may have found a way 
to expand into space, but we’ve taken 
all our scummy habits with us. 

this retro-futuristic aesthetic also 
extends to the sound design, which 
is another important factor in how 
scary Isolation is. everywhere you go, 
your ears are filled with the sound 
of chirping, clicking, chattering and 
beeping computers. this creates a 
constant feeling of unease as you 
strain to listen for danger through  
the mechanical din. it creates an 
oppressive, close ambience that, 
again, echoes that of the film. 

i’m on my second playthrough now. 
Very few horror games can conjure 
scares the second time around, but 
the dynamic, unpredictable ai of the 
creature makes this second run every 
bit as tense as the first. but as scary as 
the alien is, it’s the Sevastopol that’s 
the real star to me. it’s the perfect 
setting, and uses its novel art design 
not only to evoke a certain mood, but 
to heighten the horror as well. n

//humans may have found a way to 
expand into space, but we’ve taken  
our filthy habits with us//

Released 
oct 2014

Dev 
Creative 
assembly 

Pub 
Sega

Format xbox one

Score 9/10

Recap amanda 
ripley, 
daughter of 
ellen, is 
being hunted 
by an alien 
on a space 
station. 
She wants to 
find out what 
happened to 
mum; the  
alien wants  
to eat her. 

DetAILSday, whether it’s as complex the crew 
of the enterprise reversing the polarity 
of the photonic pulse capacitor, or as 
simple as will Smith mashing an alien 
up with a laser in Men in Black. 

but in Isolation – as in Ridley Scott’s 
film – technology isn’t on your side. 
there’s no pulse rifle tucked away in a 
locker. no mech suit you can strap on 
and grapple the alien out of an airlock 
with. this is a functional, utilitarian, 
mundane world. You’re surrounded by 
advanced computers and devices, but 
none of them can help you. the humble 
flare, invented in 1913, actually proves 
one of your biggest allies.

in the original film, this was entirely 
intentional. Scott set out to create 
a convincing, lived-in universe. the 
nostromo and Sevastopol are the 
opposite of the clean, optimistic future 
of films like 2001: A Space Odyssey. 

if the alien 
doesn’t get 
you, the rogue 
androids will.

the official xbox magazine / 101 @oxm

x b o x  e x T r a



 A
few years ago I was 
infected with swine flu, 
or something with similar 
enough symptoms that 
my doctor told me to lock 
myself inside my house for 

a week as a precautionary measure, 
chugging medication while my body 
fought off what was either a noxious 
piggy miasma or a cold. I was under 
quarantine, with strict instructions not 
to cough on any passing birds, just in 
case that was how bird flu happens.

Incredibly, I survived, and now I 
consider myself something of an expert 
in catching cool diseases and getting 
the week off work to play videogames 
in my pants. As such, Far Cry 2 and its 
bizarre malaria mechanic resonates 

involve every organ in your body going 
wrong at once), you’re instead plagued 
by a sickly-green tinge around the 
outer edge of the screen, as your vision 
blurs and you feebly raise your hands 
to your face and groan. Like Batman or 
diarrhoea, these malaria attacks can 
strike at any time and without warning.

Your profoundly annoying condition 
requires a constant supply of rare 
medication to keep it in check, which 
can only be acquired by carrying out 
dangerous missions for a greedy priest, 
who presumably swims around in giant 
pools of malaria pills, like some unholy 
Scrooge McDuck.

Malaria was, in retrospect, a strange 
and underrated feature, one that 
forced you to keep both your inventory 
and time-keeping in mind when 
exploring. It’s safe to assume there’s 
no reality in which Ubisoft would ever 
give its main character a communicable 
disease again, retaining Far Cry 2’s 
status as a fascinating curio. ■

Steve Hogarty is playing…

Far Cry 2
 BECAUSE… “More game heroes should have to micromanage their diseases”

 Loving Constantly being on the verge of malaria death  HAting Weapons that jam

Released  
Oct 2008

Dev Ubisoft 
Montreal

Pub Ubisoft
Format Xbox 360
Score 9/10
Recap An open-
world shooter 
set across 
African 
jungles, 
deserts and 
savannah in 
which you 
drive cars, 
shoot guns 
and frighten 
antelopes by 
chasing them 
in around in a 
hang-glider.

DetAiLS

Still seen 
in the series 
today: men  
with guns who 
inexplicably 
want to 
murder you.

with me on a deeply personal level. 
It’s an open-world FPS in which your 
character has somehow managed to 
contract a tropical disease the moment 
he stepped off the plane.

Far Cry 2 is a game of strange and 
clever ideas, some of which the series 
has, sadly, since shed. You can enlist a 
buddy who’ll magically appear to drag 
your battered corpse out of firefights. 
Guns rust and jam. Fires spread through 
dry grass. But the game’s bravest and 
most disruptive feature is to have your 
character succumb to an acute attack 
of malaria every half an hour or so. 
(Malaria, in case you’re not a doctor, 
doesn’t work this way.)

No, rather than simulating the true 
symptoms of malaria (which broadly 

//Like Batman or diarrhoea, malaria can 
strike at any time and without warning - 
a profoundly annoying condition//
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 F
or a figure built of cold, hard 
words, Sherlock Holmes is 
surprisingly hard to get a grasp 
on. He’s been a lovable, brainy 
scamp, an obnoxious, drug-

addled sociopath, a Robert Downey Jr. 
and even a giant mouse in a snazzy 
hat. Crimes & Punishments, however, 
casts him as a snarky clue-wizard with 
a penchant for stating the obvious, 
staring at people’s hands and declaring 
“Open!” when unlocking doors.

According to Crimes & Punishments, 
the steps to a successfully solved 
case are as follows: Lestrade enters 
with a fairly banal-sounding mystery 
(“Someone stole some plants, 
Sherlock!”; “I can’t find my favourite 
pen, Sherlock!”). Sherlock takes on the 
case, only to discover that – gasp! – 
someone was also murdered here in an 
incredible coincidence. 

 S 
pace Giraffe is a garish, 
pulsating mess, and it’s  
close to perfect. It’s an 
otherwise traditional fixed-
screen shooter where the 

action is obscured to the point of 
illegibility by blinding neon flashes 
that streak out from a psychedelic 
backdrop, and I wouldn’t change a 
thing. In Space Giraffe, you almost 
never get to see the enemy that kills 
you, and yet it’s still one of the fairest 
games I’ve ever experienced. 

The next important step is to go 
around picking things off the ground. 
Some things are key – newspaper, 
letters, some caterpillars – but others 
are not. Make sure to ignore anyone’s 
requests not to go snooping. They’re 
probably hiding something, like the 
murder weapon or a letter to their mum 
saying, “I totally just murdered a guy, 
love Paul xoxo.” You have to be sure.

Once you’ve done all that, it’s a 
simple matter of deciding whodunnit, 
and that’s where the game washes its 
hands of responsibility. It’s now entirely 
up to you to work out who the culprit 
was. But if you just can’t bring yourself 
to send that nice lady to be hanged 
just because she might have maybe 
strangled someone with her pearls, you 
could always point the finger at that 
creepy guy who wasn’t nice to you, and 
the game won’t punish you. Morals!  ■

out into unknown parts of the grid is 
always a nerve-wracking experience; 
heart-stopping moments of flitting in 
and out of danger for microseconds 
at a time, hoping for a telltale jingle 
that reveals what horrors are hidden in 
these uncharted waters.

Not many people stuck with Space 
Giraffe long enough to look past the 
acid visuals and uncover the perfectly 
formed high-score challenge that 
lurked beyond. It is as divisive a game 
as you’ll ever see. The US edition of 
OXM declared it the worst game of 
2007 back in the day, whereas I would 
contend that it was – far and away – 
the best game of 2007. You’ll adore it or 
you’ll despise it. No middle ground. For 
£3.39, don’t you want to see which side 
of that divide you fall on? It’s the only 
thing about Space Giraffe you’ll ever 
see with such clarity. ■

Kate Gray is playing 

Sherlock Holmes:  
Crimes & Punishments

Alex Dale is playing 

Space Giraffe

 BECAUSE… “The police are absolutely bloody useless in 19th-century London”

 BECAUSE… “I’m not having popular opinion that it’s a giraffe-baked shooter”

 LovinG Hands. Lovely hands. Look at the HANDS!   HatinG Sherlock and Watson’s awkward silences during coach rides

 LovinG Stampeding a run of enemies off the rim of the grid  HatinG The enemy that reverses your controls

Released  
Sep 2014

Dev Frogwares
Pub Focus Home 
Interactive

Format Xbox 
360, Xbox One

Score 6/10

Released  
Aug 2007

Dev Llamasoft
Pub Llamasoft
Format Xbox 360
Score 4/10

DetaiLS

DetaiLS

Cue a load of long, boring loading 
screens – uh, coach journeys – and 
you’re at the scene of the crime. Talk to 
all of the suspicious-looking, motive-
having suspects, but not before you’ve 
spent a good five minutes taking 
note of their wrinkles, whether or not 
they have a wedding ring – and be 
sure to note the state of their hands. 
Hands are important. They can tell you 
whether or not the murderer has hands.

Because in Space Giraffe, you may 
never see what kills you, but you 
always know why you died. A careless 
sweep across the grid your ship is 
bound to, perhaps, or pure greed 
because you deliberately kept too 
many enemies alive to rack up your 
score, only to be overwhelmed. As soon 
as you start trusting your eyes rather 
than your ears, you’re dead.

Far from being a design misstep, 
Space Giraffe’s maddening backdrop is 
the design. It serves to blind you from 
ever getting a complete visual overview 
of the stage, and in doing so binds you 
only to the part of the playing area that 
you can map with your ears. 

Each enemy or deflected bullet emits 
a unique aural cue, which you can use 
to paint your surroundings – telling you 
what is lurking on the grid, and where, 
and how close they are. Branching 
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 Never work with animals, that’s what 
they say. A lesson we learned the hard 
way this month when we tried replacing 
staff writer Kate with a pelican. It began 

well enough – our avian scribe penned our 
Xbox Essentials guide in record time – but 
relations rapidly turned sour when the pelican 
mistook our printer for a trout and crammed it 
in his big floppy beak. The IT guy was livid.

That’s the problem with animals: they’re 
wildly unpredictable. One minute diligent 

employee – the next, printer-scoffer. And it’s 
for that very reason that Far Cry’s wildlife can 
put a twist on even the most mundane firefight. 
It’s difficult to line up the perfect sniper shot 
when a cassowary is drilling into your head. 

But while Ubisoft loves to wax lyrical about 
the sophistication of its animal AI, is it really 
the best in show? Or are there other Xbox 
games out there that ‘do’ animals better? After 
a few weeks spent poking our back catalogue 
with a stick, here are our findings…

The Far Cry series prides (lion joke!) itself on the realism of its  
wildlife. But are its beasties really the best on Xbox? OXM wonders…

Far Cry 4 v  
the rest oF XboX:  
Who boar It best?

It’s on to the fairway for our first animal-off, 
as Ajay’s trusty pet tiger locks claws with 
Tiger Woods, star of the constantly happening 
PGA Tour games. Woods may lack the thick 
coat and marker-pen-sized molars of more 
conventional big cats, but he’s still a hit with 
the lady tigers. On the other hand, Far Cry 
players can deck their faithful tiger out with 
a glamorous tiara, so both competitors are a 
bit fancy. Woods delivers an 
early blow for Rest of Xbox 
with a hole in one, but Far 
Cry’s tiger rallies to win the 
round with a hole in one 
of his own. Hole in one of 
Woods’ kidneys, that is. 

One of the key evolutionary battlegrounds 
is how well species can adapt to an ever-
changing landscape. Rhinos aren’t noted 
for being the brain surgeons of the animal 
kingdom, but Kyrat’s population cope pretty 
well with Tibet’s industrialisation, upturning 
vehicles left, right and centre. But still, you 
might think Rhino from the Spider-Man games 
has the edge – being not an actual rhino, but 
a human augmented with 
a super-strong polymer 
coating. But vans prove his 
downfall, as he charges 
carelessly into them, 
wedging his horn in and 
allowing Spidey to wade in.

No, not Solid Snake, but the actual snakes 
that lurk in the long grass of Metal Gear 
Solid 3’s forests, who leap out and bite 
you on the conk while you’re trying to stay 
hidden from a horde of Russian guards. Both 
game’s serpents are level pegging in the 
inconvenience stakes, but it’s in death that 
MGS’s snakes slither into the lead. While Far 
Cry’s snakes simply slide off this mortal coil,  
upon dying MGS’s snakes 
instantly transform into 
a tin of edible rations, 
complete with handy 
ringpull. Now that’s  
what we call service with 
a ssssssmile. 

Far Cry: 2
Rest of  
Xbox: 1

Far Cry rhino v rhino from the 
amazing spider-Man 2

Far Cry snake v Metal Gear 
solid 3’s snake

Far Cry tiger v tiger Woods from 
PGa tour 14

rouNd 1 rouNd 2 rouNd 3

Far Cry: 1
Rest of  
Xbox: 0

Far Cry: 2
Rest of  
Xbox: 0

V VV
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//Far Cry’s wildlife can put  
a unique twist on even the  
most mundane firefight//

got a small village that needs emptying? Bears 
should be your biological weapon of choice. 
Ping the lock of a cage with a well-aimed 
bullet and Far Cry bear will slice through the 
inhabitants quickly and cleanly – no fuss, no…
well okay, we can’t promise no mess. Naughty 
Bear is just as competent at wiping out a 
small settlement, but his modus operandi 
is a little different. A little more cerebral. A 
little more sadistic. A little 
more “shove his head into 
a barbeque grill”. Clean 
and quick, or slow and 
agonising; the choice is 
yours. We’re going to go 
with ‘clean and quick’.

A million energy-drink-fuelled teenagers 
spoke, and Ubisoft listened: in Far Cry 4, 
it’s now possible to turn an elephant into a 
walking suicide bomber by strapping a tonne 
of C-4 around its waist and setting it free 
to blunder into an enemy outpost. Inspired 
by this thinking, we repeated the trick with 
Dumbo, elephant star of the Disney film 
Dumbo, and pointed him in the direction of  
the Disney castle. One 
ka-boom later, and the cast 
of Cars, Tigger and that 
candlestick jerk from Beauty 
and the Beast are no more.  
A resounding win for the 
Rest of Xbox.

Oh dear. Far Cry’s honey badgers saunter into 
the gladiatorial arena all arrogant and over-
confident, like, “No way will those OXM chumps 
find another game that has honey badgers in 
it.” Well, hard cheese, you overgrown ferrets 
– because as it turns out, in NBA Jam: On Fire 
Edition, you can inexplicably unlock a special 
team of 6’8”, basketball-dribbling honey 
badgers. Woefully unprepared, Far Cry’s honey 
badgers get dunked, tying 
the score at 3-3. So it looks 
like, after all is said and 
done, it’s a draw! Who could 
possibly have predicted? 
(Er, everyone? These things 
always end in a draw.) Oh.

Far Cry: 3
Rest of  
Xbox: 1

Far Cry: 3
Rest of  
Xbox: 2

Far Cry: 3
Rest of  
Xbox: 3

Far Cry elephant v dumbo  
from disney Infinity

Far Cry honey badgers v  
Nba Jam’s honey badgers

Far Cry bear v Naughty bear 
from Naughty bear

rouNd 4 rouNd 5 rouNd 6

V VV
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 E
xpectations for Halo: Combat 
Evolved weren’t so much low 
as non-existent. Here was a 
launch title (those typically 
hurried, undernourished 
projects) for a console that 

nobody outside of Microsoft believed 
in. The situation could not have been 
more different for its noble sequel, 
released three years later (almost to 
the day). I, and every other player in the 
world, was panicky with anticipation. 
Halo had, after all, changed everything.

It was the game that saw an idea 
first seeded by the Nintendo 64’s 
GoldenEye 007 explode into full 
bloom – that consoles could compete 
with the PC market when it came to 
first-person shooters. Combat Evolved 
also legitimised the Xbox, proving 
that Microsoft’s machine was not only 
powerful but also supported by the 
most talented studios in the world. 
Its story was a melange of B-movie 
science-fiction gibberish, and its 
protagonist had a name plucked from 

the plainest teenage power fantasy 
(he is at once Master and Chief, just 
in case there was any doubt about 
his claim to supremacy). But there 
was an urgency and vibrancy to Halo’s 
unexpected arrival. How could any 
sequel meet expectations?

Halo 2’s approach was wise – 
maintain the feel and pace of its 
predecessor and ratchet up the 
spectacle and variety. Halo’s quietly 
revolutionary idea to limit your arsenal 
to two weapons remained, your 
choice forcing a change of tactics and 
approach. The now familiar recharging 
shield was untouched, regulating the 
rhythms of combat and retreat, as 
you’re forced to cringe behind a rock 
to recuperate when outnumbered by 
the chattering, side-stepping alien 
Covenant. Master Chief’s health points 
were removed – a way to eliminate the 
need for clunky health packs, perhaps. 

In its place, dual wielding – whereby 
two weapons can be equipped in each 
hand (at the cost of being able to lob 
a grenade with a free palm). But these 
were fine-tunes to a system that was 
already greatly accomplished; Halo’s 
combat feel, with its arcing jumps and 
break-wrist weapon changes, arguably 
remains the best in the world. No, Halo 

2’s fresh majesty was in its broad-
canvas ambition.

It starts in New Mombasa, Kenya, 
a militarised city into which you drop 
with a gaggle of brave and stupid 
marines, and begin a whistle-stop 
tour through the city. The journey even 
escalates in vehicular terms. You start 
on foot then move to a 4x4, then to a 
tank and, finally, you must leap on to 
the back of a giant enemy crab tank as 
it scrabbles over masonry. 

Chief among men
Then comes the unlikeliest of turns as 
you jump out of Master Chief’s helmet 
and into that of the Arbiter, a towering 
alien assassin on a mission to kill a 
heretic among his species. The flit to 
an alien world is memorable, not least 
for its Hollywood-esque conclusion, in 
which you must bring down a sky city 
by severing the thick cables on which 
it’s suspended using a plasma sword, 
before hurtling down through the air at 
100 miles per hour.

If fans were shaken by the shift in 
focus, it was nothing compared to the 
abrupt ending – like a project finished 
to meet a deadline rather than a vision. 
It’s a disappointment that still lingers. 
We’d have to wait until Xbox 360’s Halo 

//Halo 2’s approach was wise  
– maintain the feel and pace  
of its predecessor//

DEtails   
Dev Bungie
Pub Microsoft 
Game Studios 
Released 
Nov 2004
scored 10/10

Halo 2
Simon Parkin revisits the masterly sequel to the game that legitimised the Xbox

‘Legendary’ difficulty 
mode was tougher than 
that of the first game. 
The fairest and most 
enjoyable challenge 
sits one notch down  
on ‘Heroic’.
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 issue 8 / Date  oct 2002 / Cover Crazy Taxi 3

From the
OXM 
MusEuM

Space-filling feature of Halo 2 suggestions  
proves surprisingly clairvoyant, as many 
eventually appear in the series proper

Were there really 
three Crazy Taxi 

games? apparently so. 
We must have stored 

this information 
in the part of the 

brain responsible for 
remembering to pay 
the gas bill and to 
zip our flies up.

our Hitman 2: 
Silent assassin 
review broke the  
world record for 
‘pictures of men 
in boxers on a 
single double-
page spread’. 
That’s two. 
Still yet to  
be beaten. 

 t  
ell you what, readers: 
nothing ages an old 
videogame magazine quite 
as rapidly as a caption that 
gushes over about a game’s 

graphics. “Check out the detail on 
Master Chief’s gear – specifically, 
the reflections in his visor,” 2002-
era OXM swoons, over a Halo 2 
screenshot in which precisely zero 
reflections are given. 

What followed 
was a blow-by-
blow account 
of the game’s 
announcement 
trailer – a 
practice that 
seems quaint 
today, when 
trailers can be beamed to your 
phone while you’re in the chippy/at 
the bus stop/performing jury duty. 
With Halo 2 not yet in a playable 
state, details were still sketchy 
– but you, the readers, stepped 
in to reveal the series’ future in a 

remarkably prophetic feature, in 
which we asked you to tell us what 
you’d like to see in Halo’s future.

You provided a cavalcade of 
ideas, the majority of which would 
be adopted over the course of the 
next 12 years. These include the 
ability to project a holographic image 
of the Chief (Halo: Reach), an arena 
editor (Halo 3), and mid-air dogfights 
between Covenant craft. one idea 

conspicuous by 
its absence: the 
ability to ‘be’ 
The Arbiter.

elsewhere, 
our reviews 
section was 
packed with 
games so 

obscure even their mothers don’t 
remember them, including Loons: 
The Fight for Fame (6.5) and Eggo 
Mania (6.5). The ‘steamer of the 
month’ award, however, goes to 
Bruce Lee: Quest of the Dragon (1.0), 
a glitchy beat-’em-up howler. 

//There was a blow-
by-blow account of the 
game’s announcement 
trailer – a practice that 
seems quaint today//

3 to enjoy the story’s fiery conclusion. 
But Bungie included something else 
to make the wait palatable: online 
multiplayer. for two years Halo 2 was 
not only my most played game on Xbox 
live, but everyone’s most played game 
on Xbox live – it would take Gears of 
War to knock it from the top spot. 

The success was warranted. Halo 2’s 
multiplayer includes a slew of enticing 
game modes that pit players against 
one another in teams or solo, across 
vast battlefields or in claustrophobic 
spaces. It remains masterly (a quick 
tour of the Halo 2 multiplayer maps 
and modes included in the recent 
Master Chief Collection demonstrates 
its timeless – or at least decade-long 
– appeal) even if it wouldn’t be until 
Halo 3 that Bungie’s online ambition 
was truly realised. Halo 2 cast a long 
and heavy shadow across the industry: 
its systems and scope have been so 
mimicked that it’s easy to miss its 
influence. That influence is, after all, 
almost everywhere.n

multiplayer was sadly compromised by cheating 
soon after release, something that bungie and 
microsoft worked hard to quell.

influEnCED by… 
Halo: Combat EvolvEd 

a template upon which 
bungie built with care. 

influEnCE On…
 dEStINY 

bungie’s colosso-project 
owes its dNa to Halo 2.

WHat HaPPEnED nEXt
Halo 2 was the best-selling Xbox 
game and, until mid-2006, the most 
played game on Xbox live.
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R
espawn has released a load 
of updates for Tites (yes, 
we’ve been calling it that) 
since launch. These have 
tweaked the balance of the 
game and sorted out a few 

minor performance issues, as well as 
adding a considerable amount of new 
content. One of the main things is the 
addition of several new game modes, 
which are regularly added for free. Our 
personal highlight is the tense Marked 
for Death, where one pilot is singled out 
and must be killed by the other team. 
It proved so popular it has now been 
shunted into the regular playlists.

The paid DLC packs, all three of them, 
drop new maps into the game. DLC maps 
can often get a bit experimental and 
sit uneasily alongside the base maps, 
but there hasn’t been a clunker among 
them. All have the same razor-sharp 
design, full of ways to get around and 
get the drop on your enemies, yet shorn 
of hiding holes for people to turtle up in. 

Cutting about the treetops in Swampland 
and shooting guys in a futuristic Butlins 
in Haven are two highlights from some 
very strong additional content.

Fall of duty
The real gem is the Frontier Defense 
mode, added to the game for free last 
month. It’s a co-op mode where you 
have to defend a central point from five 
waves of enemies. There’s also now a 
‘star rating’ for every map and mode in 
the game. Achieving the full three stars 
requires you to complete a specific task 
when playing, such as beating a score 
or a certain amount of kills. It’s another 
new thing to aim for, if you’re a long-time 
player looking for a new challenge.

The latest update allowed you to see 
how many players are using each playlist 
and in some cases this is double digits, 
which for a game the size of Titanfall 
is quite shocking. We can only assume 
that players have moved on to Destiny 
and Advanced Warfare. More fool them, 
because in terms of design these Titans 
still tower over the opposition. ■

//All paid maps have razor-
sharp design, full of ways to 
get the drop on enemies //

Titanfall
Getting involved with the mech shooter’s substantial paid and free DLC packs

Think of all the 
WD40 these guys 
must go through.

on The clock

Details  Dev Respawn Entertainment / Pub Electronic Arts / Reporter Andi Hamilton

Swampland makes you feel a 
bit like cyber-Tarzan.

The beautiful sky doesn’t mean 
this is a relaxing retreat.

IF you Do one ThIng In TITAnFAll 
ThIs monTh, mAke IT… Grabbing 
some mates and taking on the horde 
of Titans in Frontier Defense.

How we spent our 
time in the game

25% Blowing up 
loads of Titans 
25% Being blown 
up by Titans 
15% Hanging  
off walls  
35% Playing 
Frontier Defense 
mode 
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W
hen does an apocalypse become an apocalypse? 
Insomniac starts the bidding at 1,500,000,000 dead 
– the number of OD the Sunset Overdrive community 
had to collectively murder in order to unlock the ‘OD 
Apocalypse’ challenge. It’s an astronomical figure 

that, combined with the game’s less than astronomical sales and a 
two-week time limit, saw the community go home empty-handed. 
The final tally? 1,320,000,000 kills. Call that an apocalypse? That’s 
only 20 United Kingdoms – you’d be lucky to make the local news. 

Wrote one poet on the Insomniac forums: “Whoever thought that 
challenge was feasible was a jackass.” Said jackass clearly agrees, 
as an Insomniac rep promised to look at future success thresholds. 

The next task – earn six 
million grind badges – 
sounded more doable, 
but even then the gang 
only just made it, the 
tell-tale pla-plunk of an 

unlock sounding three days after deadline. With the next challenge 
downgraded to three million badges, how long until we find it trying 
to bribe us with free DLC to walk five metres between us? 

The blame lies with the lack of a group progress bar, robbing the 
masses of motivation to chip in and leaving only the dedicated few 
to grind towards an abstract number. It’s a user-unfriendly move 
from a game that otherwise courts the community through Sunset 
TV, a weekly, in-game video show. If the Achievement infrastructure 
can’t track group progress, why not get the show’s host, Brandon, 
to deliver a pep talk? Anything that saves us from humiliation – and 
Brandon’s heinous jokes – gets a thumbs up from us. ■

D
id you try to play PES 2014 online? It literally didn’t work for 
three months, and then when it finally switched on, it was 
laggier than a game of Doom on dial-up. Bebé had more luck 
getting on the pitch for Man Utd than we did in PES 2014.

PES 2015 mercifully is much better. Yes, on occasion the 
servers break down completely and you can’t get a game, but once 
you’re connected, you’re in for a lag-free, super-smooth game of 
footy. And what a game it is – dramatic yet grounded, exciting yet 
realistically dull. If FIFA is a cartoon, PES 2015 is the HBO take. When 
the thrilling stuff does happen, it seems so much more significant.

Off the pitch, it’s nabbed a few tricks from FIFA. Online Rankings is 
a mirror of FIFA’s online seasons, but with a weird graph representing 
your team’s progress rather than a nice green bar. It functions in 

the same way, although 
it’s a shame you can’t 
matchmake by team 
quality. If you want 
to play as Millwall (or 
‘South Bermondsey’), 

you’re probably going to be spending much of your time online being 
stampeded over by a herd of Real Madrid players.

MyClub is FIFA’s Ultimate Team card-collecting game, if it had been 
designed by madmen. It’s essentially the same thing, but constructed 
in a way that only those who are fluent in the nonsensical language of 
Japanese games will ever get their head around. It’s horribly addictive, 
though, especially if you luck out and get Ronaldo on day one.

It’s a healthy online collection of modes, then, when it works. 
Connection issues are still prevalent, but typically iron themselves out 
after a few minutes. FIFA’s still the lead innovator when it comes to 
online modes – but at least you get on the pitch this year. ■

Dev insomniac games / Pub  Microsoft Studios/  
Reporter  Matthew Castle

Dev pES productions / Pub Konami / Reporter Jon Denton

sunset overdrive
Sunset City’s citizens are failing miserably 
– but it’s not the end of the world

Pes 2015
Football! Soccer! Football! Soccer! Football! 
Soccer! All around the world! Peep!

IF you Do one ThIng ThIs monTh, mAke IT… Buying it for your pals 
in the January sales. For group challenges, every little helps.

IF you Do one ThIng In Pes  ThIs monTh, mAke IT… Trying to figure out 
what the hell MyClub is all about. It’s worth the effort.

Not pictured: 
scary sounds.

They’re 
celebrating 
the fact  
they actually 
got online.

//Call that an 
apocalypse? It’s only  
20 United Kingdoms//

//Once you’re 
connected, you’re in for 
a super-smooth game//
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A
pes have risen and now they’re 
getting organised in this weighty 
sequel to the 2011 franchise reboot.

The human population has been 
decimated, leaving small pockets 
of survivors in scattered makeshift 

urban encampments, while the apes – led by 
benevolent chimp Caesar – have retreated to the 
woods and begun to create a new civilisation. 
But it only takes one douchebag human and one 
vengeful ape to tip the balance… 

Filmed almost entirely on location using 
performance capture to create the apes, the 
world-building is spectacular, with Caesar and 
his society never less than 100% convincing. 
Spanning the personal and the political, with 
standout turns from Gary Oldman as a human 
advocate and Toby Kebbell as an angry ape, it 
could be the most intelligent blockbuster of the 
year as it charts the breakdown of the chance 
for peace. Impressive and relevant, but in the 
current climate ever so slightly depressing.  ■

Dawn of the Planet 
of the Apes

20th Century Boys
by Naoki Urasawa

What is it?
Manga series about 
a gang of middle-
aged friends who 
must dig into 
their pasts to 

solve the mystery 
of an impending 
apocalypse.

Why’s it good? 
it’s an epic yarn, 
but one grounded by 
nostalgia and the 
sheer averageness 
of its heroes.

Will it Make  
Me seeM sMarter  
aNd/or Cooler?

Probably not. it’ll 
definitely make you 
poorer, though – 

the story is spread 
across 22 volumes. 

get spending! 

//The world-building is 
spectacular, never less 
than 100% convincing//

the film heavily 
draws on 1973’s 
Battle for the 
Planet of the apes.

Starring: Gary Oldman, Andy Serkis, Jason 
Clarke, Keri Russell, Toby Kebbell
Price £10.99 (HD – buy only)

How to Train Your 
Dragon 2
Starring: Cate Blanchett,  
Jay Baruchel, gerard 
Butler, america Ferrera, 
Craig Ferguson
Price £4.49(hd)

Epic and emotional, this sequel 
ups the action but retains the 
sweetness. The characters have 
aged along with the audience, Toy 
Story-style, making this the first 
animated series to rival Pixar. ■ 

22 Jump Street
Starring: Channing tatum, 
Jonah hill, Wyatt russell, 
amber stevens, ice Cube
Price £4.95 (hd)

It’s basically the same film as 21 
Jump Street, yet somehow this 
sequel manages to acknowledge 
that without losing any wit or 
warmth. Packed with cameos  
and zingers, look out for a 
hilarious post-credits sting that 
proves the funniest bit. ■

Transformers:  
Age of Extinction
Starring: Mark Wahlberg, 
stanley tucci, kelsey 
grammer, Nicola Peltz,  
Jack reynor
Price £4.49 (hd)

The fourth part of Michael 
Bay’s bombastic toy adaptation 
finds the Autobots in hiding. 
Spectacular, bludgeoning, over-
long and devoid of subtlety it’s 
exactly what you’d expect. ■

X-Men: Days of  
Future Past
Starring: hugh Jackman,  
James Mcavoy, Patrick 
stewart, Michael 
Fassbender, ian Mckellen
Price £4.49 (sd)

An enormo-cast and a story 
involving time travel miraculously 
doesn’t confuse this excellent 
reboot sequel. The returning 
cast is incredible, yet newbie 
Quicksilver steals the show. ■

CU lt U re 
C o rN er
B o o ks

o X M  P i C k s:  t e a C h e r  t r a i N i N g

Bad Education
Xbox Video
BBC3 sitcom where newly 
graduated posho Jack 
Whitehall enlists his class 
to try to help him look cool.

School of Rock
Blinkbox
Comedy starring Jack Black 
as a fake prof who coaches 
a class into a battle of the 
bands contest.

Teachers
4oD
Absurdist sitcom about a 
group of teachers getting 
drunk and moaning about 
work. Sounds like OXM.

Bad Teacher
Xbox Video
Cameron Diaz is brilliantly 
brazen as a reluctant 
teacher bribing her way to 
a breast enlargement.

Dangerous Minds
Blinkbox
Michelle Pfeiffer inspires 
inner-city teens in this 
often-parodied drama 
based on a true story.
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343 industries talks halo 5  

adrift: is this gaming’s gravity?

free calendar for every reader!

The 
wiTcher 3
has skyrim finally met its 
match? the verdict is in!
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   XboX EssEntials
 Our shortlist of the finest games  currently available

Yours for £10
Discount games 
worth getting

Tomb RaideR 
It now costs under a tenner to go on one 
of Lara’s strange, supernatural history 
adventures. As Lara might say: spiffing!
Score 8/10 buy it £9.99 amazon.co.uk

KinECt XboX liVE arCaDEnEW EntrY

diShonoRed
If you want to properly appreciate it, you 
should really play this twice. First you’ll want 
to complete it being all stealthy and non- 
lethal like the game wants you to, using your 
arsenal of gadgets and powers to make sure 

no one ever catches a glimpse of you. Then you play again, 
ditch all the sleuthy nonsense and satisfy your inner serial 
killer by brutally murdering everyone in sight. Ahh, that’s 
better, isn’t it? Good things do come to those who wait.

Why you should buy…

KatE graY  
@hownottodraw

diShonoRed
FoRmaT: XboX 360
A genuine first-person classic that 
you’ll want to play through at least 
twice. It’s a near-perfect blend 
of stealth and action. 9

dRagon age: inquSiTion
FoRmaT: XboX 360/XboX one
Enormous, handsome and in love 
with the subtleties of world design, 
storytelling and combat. The 
best RPG on Xbox One so far. 9

gRand TheFT auTo V
FoRmaT: XboX 360
Rockstar somehow fits the most 
impressive open world ever created 
onto Xbox 360. An unpleasant 
story, but the setting’s peerless. 10

bioShock
FoRmaT: XboX 360
Infinite is great, but those new to the 
series should start here. Rapture still 
captivates, and the second-act 
twist offsets the dull end. 10

PoRTal 2
FoRmaT: XboX 360
Valve turns sci-fi test chambers 
into the funniest game you’ll ever 
play – it has what is probably 
the most satisfying co-op, too. 10

maSS eFFecT 3
FoRmaT: XboX 360
Those diving in at the end won’t get 
the same impact, but for fans of the 
series this is sublime. A brilliant 
end to the best RPG trilogy ever. 10

The eldeR ScRollS V: SkyRim
FoRmaT: XboX 360
Imagine Oblivion with better 
levelling, characters and fighting, 
and a gripping tale of dragon-
based apocalypse. Hi, Skyrim! 10

minecRaFT
FoRmaT: XboX 360
Spend an afternoon making a castle 
and you’ll understand what all the 
hype is about. The split-screen 
mode is utterly brilliant. 10

halo maSTeR chieF collecTion
FoRmaT: XboX one
Halo’s been buffed up, revarnished 
and placed back in the shop 
window, leaving us to wonder if 
it always looked this lovely. 9

Xcom: enemy unknown
FoRmaT: XboX 360
Intense tactics with a personal 
twang, XCOM is an oddly emotional 
strategy game. Tough, deep 
and surprisingly addictive. 9

Red dead RedemPTion
FoRmaT: XboX 360
Not merely GTA with cowboys, the 
gripping story, beautiful world and 
brilliant characters make this 
the best cowpoke game ever. 9

leFT 4 dead 2
FoRmaT: XboX 360
Valve has created another  
zombie-mashing classic. More 
varied campaigns and new 
weapons await you. 9

daRk SoulS 
FoRmaT: XboX 360
We’ve replaced DSII with the original 
because if we have to have only one 
in this list, it’s the genre-
defining title that started it all. 8
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baD but gooD
we shoulDn’t 
like it, but we 

really Do

deadly 
PRemoniTion
We loved it, but 

many didn’t. If you 
liked D4’s style of 
baffling humour, 
then you’ll enjoy 

Swery’s 
convoluted, 

unique take on the 
horror genre, too. 

£14.45

amazon.co.uk

bayoneTTa
FoRmaT: XboX 360
Sega’s saucy witch has seduced us, 
with action that keeps increasing in 
scale until your head explodes 
in a shower of confetti. 9

call oF duTy:  
adVanced waRFaRe
FoRmaT: XboX 360/XboX one
The base flavour is the same, but 
the new tech keeps it feeling 
suitably, well, advanced. 8

SunSeT oVeRdRiVe
FoRmaT: XboX one
More hyper than a kid in a sugar 
factory, it may not wow you with  
its plot, but its zippy parkour 
and ADHD humour might. 8

The eVil wiThin 
FoRmaT: XboX 360/XboX one
Resi’s Shinji Mikami is back, and 
he’s more unforgiving than ever. 
This is gory, terrifying and 
worthy of its predecessor. 8

baTman: aRkham ciTy
FoRmaT: XboX 360
The Dark Knight’s first open-world  
outing is a superb smash-hit. Have  
Alfred iron your very best cape 
and come and get involved. 9

aSSaSSin’S cReed uniTy
FoRmaT: XboX one
A return to Brotherhood’s formula 
with a breathtaking graphical 
update, it wows with great 
crowds, scenery and stabbing. 8

FaR cRy 3
FoRmaT: XboX 360
Take Far Cry 2’s scale, remove the 
checkpoints and set it somewhere 
beautiful. You’ve got yourself 
an unmissable shooter. 9

aSSaSSin’S cReed iV:  
black Flag
FoRmaT:  XboX 360/XboX one
The naval exploration and combat 
completely refreshes a series 
that was showing its age. 9

FoRza moToRSPoRT 4
FoRmaT: XboX 360
The best pure racing simulation on 
Xbox 360. It has everything except  
a sense of humour, which it’s 
licensed from Top Gear. 9

baTTleField 4
FoRmaT: XboX 360/XboX one
All is as expected – a disappointing 
single-player campaign, with some 
of the best MP shooting you’ll 
ever play. Gorgeous, too. 9

TiTanFall
FoRmaT: XboX 360/XboX one
Beautifully natural athletics, and 
those awesome Titans. Respawn 
has taken online multiplayer a 
huge, stamping step forwards. 9

maRk oF The ninja
FoRmaT: XboX 360
Forget other so-called stealth 
games, this 2D ninjathon is the real 
deal, and avoids the frustration 
that’s so common in the genre. 9

alien: iSolaTion
FoRmaT: XboX 360/XboX one
Pop a Valium and buy some brown 
trousers, because this tense 
masterpiece will trick you into 
thinking you’re safe. You’re not. 9

boRdeRlandS 2
FoRmaT: XboX 360
A huge world, amazing weapons 
and excellent script make this one 
of the best co-op adventures 
you can have. 9

The oRange boX
FoRmaT: XboX 360
The best package on Xbox 360, bar 
none. Two great shooters and a 
stunning puzzler: there’s no 
better way to invest your cash. 9

wolFenSTein: The new oRdeR
FoRmaT: XboX one
Just because we want to dual-wield 
shotguns doesn’t mean we don’t 
appreciate a good story. The 
New Order has it all. 9

middle-eaRTh:  
Shadow oF moRdoR 
FoRmaT: XboX 360/XboX one 
Every Orc NPC can become a fully-
fledged character (before you 
shank the life out of them). 8

deSTiny
FoRmaT: XboX 360/XboX one
An insanely addictive space-
shooter that’s got some of the 
nicest skyboxes you’ll see this 
side of your front door. 8
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Ubisoft has spent years designing 3D pirate ships, fine-tuning shark physics and hand-
crafting realistic ocean waves, so it’s only fair that it gets to pump out a dozen pirate 
games. Rogue shows that Ubi isn’t shy about recycling assets, so why not try one of these?

the final countdown

next issue of oxm onsale 16 jan. subscribe and save money: see page 58 for details

02 Assassin’s Creed:  
Space Pirates

Pirates in space. Take the boats 
and put them in space. If they 
can keep out seawater they can 
probably keep out whatever 
space is made of – you know, 
nebulae and things. Slap a bit of 
a glow effect on the swords and 
you’re away. Explore the cosmos 
and discover the space gems.

03 Assassin’s Creed: 
Underground  

Burrowing Pirates 
Why sail the high seas when you 
could be burrowing through the 
ground like a massive wooden 
mole? Point your pirate ship 
straight down towards the Earth’s 
core and dig deep into the molten 
crust in search of subterranean 
treasure. Swashbuckle with lava 
pirates. Pirates made of lava.

12 More Pirate-theMed 
assassin’s Creed GaMes

04 Assassin’s Creed: Infinite 
Realm of Smoke Pirates

If you enjoyed the endless, 
smoky-grey void of Assassin’s 
Creed’s loading screens, you’ll 
love this equally feature-barren 
sequel. It’s all loading screen, 
all the time! Sprint for hours in 
any direction you please while 
practising your forward rolls – 
you’re guaranteed to never see 
anything remotely of interest.

05 Assassin’s Creed: Connect 
Four Pirates

A puzzle game in which you 
must convince four Blackbeards 
to stand in a row, such that they 
shimmer briefly and explode in a 
shower of colourful candy, much 
to the horror of a roomful of 
buccaneers who begin screaming 
and banging on the walls, 
pleading for their lives.

06 Assassin’s Creed: 
Accountant Pirate

Play the incredibly important 
role of a pirate captain’s on-board 
accountant by sitting alone below 
deck and carefully filling out 
your employer’s ledgers. Insist on 
investing the loot in a portfolio 
of low-yield, long-term bonds 
instead of hiding it in a cove. 
Avoid combat by hiding in a crate. 
Occasionally tut at the violence. 

10 Assassin’s Creed: Noah’s 
Mystery Ark Adventure
You’re one of the pair 

of bees aboard Noah’s megaship, 
tasked with finding out which of 
your animal pals is the Templar. Is it 
the giraffe who’s been scratching a 
hole in the hull using a screwdriver 
he’d smuggled aboard? Yes, it is.

01 Assassin’s Creed: 
Flying Cloud 
Pirates

When a rendering error 
in Assassin’s Creed: Rogue 
deleted everything but 
the pirate ships, leaving 
them floating in the air like 
ghastly dirigibles, designers 
at Ubisoft had an idea: 
Assassin’s Creed set in the 
stratosphere. Sail around 
the clouds assassinating 
influential birds.

In this third and final version, 
machine-guns are distributed 
randomly among all of the pirates 
creating a compelling risk-reward 
mechanic when attempting to 
board enemy ships.

11 Assassin’s Creed:  
Flotsam and Jetsam

Can you help two rotting bits 
of driftwood discover the 
true meaning of friendship as 
they float together around the 
Caribbean? Use the left and right 
bumpers to switch between 
Flotsam and Jetsam at any time. 

12 Assassin’s Creed:  
Just Dance

All of your favourite sea shanties 
set to a thumping Eurobeat. Grab 
the rum, turn up the bass and 
crank out some of the dopest 
dance moves on the seven seas.

07 Assassin’s Creed: Machine-Gun Pirate
An almost identical re-release of Black Flag with 
one small difference. Shortly after the opening 

cutscene, a meddling time-wizard hands you an assault rifle 
with underslung grenade launcher and laser optical sights. 

08 Assassin’s Creed: Why Am  
I The Only Pirate With No 

Machine-Gun? Not Fair!
Released alongside Machine-
Gun Pirate, in this extra-difficult 
version you’re the only pirate 
who hasn’t been handed an 
assault rifle by a time-wizard.

09 Assassin’s Creed: Some 
Pirates Got Machine-

Guns While Others Didn’t
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