
Issue 156 november 2017 the xbox one and xbox 360 magazine





It’s nearly here. Well actually, lots of things are 
nearly here. The Xbox One X. Tons of massive 
games. Christmas (yeah, I said it). But mostly, 
I’m talking about Star Wars Battlefront II. The 
sequel has been a long time coming, and at 
last we’ll finally get to play a proper Battlefront 
game, this time in incredible 4K. Actually, we’ve 
already played it – and spoken to some of the 
team that are making the game – and you can 
read all about it starting on p52. Elsewhere, we’ve 
got a Previews section bursting with interviews 
and hands-on impressions fresh from the halls of 
Gamescom (p20), our massive Destiny 2 review 
on p70, and a dewy-eyed look back at the very 
first, very ambitious Star Wars: Battlefront title 
from 2004 (p98). It’s a hell of a month, and with 
so much on the horizon, there’s still a lot to look 
forward to for Xbox fans. Enjoy the mag!

 Stephen Ashby
Editor
Steve took a two-week 
holiday this month 
and spent some of it 
acting like a giant child 
in Disneyland. He came 
back with chocolates 
in the shape of Mickey 
Mouse, too, which is 
okay with us.

Patience, you 
must have

T h e  O X M  T e a M

 Daniella Lucas
Deputy editor
Dani took charge of the 
magazine this month 
in Steve’s absence, 
which explains the 48-
page Ooblets feature 
(just kidding – that’s 
next issue).

 Warren Brown
Senior art editor
After spending a few 
days working on a retro 
gaming mag, Warren 
started saying things 
were “the bomb, dude!” 
and telling us all to 
“take a chill pill”. Sigh.

 Phil Iwaniuk
Contributor
Phil (and Dom Reseigh-
Lincoln) joined the 
team this month to 
smash through a 
mountain of post-
Gamescom previews. 
They’re the real heroes.

 Russell Lewin
Production editor
Russell’s rodent 
problem was cleared 
up this month, but 
after thinking he could 
sleep soundly again, 
now dozens of mouse 
ghosts haunt him.
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insider
The 7th of November is getting ever closer, and  

with it Microsoft’s most powerful console yet. 

Thankfully, to help make the wait a little easier  

we’ve also got a few more  Xbox One X  (p8) details 

for you to look over including info on the games  

that are being enhanced to look better than ever. 

We’ve also got an update on what’s happening with 

the Xbox One version of the ridiculously popular  

 PlayerUnknown’s Battlegrounds  (p10). Better prep 

some fresh underwear and a backpack for when 

that finally comes out. Moving on and Halo Wars 2 is 

getting its first major expansion featuring the Flood 

in  Awakening The Nightmare  (p12). Expect plenty of 

tinkering away with your war strategies and cursing 

the Banished for bringing such an evil foe upon you. 

Finally, we have some news on just what the heck 

is going on with  Crackdown 3  (p14) though it’s not 

good. Instead of arriving for the Xbox One X’s launch 

it looks like we’ll still have quite a wait on our hands 

for this insane-looking destructive playground of 

superpowers and gigantic guns. Sad times.

 More Xbox news at gamesradar.com/oxmThe official XboX magazine
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Xbox One X fold too, and although 
it’s running at 30fps in 4K, we’d 
take those extra frames in a racer 
over a slow-burning battle royale 
shooter. Logically for a game still in 
early access phase over on PC, it’s 
arriving via the Xbox Insider Program 
to let Xbox players have a say in 
its development too. Democracy in 
action, that is.

Party hard
It’s not just about upcoming games, 
though: existing titles are getting 
the X1X makeover too. Come join 
the party, 4K/30fps Gears Of War 4! 
Probably leave that chainsaw gun at 
the door, mind. Thanks for coming, 
Halo 5 in sumptuous 4K/60fps and 
HDR. Try the veal. Have you met 
Quantum Break? Remasters are 
also on the way for ReCore, Kinect: 
Disneyland Adventures, Kinect Rush: 
A Disney Pixar Adventure and Zoo 
Tycoon. Good news if you like primary 
colours in your face.

Plenty of reasons to be excited 
about the – prepare the regal-
sounding trumpets, please – world’s 
most powerful console when it  
arrives this November. Now if you’ll 
excuse us, we’re off to write a 
pleading letter to Phil Spencer 
asking for an even more limited run 
of Project Scorpio Edition consoles 
featuring Xbox 360 decals. The Xbox 
One X Project Scorpio Edition Xbox 360 
Edition, we’ll call it. n 

Stars align  
for Scorpio
With a killer lineup of enhanced games, 
Xbox One X is ready for your preorder

the 
shock of 
the new

There’s a faintly cyclical quality to 
the Microsoft universe. Xbox became 
Xbox 360, which became Xbox... 
One. Similarly, the imminent heir to 
the ‘world’s most powerful console’ 
throne began life as Project Scorpio, 
then became Xbox One X. And, er, now 
it’s Project Scorpio again. 

Sort of: in between rattling off a 
vast list of titles that’ll look and play 
better on the new hardware, Microsoft 
recently revealed a special edition 
of the X1X which goes by the original 
nomenclature. The limited edition 
Project Scorpio Edition features subtle 
cosmetic touches on the console and 
controller that, hand on heart, we’re 
having a hard time resisting. 

Now, do you want the good news or 
the bad news? We’ll pick for you: the 
Project Scorpio Edition is already sold 
out. Sorry about that. The obvious 
good news, though, is that the mighty 
4K, HDR-ready console is available 
for preorder. Like, right now. That’s a 
good thing.

As for the titles you’ll be able to 
squeeze more out of using X1X’s 
transformative powers, the list is 
frankly too big to go through here. 
Over 100 games make use of its 
magic silicon in one form or another. 
Sea Of Thieves is 4K and HDR-
ready, for example, whereas Forza 
Motorsport 7 brings 4K, HDR, and 60 
fps. PlayerUnknown’s Battlegrounds, 
aka the PC’s darling of 2017, is being 
brought enthusiastically into the 

How’d you like a 
limited edition Xbox 
One that’s covered in 
dirt and grass, with 
occasional flecks of 
redstone at the 
base? If you bleed 
blocks like any 
self-respecting 
Minecraft aficionado, 
the answer is probably 
that you’d like such a 
thing quite a lot. For 
such types, the new 
limited edition Xbox 
One S Minecraft 
Edition is born and 
available now. The 
pad has a Creeper 
skin. Enough said. 

Crafty 
console
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We already knew 
PlayerUnknown’s 
Battlegrounds 
was coming to 
console. The only 
question was 
whether or not the 

game that has sold 10 million copies(!) 
on Steam would be cross-platform.

Cue the Microsoft keynote at 
Gamescom 2017 and the confirmation 
that PUBG will indeed be arriving on 
Xbox One as a console exclusive by 
the end of the year.

Developer Bluehole Inc hasn’t 
outright confirmed that the deal isn’t 
a timed exclusive – which could see it 
potentially arriving on rival machines 
further down the line – but however 
the small print reads, we’re still 
getting one of the most highly 
acclaimed hits of the year on Xbox 
One and Xbox One X. Microsoft will 
publish the game when it comes to 
the Xbox One family, with the Korean/
US developer confirming graphical and 
performance upgrades for the Xbox 
One X version are also on the cards.

“I couldn’t be more excited to be 
working with the team at Bluehole to 
bring PlayerUnknown’s Battlegrounds 
exclusively to our players on Xbox One 
this year,” comments Head of Xbox 
Phil Spencer. “We’ve been fans since 
the earliest days, and worked hard to 
bring the game to our E3 briefing. The 
announcement of our publishing the 

game on console today is an evolution 
of the strong partnership we’ve been 
building over many months.”

So why is everyone so crazy about 
PUBG? The game uses a single (and 
impressively huge) map and drops up 
to 99 players into the action with no 
weapons or gear to their name. Items 

are generated at random, so you have 
to find some tools quick before you 
start trading bullets. It’s all about 
becoming the last player left standing, 
although impromptu alliances (and 
betrayals) are all part of the fun. Oh, 
and the map shrinks over time, forcing 
all the remaining players into an 
arena-esque bloodbath.

Hot on the heels of the Microsoft 
console exclusivity announcement, 
Bluehole Inc has also teased the 
game’s brand new, desert-set map. 
Inspired by the South American nation 
of Peru (the current map in rotation 

has a Russian theme), this locale 
takes the vast and city-wide design 
ethos we’ve come to love and adds in 
a greater sense of verticality – with 
more high-rise buildings, perfect for 
sniping traps and elevated ambushes.

Bluehole Inc has also confirmed it’s 
working on a third map – which will be 
as big as the first and current map – 
complete with a lush Mediterranean 
feel. However, the developer says  
this next location is very early in 
development, so don’t expect to be 
shooting/running people over by the 
Adriatic Sea for a while. Still, even with 
a single map to start with, us Xbox 
One gamers are about to join the 
PUBG party as Microsoft claims one of 
the biggest console scalps of 2017. n

Excited? Hungry? Make yourself an 
actual chicken dinner while you wait.

Microsoft bags 
PUBG exclusivity
Xbox One orders itself a chicken dinner as the 
PC multiplayer hit comes to Xbox One in late 2017

What’s 
for 

desert?

“Bluehole Inc 
has also teased 
the game’s 
brand new, 
desert-set map, 
inspired by Peru” 

Want to survive in 
PUBG? You’ll need 
gear, and plenty of it. 
Armour and helmets 
are split into three 
levels of 
effectiveness and 
can be found in 
randomly placed 
supply drops both 
outside and inside 
buildings. The higher 
the level, the better 
chance you have of 
surviving a firefight. 
Looting other players 
is also a surefire way 
to claim better gear.

right Backpacks 
help you carry 
additional 
items, such as 
health packs 
and ammo.

Below with 
plenty of 
buildings 
for traps and 
exploration, 
this new map has 
us very excited.

gear 
up, 
soldier

i n s i d e r p l a y/ e j e c t
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pLAY/EjEcT
the thinGs PUshinG 
oUr BUtton (or not)

Fear Effect returns
Remember 2000’s 
cel-shaded horror 
Fear Effect? Well 
guess what, Fear 
Effect Reinvented 
is resurrecting it for 
Xbox One. It’s out 
in 2018, and brings 
improved controls.

Aw, friend!
Xbox and PlayStation 
crossplay might 
yet be a thing – 
Microsoft’s head of 
marketing for Xbox 
Aaron Greenberg 
says talks have 
taken place with 
Sony about it.

X stocks
Xbox One X is off to 
a flyer. Still a few 
weeks from launch, 
it’s set the record 
for preorder sales 
among Microsoft 
consoles already. 

Going... gone
No sooner had the 
limited run of Project 
Scorpio Edition Xbox 
One X consoles been 
made available to 
order, they sold out.  

Hidden figures
Shadow Of The Tomb 
Raider still hasn’t 
stepped forth from 
the darkness after 
Gamescom 2017…

Angela’s masses
None other than 
Angela Merkel 
stopped by at 
Gamescom. She also 
weirdly appeared in 
Minecraft wearing 
the same red outfit.
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sweet 
dreams

Didn’t get enough of this Halo strategy 
spin-off earlier this year? Then you’re in 
luck as a huge chunk of new content is 
dropping just a couple of days after this 
magazine goes on sale. The expansion 
is set a few months after the end of 
the game while the war for control of 
the Ark continues to rage on. In the 
Banished’s attempt to get the upper 
hand they’ve accidentally unleashed 
the Flood and now everyone has a 
whole load more to deal with.

There a new Banished campaign, 
loads more maps and leaders, and  
even a new mode called Terminus 
Firefighter to sink your tendrils into.  
And now that the power of Xbox One X is 
so close, a patch that makes full use of 
all that extra graphical juice is also on 
the way so you’ll be able to scheme in 
even higher definition. n

The expansion will be live from  
26 September.

Halo Wars 2 has a new expansion with 
Awakening The Nightmare

Night terrors
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As the old adages about the famously 
slow-pouring stout and the city of 
Rome demonstrate, sometimes it 
takes time for good things to happen. 
Unfortunately for Crackdown 3, it’s 
been in development long enough 
now that many of Rome’s original 
denizens probably remember its 
announce trailer.

Now we’ve got the waspy asides 
out of our system, it’s time to dole out 
the sad news that massively 
destructible open-world exclusive 
Crackdown 3 won’t be seeing the light 
of day in November 2017 as planned. 
As Xbox’s director of program 
management Mike Ybarra explained 
during Gamescom 2017, “the most 
important thing is giving game 
developers enough time to make a 
great game. I’ll take a delay of a game 
over rushing it and then having to fix it 
and patch it over time.”

Better late than…
So would any gamer, when it comes to 
it, but the slip is still disappointing 
given the hunger for first-party bit-
hitters at the moment. While Ybarra 
didn’t go into details regarding exactly 
what’s stopping Crackdown 3 from 
being a great game already and what 
needs fixing, the inherently 
complicated nature of its huge and 

completely destructible open world 
probably has something to do with it. 
In order to power all the explosions 
and accurately shattering 
smithereens, Crackdown 3’s tech 
heavily utilises Microsoft’s cloud 
computing technology. 

Back in 1896 – sorry, 2014 – when 
the game was first announced, 
creator David Jones said the cloud 
provided 20 times the computing 
grunt of a single console. We’re no 
legendary Grand Theft Auto-creating 
industry stalwarts like Jones, but we 
imagine making that actually happen 
isn’t easy. Another focus for the team 
is in balancing the single-player,  
co-op multiplayer and competitive 
mode, Wrecking Zone. Apparently 
finding the perfect balance takes 
more time than that November ETA 
allowed the devs.

The biggest blow is to the Xbox One 
X, which could have done with a buddy 
to help it out of the gates this winter, 
but with over 100 existing and 
upcoming titles making use of its 
high-power features, it’ll just have to 
soldier on in the meantime. Noble, 
brave X1X – we salute you. n

Crackdown 3 releases next spring 
with full 4K and HDR support. So 
that’s something, eh?

Below No need 
to look so 
despondent, pal. 
It’s only a few 
months now.

A Crack-downer
Crackdown 3 slips to 2018, but Xbox’s 
Mike Ybarra isn’t worried about it

CraCk 
takes 
lak

baRRel 
watCH
GAminG’s fAvourite 
prop rAted by our 
resident Cooper

Shadow  
Of War
The centre of 
a drake’s 
fire-breathing 
AoE attack is 

no place for a simple but functional 
container like this. Yet another 
example of the Orcs’ barbarism. 

Overwatch
Some nice 
ideas here. 
Labelling 
flammable 
liquids is 

always wise, likewise placing 
barrels next to other riches like 
money bags and gold coins. 

Planet Of The 
Apes: Last 
Frontier
First they 
came for the 
tyres, and I 

said nothing, for I was not a tyre 
maker. Then they came for the 
barrels. Hard to look at, this one.

Destiny 2 
Time and time 
again, we see 
coopers of 
the world 
clearly 

indicate the explosive nature of 
their work, only for Guardians to 
blithely ignore the messaging.

Need For 
Speed 
Payback 
We do love to 
see a man 
– sorry, barrel 

– in uniform. There’s a quiet dignity 
to it that comes with laying down 
its cast iron base for the public.
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Steve smashes a fantasy RPG trope, the all-powerful  potion 

P 
ardon me parping my own 
pipe, but in my ongoing 
mission to improve the world 
I’ve now fixed almost every 
problem in this crazy old 
hobby we call gaming. I’ve 

solved everything from escort missions 
and stealth bits to those times when 
NPCs try to crawl out of the television to 
steal your shoes. When future videogame 
archaeologists drill down through the 
fossilised strata of gaming history they’ll 
stop in their tracks around the year 2017, 
remove their tiny round spectacles and 
soberly remark, “My god, it looks like 
something, or someone, started fixing 
games at an incredible rate, right around 
here”. I won’t insult your intelligence by 
being modest, reader. That someone will 
be me. Brilliant, beautiful me.

But my work is never done. New tropes 
emerge and old ones refuse to die. 
This week I was prompted to slip on my 
fixing shoes to address one of gaming’s 
most ancient and unsavoury clichés: 
the gluggable nonsense – the absolute 
quaffable farce – that is potions. 

The problem
Potions were likely invented by either JRR 
Tolkien, George RR Martin, or any one of 
the other fantasy clowns with a surplus of 
Rs in their name. They are magical stews 
distilled from fairy sweat and dragon 
grease, which imbue the user with some 
mystical property, most often healing, 
but sometimes the ability to spit fireballs, 
do crosswords quickly or levitate a few 
feet off the ground. The problem is that 
a new kind of potion can be imagined 
up to solve any situation in a plot. They 
are a literary crutch used by lazy fantasy 
writers to avoid having to write an entirely 
tangential chapter about the protagonist 
visiting some kind of elven A&E every time 
they take a goblin dagger to the guts. 

Early fantasy games based themselves 
heavily on Dungeons & Dragons rules, 
and so developers eagerly and mindlessly 

crammed their own virtual worlds with 
these solution-in-a-bottle potions, 
where they remained unscrutinised for 
decades. Almost every other aspect of 
D&D has by now been sloughed from the 
fatty excesses of the genre, but these 

alchemical carbuncles will not shift. It’s 
high time we guzzled down a potion of 
elbowing and elbowed potions out of 
gaming for good.

The solution
For all their faults, potions have some 
real-world roots. In ancient times, healers 
would come armed with balms, salves, 
ointments and tinctures of varying 
efficacy, which they would give to the sick 
to imbibe or rub into the affected part of 
the body. That sweet purple sap Calpol 
has soothed the fevered brows of babes 
since (I’m guessing) caveman times. 

But while some potions do work, there’s 
nothing in Boots that will increase your 
speed by 20 points for half an hour (apart 
from those caffeine pills they sell). And 
while Superdrug can sell you a spray 
that stops a runny nose, it can’t help 
you when you’ve been eviscerated by 
the chitinous blades of a giant dungeon 
spider’s sharpened spinnerets.

My solution? Improve in-game realism 
by removing these fantastical, over-
powered potions and replacing them 
with items that can be found behind the 
counter of any high-street pharmacy. 
Wounded in the night by the craven imp-
scouts of the demented Dark Lord of the 
Forgotten Kingdom? Take some codeine 
and this extra-sized square of self-
adhesive gauze. Poisoned by a blighted 
dart trap while escaping the decrepit 
colosseum of the Grand Overseer? Here, 
have six sachets of blackcurrant flavour 
Dioralyte and a bottle of Lucozade.

Once limited to remedies found in a 
bathroom cabinet, developers of RPGs will 
be forced to think of original ways around 
their questing problems, rather than 
relying on a potion of winning to whisk the 
hero to an empty victory. The solution is 
not at the bottom of a bottle, but might 
be in a blister pack of Ibuprofen. n

When Steve’s not popping pills you’ll 
find him tweeting from @misterbrilliant.

“Potions are a 
literary crutch 
used by lazy 
fantasy writers”

The Fixer
Steve Hogarty is...

the official xbox magazine
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Dani has a staycation in  Viva Pinata’s  garden of horrors

The Traveller

 I
’m a woman of simple needs. Give me 
some biscuits, a mini-USB charging 
cable of a decent length and a 
cushion with some kind of adorable 
animal on it and I’ll be happy for 
hours, but there is one thing I want 

more than anything else in the world – a 
garden to call my own. I’m not greedy, a 
small patch will do, I just want somewhere 
to grow my own plants, attract wildlife 
and then watch those first beasties 
get violently devoured, by bigger, more 
impressive ones to keep in my garden. Is 
that too much to ask?

Since I don’t have anywhere like that 
to visit in real life I’ve decided to settle 
on a staycation in Viva Pinãta: Trouble 
In Paradise’s little garden of horrors and 
wanton candy-based slaughter. It’s a 
small customisable space that sees you 
set up houses and trees for things such 
as the earthworm-like Whirlms and dog-
like Barkbarks. By managing your wildlife 
retreat you can attract rarer sweet-filled 
animals over time until you have a thriving 
oasis on your hands. 

There are opportunities for day trips to 
the desert to find beasties to bring back 
home with you, but mostly it’s all about 
staying in one patch of land and enjoying 
the delights of nature around you as you 
bend it to your will and play god. Though 
sitting around in a garden all day isn’t 
quite as relaxing as I thought it would be.

Candy land
The thing with gardening is that it takes 
a lot of work to transform it into a place 
worth visiting, but the labour in that 
process is part of what makes such a 
simple location so satisfying. It’s a tiny 
idyll that’s been crafted by your own hand 
and to your own exact specifications. So 
if you find a beach theme more relaxing 
than, say, a forest then you can build that 
for yourself. Of course there’s a long way 
to go before you can achieve that though; 
first you need to master the basics of 
dealing with regular, brown dirt and bugs.

Viva Pinãta is great at capturing that joy 
of growing your first plant and seeing it 
flower, but also that moment when, five to 
six plants into your gardening adventure, 
that joy turns to panic as you realise just 
how much you actually have to manage 

all at once to keep everything alive. Once 
you’ve got a vague handle on watering 
your plants so they don’t die, there’s 
also animals to consider. There’s a joy in 
attracting your first adorable Bunnycomb 
thanks to your crop of carrots, but there’s 
also something satisfying about those 
very same bunnies becoming bait for fox-
like Preztails.  

Sour power
After a while, gardening becomes a battle 
against the forces of nature. Sure you get 
to watch the various courtship dances of 
the creatures around you, but they also 
have a habit of destroying all the plants 
you’re trying to grow. You might forgive 
something cute, like a Taffly, for eating 
your fruit harvest, but inevitably your 
garden will eventually attract pests that 
will destroy everything and make other 
pinatãs sick if you don’t form a strategy to 
deal with them.

Unfortunately this is a world without 
slug pellets so you have to deal with Sour 
Shellybeans (basically grumpy snails) the 
old-fashioned way – by smacking them 
with a shovel. If that feels too mean you 
can just watch in horror as they destroy 
all your hard work, or work to tame them 
to restrict the damage. If you do manage 
to master your pest problems you’re 
rewarded with totem pieces that can 
block them entering your space forever.

That constant battle with your tiny 
plot as you slowly improve it over time 
and attract rarer pinatas works as a 
surprisingly good training ground for 
a real garden. There’s always so much 
going on that it needs constant care and 
attention, although in real life there are 
more slugs and fewer sweets. Still, it’s the 
sense of managing chaos and building 
up something beautiful from nothing 
that makes Viva Pinãta’s garden such an 
inspiring location to spend a few hours. n

You can see more of Dani’s gaming 
travels on Instagram: @daniellamlucas.

“Sitting around in a 
garden all day isn’t 
quite as relaxing 
as I thought it’d be”

Daniella Lucas is...
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The rotting flesh look is back in fashion again thanks to State Of Decay 2
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 Steve’s pick
assassin’s creed 
origins
Egypt is looking 
spectacular on Xbox 
One and I can’t wait 
to explore it dressed 
as a mummy (which 
is almost certainly a 
thing you can do).

 Dani’s pick
monster hunter: 
World
I really want to try 
stalking my prey 
and then dining 
on its flesh for the 
apropriate stat buffs. 
Mmm, efficiency.

 Warren’s pick
call of Duty: WWii
Seeing that the 
franchise receives 
yearly releases 
I don’t normally 
find myself hugely 
anticipating COD 
games, but I admit 
the return to the 
WWII setting has  
me intrigued.

It’s been an absolutely packed month for Xbox fans 

with info on loads of games and the Xbox One X 

pouring out of Gamescom at the end of august. 

we’ve done our best to round up all of the most 

exciting upcoming titles, but there’s so much that 

loads has spilled over into next month. To start with 

we got a good look at  state Of decay 2  (p20)  

and its zombies. The first one came out of nowhere 

and became a firm favourite on 360, and it looks  

like the sequel will be living up to the hype. next 

 Call Of duty: wwII  (p28) shows us what it’s made 

of by tackling its social front and putting forward a 

strong assault for your friendships.  assassin’s Creed  

 Origins  (p32) has also seriously impressed us with 

its depiction of ancient egypt. It turns out that there’s 

a lot of murderous life to enjoy out in the desert and 

along the banks of the nile, and it’s all as beautiful as 

it is bloody. we’ve also got looks at Monster Hunter 

world (p34), The evil within 2 (p36), need For speed 

Payback (p40), Vampyr (p42) and loads more! But we 

have managed to squeeze in a quick getaway thanks 

to  The Crew 2  (p44) which has got us planning our 

next roadtrip across america – although this time 

we’ll be throwing in a few boat and plane journeys 

for good measure. Here’s to looking ahead to some 

amazing games on Xbox One.
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After laying down such a strong – if 
glitchy – foundation in 2013, State 
Of Decay 2 isn’t out to reinvent the 
viscera-encrusted wheel. The focus 
is once again on staying alive and 
accumulating survivors with which to 
rebuild a tiny corner of civilisation, 
only, you know, better. This time the 
zombie survival takes place over 
three separate maps, each as big 
as its predecessor’s total playable 
area, and wherever you find yourself, 
there’s no escaping that impossible 
responsibility of deciding who lives, 
and who slowly and agonisingly 
bleeds out.

The Blood Plague is a fine indication 
of Undead Labs’ desire to turn the 
screw on that horrible and recurring 
dilemma. Here and there in the barren 
wilds of State Of Decay 2 are zombies 
with glowing red eyes, carrying the 
highly infectious new Blood Plague. 
Take a hit from one of these and 
although you won’t become infected 
right away, that hit will start to fill up a 
meter. Once that meter fills up, you’re 
thrown a big, lovely party with jelly and 
ice cream for everyone in attendance. 
Only joking – you get the Blood Plague. 

Seeing red
And when that happens, eventually 
you become a Blood Plague zombie. 
It’s not inevitable, though: there’s a 
cure. So let’s say one of the survivors 
on your base contracts it: what do 
you do next? Go out looking for the 
medicine that’ll save them, and 
risk further casualties? Send them 
out alone to find it? Or euthanise 
them, before they turn and cause an 

epidemic among your buddies? Either 
way, good luck getting a good sleep 
that night.

The emotional implications are 
obvious, but there are interesting 
wrinkles baked into the gameplay 
when these situations arise, too. 
Every survivor has stats depicting 
their strengths and weaknesses – 
cardio, wits, fighting, gardening and 
so on – which will make them much 
more effective at certain tasks than 
others. Since you’re able to play as 
any survivor in your group rather than 
a single protagonist, that should add 
some extra dimensions to the way you 
play. It’s also another management 
consideration. Skills like medicine and 
the aforementioned green fingers 
are rare, so there’s an extra level of 
risk involved when sending those 
survivors out on a job. If they don’t 

come back, your base might lose its 
only doctor, or you might blow your 
only means of building a farm. But are 
those specialists valuable enough 
that you’re prepared to sacrifice 
others when they get the Blood 
Plague? Stress... levels… rising....

Doubling down on that sense of 
individuality to each survivor (and the 
growing sense that State Of Decay 
2 has half an eye on The Sims) are 
personality traits. Comrades might 
offer wildly different advice about a 
given situation based on their own 
skills and mindset, so if you ask the 
impatient cardio specialist for a plan, 
chances are it’ll be hasty and involve 
running. Managing morale at your 
camp is an important component of 
the game, and doing so will require 
an assessment of surly types and 

Main Hi, woman 
knee-deep in 
entrails. Would 
you like to come 
live with us,  
no questions 
asked? Great.

PublisheR microsoft studios DeveloPeR undead labs  
FoRmat xbox one , xbox one x eta spring 2018

in this difficult decision-laden 
survival sequel, home is where 
the heartache is
Phil iwaniuk

State Of Decay 2

The first State Of Decay sold over 4.5 million copies worldwide

“Managing 
morale at your 
camp is an 
important part of 
the game”

p r e v i e W
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above Some 
back alleys you 
really don’t 
want to go down…

LeFT Looks like 
he maybe used to 
stuff himself at 
the Drive-in.
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clashing personalities. Surliness is a 
real in-game trait, by the way. Other 
humans’ morale will be negatively 
affected by someone of that 
disposition, and some might even 
suffer morale hits for sleeping alone. 
And to think – zombie survival used 
to be about making a mess with a 
shotgun and some reanimated folks. 
Now it’s like a high-stakes wedding 
seating plan. 

Speaking of high-stakes, 
sometimes another group of survivors 
call upon you for help. There are two 
risks involved here. Firstly, the kind 
of help they need might – alright, 
definitely will – put your own clan in 
some kind of peril, but will also reward 
you with something for your troubles. 
If you’re in desperate need of a 
particular resource, you may not feel 
you have any choice but to accept. 
Secondly, they might be hostile jerks 
trying to ambush you. There’s another 
agonising decision for you, then.

Four play
Help is at hand, though. Undead Labs 
says co-op was the number one fan 
request it received after shipping 
the first game, and that request has 
now been answered. In addition to 
a Dark Souls-like flare gun system 
in which you fire a flare to summon 
a random player to help you out in 
a particular area, you can also play 
with three friends throughout. To 
encourage being the summoned 
player who responds to someone’s 
flare, the devs at Undead Labs have 
specific incentives planned. They’re 
unannounced thus far, but it’s safe to 
say you’ll go back to your own game in 
an advantageous position.

As for that four-player co-op with 
friends, there’s a proviso. State Of 
Decay 2 doesn’t create a shared world 
for your quartet that each of you can 
drop in and out of, but instead ties it 
to one particular player. Technically 
it’s possible to play the whole game in 
co-op, but you’ll have to gather your 
mates before each play session. While 
not a deal-breaking drawback, it does 
mean a bit more hassle. 

Better news even than co-op is 
in how well the game seems to run. 
It’s no secret that State Of Decay 
had a few clipping problems and the 
odd graphical glitch. And by that we 
mean zombies somehow folded in 
on themselves, twitching haplessly, 
zombies stuck in rocks, zombies stuck 
in cars, guns that produced no sound 
and flashing carpets. This sequel 
shows evidence of no such technical 
jankiness. The overall visual fidelity 
has taken a big jump forward, as 
you’d expect in a four-year timespan, 
but improvements to physics and 
animation sell the game world much 
more effectively as a real place. 
Attention has obviously been paid 
to the UI, too, and it’s a good thing 
it’s so clean and easily interpreted 
because you spend a lot of time 
within its menus, analysing survivor 
stats, base-building and checking 
the impact of recent events on group 
morale. The recent death of a group 
member, for example, will have a big 
effect on the others. Driving is the 
exception to that trend towards polish 
though, still a bit on the floaty side 
and not as well-implemented as  
we’ve become used to via other  
open-world titles. 

It’s appropriate that we’re only 
now getting onto the combat itself. 
Although there’s an emphasis on 
stealth since any noise created by 
combat will draw in more zombies, 
truthfully it doesn’t feel as though the 
combat mechanics themselves are 
the focus here. Instead, it feels very 
similar to its ancestor and comparable 
to the way combat feels in RPGs, 
a means to an end within a larger 
ecosystem of mechanics. With such 
sharp focus on base-building and 
social elements, State Of Decay 2 can 
afford not to have world-changing 
melee blows. 

We still have a while to ruminate 
on all of this – it’s not scheduled 
until spring 2018, by which time the 
Xbox One X will be out in the wild, and 
just itching to render the sombre but 
gorgeous world of the undead and the 
nearly dead depicted here. n

beLoW outdoor 
wear catalogue 
photoshoots are 
getting more 
avant-garde.

“The overall visual fidelity has taken 
a big jump forward, as you’d expect 
in a four-year timespan”

only a few minutes 
ago, it seems, 
the market was 
saturated with 
zombie games to 
the degree that 
the very sight 
of a staggering 
corpse became 
unspeakably 
passé. however, 
that thematic 
dominance which 
spanned 2009 until 
around 2014 has 
been and gone – 
only occasional 
Dead Risings and 
Dying Lights have 
appeared since. 
it’s been a wise 
move from undead 
labs to take four 
years over this 
sequel then, and 
re-emerge when 
zombie games 
are no longer an 
insurmountable mob.

ZOmb 
tOmOrrOw

Undead Labs founder Jeff Strain was once WoW’s lead programmer 
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above Top tip for 
fighting the 
balrog: try 
falling down a 
huge, almost 
endless crevasse. 
Worked for 
Gandalf.

riGhT Preparing 
for a Fortress 
assault will take 
a lot of planning 
(and probably a 
change of pants).
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Two things remain surprising about 
2014’s Shadow Of Mordor: that it was 
downright brilliant, and that no one 
since has successfully pilfered its 
innovative Nemesis system that came 
to be its hallmark – and standout 
feature. That’s great news for this 
sequel, of course, hungry as we all are 
to dive back into Orc-toppling, Sauron-
bothering craziness. But Monolith 
seems keen to push the gameplay in 
new directions this time, too.

Mounts are just one of those 
ventures, and a massive Balrog-
fighting spirit of nature called Carnan 
is a fine example. Despite his looming 
stature in drake form, he’s agile as you 
like when traversing the environment, 
almost as accomplished a climber as 
that other famous Drake (brief pause 
while the pantomime booing simmers 
down). This newfound verticality for 
mounts comes in very handy, given 
that another new feature is those 
great big fortress assaults. Before 
embarking on these, enemy 
fortifications must be studied and 
captains must be selected to join you 
in battle. These captains have 
different abilities; they might give you 
a dragon in the battle, or provide 
spiders to overwhelm opposing troops 
from within their walls, or a troll to 
knock those walls down, to name but 

a few. Whoever you bring along, your 
choices will have visible effects all 
around you on the battlefield.

Rog and roll
In our latest look at Shadow Of War 
Talion interrupts an Orc trying to raise 
a Balrog from a huge fiery pit. 
Interrupting him halfway through, a 
boss fight between Talion, Carnan and 
the Balrog kicks off in a multi-stage 
structure. First Talion dodges 
environmental hazards while firing 
arrows off into the Balrog’s weak 
spots, while Carnan adopts the form 
of a hulking great troll to battle it.

Then it’s time for Talion to climb 
aboard Carnan as he takes on a 
drake’s form, and here you can control 
Carnan himself in the fight, while 
occasionally also firing off Talion’s 
arrows. Eventually the Balrog realises 
it’s in a losing battle and scarpers, 
whereupon it can be chased down. 
Plenty of scraps were had in Shadow 
Of Mordor, many of them memorable, 
but few as infused with Hollywood 
bluster as this one. It’s a deliberate 
effort on Monolith’s part to go bigger 
with the game’s adversaries. The devs 
want to pit you against the likes of the 
Nazgul, the Dark Lord himself 
(Voldemort, right?) and others.

As for that venerable Nemesis 
system, it’s wound more tightly into 
the main narrative now. Unique Orcs 
that you might organically develop 
rivalries with through the course of 
the game can now be pulled into the 
primary plot arc to play a role there. 
Everyone’s story will play out at least 
slightly differently, then. What’s more, 
the Fortress Assault missions in your 
campaign place you as leader of 
several captains, and those captains 
can, like your Orc nemeses, be killed. 
There’s a brief window in which to get 
to them and use your Dominate ability 
to revive them. Fail to do so and his 
skills and experience are lost while a 
rookie takes his spot. Heartbreak. 

Hats off to Monolith for pushing the 
envelope further, when all they really 
needed to do was turn up with the 
Nemesis system again. Which of their 
new ideas will open-world games fail 
to adopt genre-wide when Shadow Of 
War releases? We’ll find out this 
winter, but it appears they’re spoiled 
for choice this time. n

“Your choices will have 
visible effects all round you 
on the battlefield”

Publisher Warner Bros  DeveloPer Monolith Productions

Format xBox one  eta 10 octoBer 2017

climbing mounts, a new nemesis 
system, and even a Balrog – but 
shall it pass (muster)? Phil iwaniuk

Middle-Earth: 
Shadow Of War

For all its virtues, 
the last game 
was a particularly 
brown and overcast 
affair, offering little 
environmental 
variation or bucolic 
views. things 
have changed 
dramatically on 
that front, though – 
we’ve seen actual 
living plants in 
the game world! 
they’re green and 
everything. that’s 
especially important 
for this sequel, 
given that the world 
map will likely dwarf 
(sorry) the last one. 

Shadow of 
Bore-dor

In addition to providing a boss battle, Balrogs can also be used as mounts 
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Not since the heady days of 
Assassin’s Creed IV have we found 
ourselves daydreaming so fondly of 
a pirate’s life on the virtual seas, but 
that’s the magic of Rare’s new MMO. 
A colourful, vibrant world filled with 
ships to plunder, islands to explore 
and treasure to steal. Oh and grog. 
Lots and lots of grog.

While Ubisoft’s 2013 caper 
massaged the pirate archetype to 
fit its history-bending tropes, Sea 
Of Thieves is free to embrace that 
swashbuckling ridiculousness in all its 
glory, and now we’ll be able to share 
it with an even bigger audience with 
Microsoft confirming the game will 
feature cross platform play across 
Xbox One and Windows 10 machines. 

“An interesting part of cross-play 
is how wide it throws open the doors 
for different communities to engage 
and play together, and therefore 
increases the wealth of stories you’re 
likely to tell,” comments PC Design 
Lead Ted Timmins on bringing Xbox 
One and PC players together. “Some 
of our Deckhands had until recently 
never been able to play the game 

PublisheR Microsoft  DeveloPeR rArE   
FoRmat XboX onE eta EArLY 2018

sail more than one ocean  
as rare’s pirate sim goes  
cross-play
Dom Reseigh-lincoln

Sea Of 
Thieves

Some ship cannons are big enough to fire you and other players out of them. Cannon ball!

together as they game on different 
devices, but now they’re able to share 
an experience without the barrier that 
previously blocked them.”

Cross slay
Being able to team up with an even 
larger pool of players means there’s 
always going to be someone to form 
a crew, but it does make us worry 
that those playing on PC might have 
an accuracy input edge over us Xbox 
One users. Thankfully, Timmins and 
co are on the case, confirming that, 
“PvP between platforms, or more 
importantly device input, is the big 
focus point for us as a Design team, 
and already we’ve been working 
closely with the Game Experience 
team to change the way the guns 
work to be better balanced for cross 
play. We’ve put in a bunch of telemetry 
around this, and with the change 
to guns it’s made them feel tonally 
so much more fitting, as previously 
they felt more like laser weapons 
than ancient plundered-and-pillaged 
gunpowder-driven blunderbusses.”

With its early 2018 release steadily 
sailing ever closer, that expanded 
community is going to help feed the 
teamwork ethic Rare is working so 
hard to cultivate. You can form a crew 
and commandeer a ship, find a map 
and locate a secret island to plunder. 

You can then hunt for treasure, 
fight off sword-toting skeletons and 
haul your cash back to port to make 
a profit. It’s one of the most inviting 
and, more importantly, fun multiplayer 
experiences we’ve ever played. In our 
books, any game that lets you get 
blind drunk or throw up in a bucket 
(then throw it over your friend’s head) 
is fine by us. n 

Above bigger 
ships such as 
galleons have 
been truncated.

below Not every 
group activity 
has to be 
aggressive – have 
a chilled-out 
campire on the 
beach with pals.

“One of the most 
fun multiplayer 
experiences 
we’ve ever had”
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It was only a matter of time before  
Call Of Duty had to break the cycle 
of ever-more-futuristic warfare, so 
out go all those gravity-defying jump 
boosts and ridiculous sci-fi laser 
rifles and in comes bolt-action rifles 
and good old fashioned ‘boots on the 
ground’ action.

Okay, so that PR line might sound 
a little corny, but it encapsulates 
what Sledgehammer has tried 
to achieve with its first offering 
since 2014’s forgettable Advanced 
Warfare. By dialling back the clock 
to the franchise’s roots, WWII has 
rediscovered that grounded sense 
of brutality that’s long been missing 
from the series. Every bullet fired feels 
weighted and hefty, making ranged 
sniper duels and CQC dust-ups alike 
more immediate in their intensity.

Taking out navigational extras 
like wall running might seem 
counterintuitive, but Sledgehammer 
wants to place the onus firmly on your 
skill with the gun. It’s a thinking that’s 
effectively levelled the playing field, 
and it’s one that will no doubt attract 
players who felt each successive COD 
was more exclusive to experienced 
marksmen. We tested out multiplayer 
at Gamescom (again – should we be 
concerned that we haven’t seen much 
of the single-player mode?); it doesn’t 

feel slower, but it does change how 
firefights develop mid-battle and 
takes getting used to.

Change continues to roll out 
with the introduction of War mode. 
Embracing the real-life territory 
battles of the conflict, this new 
multiplayer mode pits two teams 
of players against one another in a 
series of attack/defend objectives. 
Again, it was the same mode we’ve 
already played at previous hands-on 
sessions, but it was still a lot of fun.

New battles
Everything from planting bombs to 
building bridges will require you to 
cover a teammate with fire, while 
providing an escort for a tank smacks 
of Overwatch-esque cooperation. 
It’s not revolutionary in concept – 
we’ve been playing something similar 
with Rush and Conquest modes in 
Battlefield for years – but it does show 
the series wants to expand beyond 
endless rounds of Kill Confirmed.

And while the core concept hasn’t 
changed much since the series 
last signed up for WWII, the world 
of multiplayer beyond it has had to 
evolve to survive. Social interaction 
and virtual mingling are now the name 
of the game, so Sledgehammer has 
taken a leaf out of Destiny’s emote-
scrawled book and introduced the 
WW2 Headquarters – a brand new, 
activity-filled social hub.

Interaction with other players is 
no longer confined to lobbies filled 
with angry tweens and snippets of 
heavy breathing – although lobbies 
do remain in their classic form – 
with a new explorable hub offering 
everything from gun ranges to a 1v1 
firing pit. Set on a beach in Normandy, 
this operational base is basically a 
mud-caked take on Destiny’s The 
Tower, offering you a place to show 
off your customisable avatar to other 
players and earn XP to boot.

Change is never a bad thing 
when you’re a 14-year-old shooter 
franchise, and while we’re not 
convinced WWII is going to 
fundamentally rewrite the COD DNA, 
the new approach to the long-term 
appeal of multiplayer shows a series 
that’s at least trying to move with the 
times, even if the progress it’s making 
are only baby steps in 2017. n 

PublisheR Activision  DeveloPeR sledgehAmmer gAmes

FoRmat XboX one eta 3 november 2017

get chatty in the face of 
war as the classic shooter 
goes all social
Dom Reseigh-lincoln

Call Of Duty: 
WWII

much like dice’s 
rehaul of Star Wars 
Battlefront II, 
sledgehammer 
is reapproaching 
classes in WW2. 
these are now 
called divisions, and 
have been built to 
support particular 
playstyles. the 
infantry is an 
all-round grunt; the 
Airborne is all about 
cQc; the Armored 
is your token 
heavy; mountain is 
all about sniping 
and expeditionary 
is explosives and 
shotguns. nothing 
revolutionary, but 
clearly defining 
roles plays directly 
into War mode’s 
teamwork ethos. 

Embracing 
your 
division

“Change is never a bad 
thing when you’re a 
14-year-old franchise”

Multiplayer will expand on other battles not showcased in the single-player campaign
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above The wwii 
Headquarters is 
set on omaha 
beach, and can 
support up to 48 
players at any 
one time.

far lefT You’ll 
only play as 
members of the 
German army in 
multiplayer and 
not Nazi 
divisions such 
as the SS.

lefT boost jumps 
might be out, 
but there’s 
still plenty of 
elevated routes 
and cover to get 
the vertical 
drop on your 
opponent.
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With LEGO Dimensions already 
bursting with DC characters, and 
seemingly no chance of a crossover 
any time soon, Marvel’s gargantuan 
roster of characters instead get 
another full game to themselves. Once 
again faithfully rebuilt in those world-
conquering Danish bricks, LEGO Marvel 
Super Heroes 2 gathers together an 
even bigger set of characters as it 
draws on the current phase of MCU 
films and some more obscure figures 
from the comics.

There’s no guarantee everyone 
who featured in the first game will 
reappear, but at Gamescom this year 
we saw the likes of Adam Warlock, 
Spider-Man Noir, Spider-Man 2099, 
Black Panther, Howard The Duck and 

Man-Thing. We’re expecting a lot more 
considering the original entry boasted 
over 150 characters, so expect to be 
grinding away for a while collecting 
those unlock tokens. 

Kang The Conqueror is the main 
villain this time around, with the 
time-hopping alien proving the 
perfect device to bring together this 
impressively vast cast. For instance, 

PublisheR Warner Bros  DeveloPeR TT Games    
FoRmat XBoX one eta 17 novemBer 2017

more minifigs than you could 
shake an Infinity stone at
Dom Reseigh-lincoln

LEGO Marvel 
Super Heroes 2

Vormund (the German version of Captain America) was revealed as a playable character at Gamescom

in one boss fight – where you lock 
horns with flaming demon Surtur – 
regular Thor teams up with the new, 
Jane Foster version of Thor to bring 
the giant down. Boss battles are now 
a little more challenging than in the 
previous game, with a new dynamic AI 
that adapts to how you attack, forcing 
you to employ multiple strategies.  

Marvel team-up
Team-up moves, where you can 
combine any two LEGO heroes (or 
villains) for a unique and devastating 
move, return for the sequel, while 
each character now has a number of 
special abilities for solving puzzles or 
clearing out multiple enemies. Take 
Captain America’s iconic shield – he 
now rides on it like a surfboard to 
clear his path of enemies, or uses it 
complete switches mid-boss battle.

With so many locales to draw on, 
the game is also going to town on 
new holiday destinations. Chronopolis 
replaces New York City as the puzzle 
platformers’ main hub, and from there 
you’ll have access to a postcard-
inducing itinerary of new destinations. 
Nowhere (the big station from the 
original Guardians Of The Galaxy), 
Wakanda (the African kingdom of 
Black Panther), Xandar (home of the 
Nova Corps) and the Coliseum (from 
the upcoming Thor: Ragnarok) all get  
a bricky makeover.

While the LEGO games are never 
going to steer too far from the classic 
formula that’s made TT Games’ Danish 
brick offerings so enduring, we like 
how it keeps refining those familiar 
elements to make them feel fresh 
and exciting every time. Plus, you get 
to play as Venom and Carnage in the 
same character. Consider us sold. n 

Above The hero 
roster will 
include some fan 
favourites from 
the comic books, 
as well as 
designs from the 
latest Marvel 
movie entries

below Two 
symbiotic 
supervillains, 
one alien terror.

“The game is also 
going to town 
on new holiday 
destinations”
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above This sphinx 
does not look 
impressed that 
bayek is 
clambering all 
over his noggin. 

righT expect 
some bonkers 
mythical stuff  
to go down when 
you meet these 
dog-headed 
weirdos.
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We don’t begin our hands-on session 
with Assassin’s Creed Origins, Ubisoft 
Montreal’s action-RPG-flavoured 
reinvention of the ageing franchise, by 
scaling a towering structure or 
stealthily slitting a throat, but by 
tending to a sick cow.

More specifically, we’re tasked with 
investigating the illness of the Apis 
Bull, a historically accurate deity 
worshiped by the people of Memphis, 
Egypt. Beneath the hood of new 
protagonist Bayek, we search the 
animal’s enclosure for clues. 

We soon determine the literal 
sacred cow’s been fed poisonous 
peach pits by a pair of coerced 
priestesses. The scared girls plead for 
mercy before producing the bloodied, 
severed finger of their brother, an 
apparent prisoner who’ll lose more 
than a pinky if his sisters don’t comply 
with his captor’s demands. 

Armed with this intel, we head to 
the heavily-guarded fortress where 
the priestesses’ sibling is being held. 
As any armchair assassin will attest 
though, hastily strutting into an 
enemy outpost is a sure way to get 
your intestines spilled. Adopting a 
more thoughtful approach, we 
unleash Bayek’s Bonelli eagle Senu, 
described by game director Ashraf 
Ismail as “A hunting companion and 

scout that allows you to see the world 
from different perspectives.”

Controlled from a literal bird’s eye 
view, we use Senu to tag our enemies, 
locate the prisoner and assess the 
temple’s layout. Back on the ground 
as Bayek, we eliminate exterior threats 
by luring them with a whistle before 
jabbing a blade into their jugulars. This 
allows passage to the roof, where we 
wield Bayek’s triple-arrow-slinging 
bow to silence any guards that might 
alert their buddies below.

Combat evolved
Our seamless, systematic infiltration 
comes to a crossroads though, when 
we’re given the opportunity to forgo 
our stealthy approach in favour of 
performing a drop assassination that 
will likely attract unwanted attention. 
We take our chances, delivering 
cinematic death from above and, as 
suspected, inviting the cavalry in.

Thankfully we land a stone’s throw 
from a treasure chest. Opening the 
box grants a new weapon and a quick 
taste of Origins’ action-RPG direction; 
inside the game’s gear interface, we 
trade our low-level bronze sword for 
the shiny loot, a level 21 Crescent Axe 
from the ‘Heavy Blade’ category. 

Swinging this lengthy hurt-bringer 
in one hand, we execute a rewarding 
mix of light and heavy attacks. The 
satisfying clashes of steel blend the 
lightning-quick action and 
responsiveness of hack-and-slash 
combat with the more tactical and 
thoughtful approach of a Dark Souls 
encounter. With corpses piled high, 
we toss the abducted brother over our 
shoulder and hoof it back home.

The successful completion of our 
objective scores us an ability point 
and a meeting with Cleopatra herself. 
We use the former to purchase ‘Flesh 
Decay’, a promising skill that allows us 
to infect the living by contaminating 
the dead, while the latter presents a 
new assassination mission. 

The demo closes before we can 
track down our next target, a corrupt 
priest described as having a ‘blue 
scarf and terrible cough’. Our 
extended time behind the game’s 
various revamped systems and 
mechanics, however, has us counting 
the days until those clues can lead  
us to our next kill. n

“Hastily strutting into an 
enemy outpost is a sure way 
to get your intestines spilled”

Publisher Ubisoft  DeveloPer Ubisoft Montreal

Format xbox one  eta 27 october

revamped combat, queen 
cleopatra, and an ailing cow 
collide in our deep-dive demo 
matt Cabral

Assassin’s 
Creed Origins

our demo also 
served as an 
introduction to 
bayek’s better half, 
aya. Described by 
ismail as a “big, 
important character 
to the narrative,” 
she apparently 
plays a critical role 
in the birth of the 
brotherhood. based 
on her spirited 
assertion of “i will 
deliver to him the 
justice of my blade”, 
we’re guessing 
that role is a pretty 
active one. Might 
she turn out to be 
a second playable 
character?

Warrior 
Wife

Game director Ashraf Ismail oversaw 2013’s fan-favourite, pirate-themed entry Black Flag
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We no longer have to pretend not 
to care about Monster Hunter. For 
the first time since its inception in 
2004, the idiosyncratic and beloved 
series makes its way to our platform, 
and with it comes a mega-gratifying 
gameplay loop like no other.

It’s a series staple at this point: 
prepare your equipment for the hunt, 
eat food to buff your stats, track your 
monstrous target and defeat it, then 
return to camp and craft exciting new 
gubbins out of its body parts. Which 
will help you kill something bigger 
and nastier, naturally. This laser focus 
on a central and essential element 
has long been Monster Hunter’s big 
strength, and although this new kid 
on the block is still about you, your 
weapon, and the monster, it also 
introduces the environment itself as 
a vital part of the equation.

Dam good
Vines dangle invitingly, waiting for 
you to swing on them Tarzan-style. 
Tree branches and nets can slow up 
monsters as they become caught in 
them, offering a window of opportunity 
for the hunter. On a grander scale, 
it’s even possible to burst dams and 
send the resultant flood towards the 
monster to do your dirty work for you. 
Nature being the wayward entity it is, 

though, you don’t have it all your own 
way in Monster Hunter: World’s wilds. 
Other creatures roam about, minding 
their own business until you bring the 
fight in their direction. What might 
have begun as a one-on-one scrap 
can soon turn into a royal rumble of 
monsters that either want to eat one 
of the other creatures in attendance, 
or, more likely, you – and there’s only 
so much vines can do to get you out 
of trouble.

To make sense of your 
surroundings, Scout Flies are part of 
your armoury. These glowing green 
insects will swarm to indicate points 
of interest – several patches of slime, 
in our case. The more you investigate 
these, the more you fill up a bar which 
makes the Scout Flies more accurate 
in tracking your target. Eventually 
they’re able to lead right to it.

For us, that target is a Great Jagras 
– imagine Godzilla’s pet iguana. 
Selecting a hammer from 14 total 
weapon classes, we manage to knock 
it onto its side and deal out some pain 
while it’s temporarily immobilised. 
Since there are no health bars here, 
the only indication of a monster’s 
state is in its behaviour. So when we 
see a definite limp in its movement, 
we’re encouraged to go for the kill. 

Specifically, it limps off to a nearby 
cave in an attempt to sleep, thereby 
recovering its health. We’re having 
none of it. Remembering that whole 
‘use the environment’ mantra woven 
into the game, we hit some fireflies 
to provoke a flash effect and stun 
the poor Great Jagras. It’s enough to 
give us time to finish it off, leaving 
the cave with enough dripping Jagras 
bits to make a full set of armour out 
of later. This isn’t the case for all 
monsters though – the fights get a 
lot tougher than this, we’re told, and 
you’ll need to kill several of the same 
monster type in order to complete 
some armour sets. 

What our hands-on time showed 
more than anything is just how well 
this unscripted, health-bar free, 
and busy ecosystem works. Monster 
Hunter: World plays like nothing else, 
and while it brings plenty for hardcore 
fans who have enjoyed previous 
iterations, this looks like the best 
possible starting point for newcomers 
to the series, too. n 

PublisheR CapCom  DeveloPeR CapCom

FoRmat XboX one eta Spring 2018

What’s that coming over the 
hill? We go hands-on with 
Capcom’s creature feature
Phil iwaniuk

Monster  
Hunter: World

Developers at 
Capcom say 
additional DLC 
quests will be 
made available 
after launch for 
absolutely nothing. 
This is actually a 
bit of a mainstay 
for the franchise, 
but we’re not used 
to such generosity 
when it comes 
to that particular 
acronym. They’ll be 
limited-time quests 
though, a bit like 
Hitman’s elusive 
Targets. They’ll 
probably involve 
less garrotting 
though. 

DLC TLC

“It’s even possible to burst 
dams and send the flood 
towards the monster”

Despite its 13-year history, this will be only the fifth Monster Hunter in the main series
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above Guns for 
show, knives 
for… actually, 
scrap that. Look 
at that thing. 
of course bring 
a gun. 

far Left it’s 
sure to be an 
arduous battle 
against this 
petrol station-
sized feathery 
t-rex, er, thing.

Left Spontaneous 
interactions 
between the 
world’s 
inhabitants are 
frequently 
stop-and-stare 
worthy. Get your 
camera out!
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The Evil Within 2 picks up three years 
after the nerve-fraying events of the 
first game, but our hands-on session 
begins with an encounter that could 
have been plucked from the survival 
horror series’ 2014 debut.

Trapped in a cramped corridor 
– eerily reminiscent of the 
claustrophobic hallways found in the 
original’s Beacon Mental Hospital – we 
find ourselves hauling hide from a 
grotesque creature that could also be 
a holdover from protagonist Sebastian 
Castellanos’ previous nightmare. A 
towering amalgamation of severed 
appendages and decapitated heads, 
the monster charges us with a buzz-
saw the size of a small automobile. 

The scene makes for a pulse-
pounding, cinematic chase, but it 
also recalls the oft-criticised scripted 
linearity of the first game. As we soon 
discover though, it’s all a set-up to 
introduce a fresh design approach 
that feels nothing like the original’s 
more penned-in play.  

Still reeling from the brush with the 
mutant’s spinning blade, we wind up 
in a quaint/creepy town that wouldn’t 
look out of place on Silent Hill’s map. 
More importantly though, the suburb 
represents multiple opportunities for 
open-ended exploration, emergent 
combat encounters, and the sort of 

freedom the first entry never afforded 
curious players. 

The sequel’s story is driven by 
Castellanos’ desperate search for his 
missing daughter, an objective we’re 
immediately given a lead on. Using a 
new communicator device, we’re able 
to tap into and track radio signals; 
once identified, these hot spots also 
pop-up on the map. While our first 
garbled message seems to be a clue 
to the girl’s whereabouts, we opt to 
explore the town before seeking it out.

Terrifying town
Our detour quickly pays off, as the 
quiet burb’s brimming with crafting 
resources, story-expanding content 
and new weapons. The latter is 
especially important, because 
the streets are also crawling with 
nightmarish creeps. Between the 
zombie-like freaks roaming the 
sidewalks and the ghastly monsters 
tossing poisonous projectiles, there’s 
ample opportunity to engage in direct 
combat or slip past the threats.

This refreshing focus on player 
agency sees us experimenting with 
both styles. Upon sneaking past a 
cluster of creatures, we discover 
Sebastian’s upgradeable crossbow 
from the original game. We notch the 
new hardware with an electricity-
spewing arrow, confidently spring 
from the shadows, and light up a 
puddle some freaks are wading in. 
With the creepers properly cooked, we 
loot them for green gel – the game’s 
returning upgrade resource – and 
head for an obviously haunted house.

Moments after entering the 
empty abode, we’re transported 
to an alternate world where 
we’re relentlessly pursued by a 
cackling, raven-haired threat of the 
supernatural kind. Unlike the linear 
encounter that started our demo, 
this chase leaves plenty of room for 
exploration and experimentation.  

Following a tension-cranking 
game of cat-and-mouse, we find the 
door leading back to town. Our demo 
concludes before we can track that 
original, mysterious signal, but it 
speaks volumes of The Evil Within 2’s 
new design and direction that we’re 
less concerned with completing the 
mainline mission than we are side-
questing with Sebastian. n 

PublisheR Bethesda softworks  DeveloPeR tango  
gameworks FoRmat XBoX one eta octoBer 13

a fresh focus on open-ended 
design and player freedom  
crank up the frights
matt Cabral

The Evil  
Within 2 

The Evil Within 
introduced 
sebastian 
castellanos, a 
down-on-his-
luck detective 
possessing 
less personality 
than the game’s 
monosyllabic 
monsters. his 
lacking charm 
wasn’t lost on 
the developer, 
however, as 
tango gameworks 
specifically 
recruited 
screenwriter 
trent hagga to 
make sebastian 
a more likeable, 
sympathetic 
character.  

Sympathetic 
SebaStian

“The monster charges us 
with a buzz-saw the size of 
a small automobile”

Producer Shinji Mikami participated in a lobotomy as part of his research for the first game

036

the official XBoX magazine  More great previews at gamesradar.com/oxm

p r e v i e w



above players 
will need to 
rely on 
Sebastian’s new 
communicator to 
track primary 
and optional 
objectives. 

far left You 
could close the 
door on her 
face, but that 
would probably 
make her madder.

left Nothing 
that can’t be 
fixed with a 
fresh coat of 
paint and a few 
screen doors.
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Light and shadow will also play an important part, so expect many a cheap jump scare along the way

PublisheR THQ Nordic  DeveloPeR KiNg ArT gAmes   
FoRmat XboX oNe  eta 28 November 2017

returning horror adventure 
aims to hone its Lovecraft
Dom Reseigh-lincoln

Black Mirror

Sadly, this isn’t a videogame take 
on Charlie Brooker’s darkly relevant 
anthology TV series. Instead, it’s a 
reboot of the point-and-click horror 
adventure of the same name from 
the early 2000s. This gothic jump 
fest dials back the clock from the 
’80s setting of the PC original to 1926 
(because, presumably, things seem 
scarier when set in a bygone era), and 
switches out the English setting for 
a Scottish one. Which, depending on 
when you’re from, might be an even 
scarier addition.

The reboot will have a more free-
roaming exploration feel than any of 

the previous games, but will follow 
a similar story, as one David Gordon 
arrives at his family’s ancestral home 
and begins to succumb to a madness 
that’s claimed many a Gordon before 
him. It’s certainly laying on the Edgar 
Allen Poe and HP Lovecraft homage 
too, with its gothy/sanity-unravelling 
schtick, but there are some potentially 
interesting ideas simmering beneath 
its dark surface.

More intriguing is a Fatal Frame-
esque ability to interact with ghostly 
apparitions around the world that will 
unlock more secrets from the story 
as you play. The original game was all 
about uncovering the grisly fates of 
your ancestors, so we’d be surprised if 
this reboot didn’t follow a similar tact. 
Those point-and-click origins won’t 
return in full, but the new Black Mirror 
will require plenty of exploration of 
the Gordon mansion, with a focus on 
collecting items and examining them, 
or combining them to solve puzzles 
and unlock new areas to explore.

Poe problems
While developer King Art Games 
failed to set Xbox One alight with 
its forgettable turn-based strategy 
offering, The Dwarves, it does have 
plenty of experience in this genre. In 
fact, it worked on the concept for the 
second game in the original trilogy, 
and THQ Nordic is clearly confident the 
German studio can bring the title back 
from the dead.

“In terms of atmosphere, the 
outstanding feature of the Black  
Mirror game series is the unique 
atmosphere which was essentially 
created by King Art in the original 
trilogy,” says THQ Nordic producer, 
Martin Kreuch. “We have developed 
a new interpretation that both 
retains the strengths of the original 
games and gives us more room to 
explore fresh possibilities in terms 
of gameplay, so that players can 
experience the world of Black Mirror 
in a more direct and free way, and not 
‘just’ in classic point-and-click style.”

With The Evil Within 2 set to drop in 
October, Black Mirror certainly has its 
work cut out in the horror exploration 
stakes. However, with a cult franchise 
already behind it and the backing of 
publisher THQ Nordic, there’s still a 
chance this unexpected horror romp 
could shatter any low expectations 
like glass. n 

above 
Interactions  
with vision-like 
apparitions  
will help Gordon  
learn more  
about the past  
of his slightly 
mad family.

“Interesting ideas 
shimmering 
beneath its 
dark surface”
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above expect 
plenty of nitro 
boosts here 
– this is a long 
way from racing 
sims like Forza 
Motorsport.

Far right You’ll 
have the option 
to pick up a 
retro wreck and 
take it from 
rusty banger to 
race-winning 
champion.
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Risk/reward mechanics are 
everywhere in gaming, but nowhere 
are they more naked than in racing 
games. Every decision you make 
behind the wheel is about weighing up 
the possibility of gaining time versus 
the probability of losing control, and 
Need For Speed Payback takes that 
idea and runs with it.

Fortune Valley, a casino-filled 
simulacra of Las Vegas, is the very 
embodiment of risk/reward. Along its 
open world of dusty highways, 
construction areas and downtown 
blocks are Bait Crates laid by the cops. 
They contain performance parts for 
your car, but opening them sets the 
full force of FVPD on you. How much 
do you really want that spoiler? And do 
you back yourself to get away with it?

Developer Ghost Games weaves 
risk/reward still deeper into Payback 
via Side Bets, a mechanic that allows 
you to add additional challenges to a 
mission for greater rewards. Can you 
win a race while also drifting for 1,000 
metres? The odds might say you can’t, 
but if you’re feeling plucky, the 
option’s there. This isn’t an entirely 
new concept for Need For Speed, but 
it’s made more explicit, not to mention 
more thematically relevant, here.

Big Hollywood stories aren’t new for 
the once dominant franchise either – 

there was, after all, an actual  
Need For Speed movie, based on a 
series of games that had themselves 
been aping the Fast And Furious 
movies for years. There’s renewed 
vigour and care in Payback’s story, 
though. A cartel known as The House 
runs the show in Fortune Valley 
(nefariously, it’s safe to assume) and 
they’re your foil throughout. As for 
protagonists, a trio of drivers with 
different specialities named Tyler (the 
racer), Mac (the showman) and Jess 
(the wheelwoman) motor the plot 
along. While it’s unlikely to give The 
Witcher 3 a run for its money in 
immersive storytelling, there’s a lot to 
be said for the cheesy movie approach 
and the touches of bombastic 
choreography throughout.

Cop cars, for example, skid into 
pursuit via brief slow-mo cutscenes 
that sell you the idea that this is a 
directed and cinematic event taking 
place. The same’s true when you run 
them off the road and they crash, 
once again in slow motion.  

Speed = good
While the racing hasn’t changed 
substantially from previous outings, 
still favouring high-speed nitro-
fuelled runs rather than technical 
cornering, it’s framed within missions 
that cut between gameplay and 
cinematics. For example, a mission 
called The Failed Heist begins with 
Tyler racing a high performance car, 
ostensibly to a sanctioned race, but  
in reality in order to pilfer it for his 
crew. The race begins as all Need For 
Speed races do, but before the finish 
line Tyler makes off with the vehicle  
by jumping a ramp up onto a truck 
driven by Mac. Later in the mission as 
the two escape the cops, they’re 
joined by Jess, who announced her 
arrival by ramrodding a cop car out  
of action. As the player, you’re 
switching control between the central 
trio as the mission progresses, 
fulfilling different roles as transitions 
are handled by cinematics. 

That approach is going to divide 
people. Some will lament the purity of 
Hot Pursuit era Need For Speed, while 
others with a few cinema ticket stubs 
for Fast And Furious movies in their 
cupboards will no doubt whole-
heartedly embrace it. n

“There’s a lot to be said for 
the cheesy movie approach 
and the choreography”

Publisher ElEctronic Arts  DeveloPer Ghost GAmEs

Format xbox onE  eta 10 novEmbEr 2017

the stakes are high as Ghost 
Games attempt to revive the 
Past and the spurious Phil iwaniuk

Need For Speed 
Payback

in the olden days, 
new cars used to be 
revealed by models 
lifting their covers 
at glitzy motoring 
shows. Also there 
were only four 
channels on the 
telly and everyone 
wore hats. in 2017 
though, new motors 
like the bmW m5’s 
latest incarnation? 
they’re announced 
via an in-game 
appearance in  
Need For Speed 
Payback, naturally.

5’s Alive

Ol’ grandad Need For Speed is the longest-running racing game franchise of all time
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Vampires aren’t typically known for 
their conscience. Being a blood-
sucking creature of the night tends to 
come with a general disregard for life 
itself, but for Life Is Strange developer 
Dontnod, having all that power comes 
with – you guessed it – plenty of 
responsibility. In the accursed shoes 
of one Jonathan Reid, you can choose 
to heal the sickened citizens of 
London as it’s swept by a Spanish flu 
epidemic, or prey on the weak and fill 
your belly with claret.

Dontnod has crafted a gothic, 
pre-Victorian capital filled with NPCs 
that boast their own stories, stats and 
relationships to one another. Each 
one comes with their own secrets to 
uncover as you explore the multiple 
hub-like areas of the map (think the 
interconnected, open-ended areas of 
Dishonored), with previously locked-
off dialogue options opening up as 
you find new items and more. Getting 
chatty with the locals is also the best 
way to work out which characters will 
net you the most XP.

Here’s where Vampyr starts 
applying pressure. You can choose to 
put your medical training to good use 
in keeping an NPC alive and well, but 
draining citizens dry is the only way 
to gain enough XP to upgrade your 
vampiric abilities. Dispatching regular 

enemies won’t net you enough, so if 
you want to stand a fighting chance  
in latter parts of the game (where 
those abilities will become vital to 
your survival), you might have to 
set those values aside and start 
chomping on jugulars.

Following in footsteps of its work 
on LIS, Dontnod has created another 
world built on moral ambiguity. It’s 
possible to reach the end of the 
game without killing a soul (there 
are multiple endings to uncover), 
but if you do start slaying like a 
ripper, consequence abounds. That 
interconnected web of characters 
means some quest paths can be lost 
forever if you kill a certain NPC or their 
friend/family, so caution is advised 
before you start wantonly chomping.

Fangs a lot
Consequence will affect the 
gameworld, too. Paint the town red 
and kill enough NPCs and merchants 
will flee the area, leaving it to the 
mercy of ‘Skals’, a bestial form of 
vampire that will harry your efforts  
to revisit the area later on. It’s 
possible to effectively collapse every 
area in the game and still reach the 
end, but that undead conscience of 
yours might have taken a battering  
by that point.

Upgrades or not, Reid has still got 
plenty of vampiric talents to rely on. 
You have a powerful dash, which 
enables you to flit short distances in 
a rush of black smoke. Not only does 
this add verticality to exploration 
(enabling you to reach higher 
platforms or seemingly unreachable 
areas), it also adds an extra dimension 
of space management to combat. 
Along with both pistols and blades, 
you can also bite enemies mid-battle. 
Taking an impromptu chomp can 
either be used to regenerate health or 
inflict heavy damage on the foe.

Vampyr is easily the biggest 
project Dontnod has ever attempted, 
and while there’s certainly plenty of 
room for it to stake itself through 
the heart, its experience with deep 
combat mechanics via Remember 
Me and LIS’ choice-driven narrative 
leaves us confident the Parisian 
studio can finally give modern gaming 
the vampire simulator we’ve always 
thirsted for. n 

PublisheR Focus Home InteractIve 
DeveloPeR DontnoD entertaInment
FoRmat XboX one eta november

stalk the streets of London 
and put your undead morals 
to the test
Dom Reseigh-lincoln

Vampyr

so we know you 
need to eviscerate 
to accumulate 
in the world of 
Vampyr, but in 
order to spend all 
that XP you’ll need 
to find a place to 
rest first. not only 
does this give the 
game’s progression 
a measured feel, 
it gives you time 
to decide what to 
upgrade. Do you 
stack your points in 
defensive abilities, 
or go berserk with 
aggressive skills? 
You can even  
level up with the 
ultimate skill tree 
and become a 
vampire legend.

Kills equal 
sKills

“Along with both pistols and 
blades, you can also bite 
enemies mid-battle”

The Spanish flu epidemic killed around 50 million people from 1918 to 1920

042

tHe oFFIcIaL XboX magazIne  More great previews at gamesradar.com/oxm

p r e v i e w



above You have a 
stamina bar and 
a blood bar to 
manage – one 
affects your 
capability to 
attack and dash, 
the other powers 
your abilities.

far left Dontnod 
travelled to 
london to 
research the 
city, using 
historical 
records and 
photos to 
recreate its 
gothic setting. 

left every NpC 
has a blood 
quality rating 
– healing them 
will increase 
its purity, thus 
netting you 
larger Xp if you 
drain them.
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above Drift 
challenges are 
back, asking you 
to score as many 
points (and ruin 
as many tyres) as 
possible.

right Prepare for 
some near-misses 
as you take to 
the skies in a 
stunt plane.
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As if it wasn’t enough to have a pretty 
convincing version of the United 
States of America to drive around in, 
The Crew 2 wants to expand those 
grand ambitions to the skies and 
waters. That much we knew right from 
its reveal, but having now been 
hands-on with the racer we’ve got a 
feel for how this American playground 
actually works.

Handling, never really a strength of 
the first Crew, doesn’t feel like it’s 
come on leaps and bounds in this 
sequel. Developers claim there’s 
plenty under the bonnet that improves 
how vehicles move, but our admittedly 
short session didn’t really reveal the 
fruits of that. Well, not in the cars, 
anyway. Ground is but one component 
of the experience now, after all. 

Looks, on the other hand, are a 
different story. From the first glance at 
the standing water on some urban 
tarmac, it’s obvious that The Crew 2 is 
a much better-looking game relative 
to its peers at this point than its 
daddy was in late 2014. Considering 
the sheer size of its game world, and 
the attention to detail paid not just to 
the aforementioned puddles but also 
great bodies of water and chunks of 
land rendered from up high when 
you’re piloting a stunt plane, that’s a 
laudable achievement.

Trading paint
As for how those transitions between 
vehicle types are handled, it’s 
basically a flick of the right stick. 
Clicking it in brings up a radial menu 
which invites you to swap between 
available modes of transport, so if 
you’re currently driving and want to 
get to water, you can hop in a plane 
and cover ground more quickly until 
you reach a river below. It’s the 8.30AM 
commuter’s fantasy brought to life. It’s 
also much easier to swap between 
cars now. Previously getting a new ride 
would mean driving all the way back to 
the garage where your other whips 
were stored, but now you can swap 
between any of the motors you own 
on the fly. Bored of the Porche? No 
problem – why not take the Mustang 
instead? It’s a departure in tone from 
that ‘gritty’ story and at least faintly 
realistic vibe The Crew franchise is 
built on, but the idea behind it is to 
underline the whole playground 
concept. Do what you want, whenever 
you want. See if Ivory Tower cares – 
they’re no squares.

Okay, well maybe they care a bit. 
Arriving at a particular event type will 
automatically place you in the 
appropriate vehicle, so rocking up in 
the undulating midwestern wilderness 
for a jump-filled motocross race will 
force you onto a bike, and so forth. It’s 
just as well, really – we don’t fancy the 
repair bill on our Aston Martin’s 
suspension. Ivory Tower’s dev team 
say that they’re focusing more on 
creating specialised events like that, 
which really bring out the more 
enjoyable characteristics of each 
vehicle type. The 200mph highway 
marathons did get a bit old in The 
Crew, after all.

We can vouch for that, too – in a 
short session we rode roughshod over 
those jumps in the motocross event, 
took a drift car around some satisfying 
curves in an effort to bag 1,000 points 
before our opponents, and headed to 
an actual race track (it had apexes 
and everything) for a more traditional 
four-wheeled faceoff. We still have 
reservations about the handling, but 
there’s an absurd amount of ambition 
and variety on show here, and we’re 
desperately hoping the fundamentals 
allow it all to shine next March. n

“There’s an absurd 
amount of ambition and 
variety on show here”

Publisher Ubisoft  DeveloPer ivory tower/Ubisoft 
reflections Format xbox one  eta 16 March 2018

involvement from terry crews 
yet to be confirmed, but our 
fingers are crossed Phil iwaniuk

The Crew 2

Just when we 
thought Ubisoft 
reached peak weird 
when the mountain 
started talking to 
us in 2016’s Steep, 
The Crew 2 sets a 
new high bar for 
bizarre with a chris 
nolan-inspired 
folding world. as you 
transition between 
vehicle types, the 
game map literally 
folds in on itself – 
yep, just like that  
bit in Inception – 
and then unfolds 
as you start racing 
again. huh?

CarCeption

Ubisoft Reflections, who co-develop The Crew games, also made the masterful Driver: San Francisco
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Launching from EA Originals – the 
same indie-focused development 
program that produced the charming 
Unravel and E3 sleeper hit A Way 
Out – comes Fe, a wordless action 
platformer that tasks you with using 
sound and song to banish the Silent 
Ones (a bunch of nefarious machines, 
no less) and return a once beautiful 
forest to its former glory.

Originally announced at E3 
2016, Fe’s all about embracing the 
interconnected world of nature. 
Through Fe – a diminutive cub that’s 
seemingly trying to be a lizard, a fox 
and a monkey all at once – you’ll be 
able to climb, dig and glide your way 
around what its Swedish developer 
calls an “open experience”. The 

gameplay we saw at Gamescom 
presents more of a semi-open-world 
platformer, one that boasts a pleasing 
Spyro-esque quality in the way our 
protagonist swoops and gallops his 
way around each rural area. 

Nature boy
Instead of relying on traditional 
dialogue, Fe will instead use sounds 

PublisheR EA  DeveloPeR Zoink GAmEs    
FoRmat XboX onE eta EArly 2018

Give mother nature a voice  
as this indie platformer 
answers the call
Dom Reseigh-lincoln

Fe

Fe comes from the same studio that produced the darkly comedic platformer, Stick It To The Man!

to help it interact with other creatures 
of the forest. You can use your own 
call rescue other beasts, leading 
them to safety before those Silent 
Ones shut them up for good. Your 
call can also help you control bigger 
animals for navigation, such as a deer 
or a stingray-cum-bird. There’s even 
the power to turn once aggressive 
creatures into allies, turning them on 
your foes like a vocal puppet master.

“We wanted to create a game 
that gives the feeling of exploring 
something special,” says Klaus 
Lyngeled, CEO and creative lead at 
Zoink Games. “We would spend hours 
in the woods as kids, and while it felt 
scary at first, eventually the strange 
sounds became familiar – you become 
part of nature and the forest feels 
like home. Players will realise similar 
feelings as they play through Fe. 
Wherever and however the game is 
played, we ensure it will be a unique 
experience of discovery.”

We’re really digging the art 
style too, with its cartoonish slant 
tempered by a mixture of deep 
shadows and neon whites. Characters 
are so dark they’re almost silhouetted, 
reminiscent of the side-scrolling 
platformer Badland. The whole 
FernGully-aping ‘let’s save the forest 
from an evil threat’ plot also has a 
Ori And The Blind Forest feel, offering 
an intriguing mixture of exploration, 
platforming and puzzles. 

Considering the EA Originals program 
has already produced one brilliant 
and memorable platformer in the 
form of last year’s Unravel, Fe is fast 
becoming one of the most anticipated 
indie offerings coming to Xbox One 
in the next 12 months. Time to start 
working on our singing voices, then. n 

Above The Silent 
ones are your 
token baddies, 
hoping to quieten 
the creatures of 
the forest with 
their mute ways.

below Using your 
call, you can 
bring other 
creatures on side.

“Fe’s all about 
embracing the 
interconnected 
world of nature”
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The game will drop next summer, just in time for Jurassic World: Fallen Kingdom in cinemas

PublisheR Frontier Developments  DeveloPeR Frontier 
Developments FoRmat XboX one  eta summer 2018

take control of your very own 
dino park. Hey, what could 
possibly go wrong?
Dom Reseigh-lincoln

Jurassic
World Evolution

When it comes to videogames, the 
poor old JP franchise has had a pretty 
rough deal. Even Telltale couldn’t 
get Spielberg’s genetically modified 
beasties to rule the virtual jungle, but 
this latest attempt to digitise those 
classic dinos might just be the game 
the licence has been crying out for. 
Think RollerCoaster Tycoon, only take 
out the Big Dipper and replace it with 
pens full of prehistoric monsters. Like 
we said, what could go wrong? 

Citing that classic theme park 
simulator isn’t just for fun, either. 
Jurassic World Evolution is being 
developed by that very same studio – 

and suddenly we’re excited with what 
it could do with a top-down dinosaur 
park sim. It proved the theme park 
gimmick could work in the modern era 
with Zoo Tycoon, so it bodes well for 
what could happen when you throw 
T-rexs and raptors into the mix.

The Elite Dangerous developer is 
hush hush on the exact details, but 
the reveal trailer has us gripping our 
Ian Malcolm action figure with sweaty 
anticipation. You’ll get to create 
pens for a menagerie of resurrected 
reptiles, including Parasaurolophus, 
Brachiosaurus, Stegosaurus, 
Triceratops and more. And if that 
familiar-looking lake in the distance 
is anything to go by, we wouldn’t 
be surprised to see a shark-loving 
Mosasaurus getting her own pen also.

There’s a lot of scope here to 
realise John Hammond’s prehistoric 
theme park dream in all its glory 
and build the Jurassic World you’ve 
always wanted to see. And that 
includes all the inevitable violence. 

Since rollercoasters don’t often go 
rampaging around a theme park, 
you’re going to have to monitor 
the status of each creature on the 
grid to ensure no one’s making a 
bid for freedom. This will hopefully 
add a greater sense of resource 
management as you divide up power, 
workers and attention to each section 
of the park.

Build in action
You’ll also be able to construct 
buildings and train units specifically 
designed to contain escaping dinos 
with non-lethal measures (because 
killing an expensively bred monster 
might not be best for shareholders). 
Most exciting of all, Frontier 
has confirmed you’ll be able to 
bioengineer brand new dinosaurs from 
eggs to fully grown adults (opening up 
the opportunity to build your very own 
take on the Indominus rex), as well as 
managing everything from restaurants 
to research facilities. 

Officially tying into the film 
franchise’s growing mythos, Jurassic 
World Evolution could well be the 
complete dino theme park simulator 
Jurassic Park: Operation Genesis 
almost was back on the original Xbox 
in 2003. With Frontier’s RollerCoaster 
Tycoon pedigree on board, life could 
well find a way on Xbox One in 2018. n 

above With all 
that lush 
greenery on the 
island, there’s 
going to be 
plenty of space 
to make room for 
more dino-themed 
restaurants.

“You’ll be able 
to bioengineer 
brand new 
dinosaurs”
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Black Desert Online

Publisher KaKao Games  
develoPer Pearlabyss  due early 2018

Gamescom attendees were among some  
of the first gamers to experience 
Pearlabyss’ long-running PC mmo running  
in all its 4K glory on Xbox one X. The 
Korean-made action rPG, which showed 
off four different classes at the big industry 
event in Cologne, will also be available on 
Xbox one and should be arriving sometime 
in early 2018. 

roundup
Platforming, racing and fighting meet mmos, farming 
and Pets in this month’s buffet of uPcoming delights 
dom reseigh-lincoln

super lucky’s tale

Publisher miCrosofT  
develoPer Playful CorP  due 7 Nov 

The sequel to a once vr-only title, Super 
Lucky’s Tale bounded bushy-tailed into 
Gamescom and revealed its 7 November 
release date. The colourful 3D platformer 
is a throwback to the classic days of the 
genre, and will launch on the same day as 
Xbox one X. it’s no coincidence, since the 
platformer will be getting lots of graphical 
enhancements to boot.

DragOn Ball FighterZ

Publisher baNDai NamCo  
develoPer baNDai NamCo  due feb 2018

The latest game to swing its fist under 
the Dragon Ball banner is another insane, 
over-the-top brawler, with bandai Namco 
revealing a new story mode that features 
plenty of old and new faces (including 
android 16 and the duo android 17/android 
18). The game will also be getting a special 
CollectorZ edition, complete with a Goku 
18cm diorama, a steelbook and more. 

the sims 4

Publisher ea  
develoPer maXis  due 10 Nov

so we know The Sims 4 is finally coming to 
Xbox one in November, but did you know 
those poor little sims are bringing our 
domesticated companions along for the 
ride? after lots of bellyaching from fans, 
developer maxis is finally adding cats and 
dogs in a new expansion. you’ll even be 
able to design your ideal pooch or mog from 
a selection of breeds.  

FOrZa mOtOrspOrt 7

Publisher miCrosofT  
develoPer TurN 10 sTuDios  due 3 oCT

With the latest Forza nearing the final 
straight as it accelerates towards its 
october release, developer Turn 10 has 
unveiled the final track list that will launch 
with the game. There will be 32 tracks to 
choose from, with Dubai’s Hafeet mountain 
Pass the only brand new addition (all the 
rest have previously appeared in Forza 4 
and Forza 6).

Publisher foCus Home iNTeraCTive  
develoPer GiaNTs sofTWare  due 14 Nov

love your agriculture in virtual form? you’ll 
be chuffed to learn Farming Simulator 17 
is getting a new edition to celebrate the 
launch of its new Platinum expansion. The 
Platinum edition sports the full game plus 
the new content, which includes a unique 
south american setting, the addition of 
sugar cane to your potential crops and the 
Case iH a8800 mr sugar cane harvester.

Farming simulatOr 17 
platinum eDitiOn
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Criterion Games’ John stanley and rob Wyle take us throuGh 
everythinG you need to knoW about the rebirth of star Wars 

battlefront ii’s iConiC spaCe battles
Dom PePPiat

s ta r  W a r s  b at t l e f r o n t  i i
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Star Destroyer looms into view, imposing 
against the backdrop of the planet Fondor. 
TIE fighters form up around the nose of the 
monolithic ship and move in on our position. 
The Empire is set to strike and we – a small 
unit of X-wings lined up and eager to drag 
the enemy into a dogfight – are getting itchy 
trigger fingers. The TIE fighters take the bait 
and rush to engage with a high-pitched 
whine as lasers skim past the ships, green 
and red light streaming in controlled bursts 
through the atmosphere-lit Fondor orbit.

Rebel players can be heard laughing as 
another little squadron – Y-wing bombers 
this time – close in on the Star Destroyer, 
hitting the trigger and delivering their 
payload onto the Empire’s huge ship. It’s 
been a long battle, but it’s won. A small 
group of strangers has filled in the chapter 
between the end of the original Star Wars 
trilogy and The Force Awakens – in our 
collective headcanon, the Rebels won this 
skirmish above the Fondor Shipyards, and our 
appreciation of Star Wars feels all the more 
complete for the experience.

This is exactly what Criterion is trying to 
achieve with the Starfighter Assault mode in 
Star Wars Battlefront II. The studio – which is 
best known for its work on Burnout and Need 

above dozens  
of ships will 
take part in 
each battle.

far riGht boom! 
that’s going 
to hurt in the 
morning..

beloW battles 
will span  
from space to 
planet-level.. A

s ta r  W a r s  b at t l e f r o n t  i i
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For Speed - cut its teeth on DICE’s Star Wars 
universe back on the rebooted Battlefront, 
fine-tuning the handling of the speeder 
bikes you’d find in Endor’s dense forests. 
Gaining the approval of DICE, the public and 
EA’s higher powers, the studio moved on to 
create a free PSVR expansion for the title, 
following the exploits of an X-wing pilot 
during the events of Rogue One.

These tentative forays into EA’s developing 
Star Wars universe set the studio up for a 
much larger role in the sequel: designing a 
whole facet of the game… the space combat. 
Starfighter Assault is the natural evolution 
of the Fighter Squadron mode in the first 
game: it’s a 12v12 mode revolving around 
dogfighting and playing the objective – a 
mode sure to scratch the itch of players 
longing for the glory days of Star Wars space 
combat games like Rogue Squadron.

“The one thing we really wanted to do with 
Starfighter Assault  was make it feel much 
more epic and much more like a Star Wars 
battle, with a little bit of a story in,” explains 
Rob Wyle, producer at Criterion. “So the levels 
do have a narrative in, they are something 
that could have been in a Star Wars movie 
– the attack on the dock at Fondor, for 
example, is based around that idea.”

token effort 
You can tell. The pacing of the level, the 
different phases objectives come to you in, 
the ebb and flow of the combat as one side 
accumulates and deploys special troops – 
there’s a much more natural rhythm to the 
game this time around, and that’s vitally 
important for a Star Wars experience. EA has 
clearly listened to players’ feedback about 
the first game – that it was unbalanced, that 
you’d have players rushing the Hero Tokens, 
that it could become quite inaccessible – 
and taken measures to address the issues.

One of the biggest improvements is 
the implementation of a class system – a 
mechanic that’s been created specifically so 
players can play the way they want to play. 
“A big part of [the class system] is bringing 
more depth into how the game plays, so 
rather than just having a big collection of 
vehicles that are all just a little bit different… 
you’ve got a system that’s more of that rock-
paper-scissors idea,” Wyle explains.

“You’ve got one set of vehicles that’s great 
at taking down objectives, which are great at 
range, which are heavy and tanky (Bombers), 
and you’ve got another set that’s fast and 
agile and great at dogfighting (Interceptors), 
and you’ve got a middle set that’s fairly 
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balanced (Fighters). That way it’s clear to a 
player – depending on what sort of player you 
are – where you might want to go, what you 
want to play as. If you’re a team player you 
might want to stick with the Bombers, help 
play the objective, if you’re a dogfighter and 
all about killing as many people as possible 
you might want to go for the Interceptor.”

But working with the class system that’s 
also woven into the rest of the game wasn’t 
the only thing Criterion has done to make the 
Starfighters work in the game: the studio’s 
experience with Burnout and Need For Speed 
means it knows how vehicles should feel – 
whether that’s on the road or barrel-rolling 
through space.

“You’ve got full roll control over the ship 
now,” reveals John Stanley, designer at 
Criterion. “That will allow you to create really 
emergent Star Wars-like moments: you’ll be 
weaving through the dock, avoiding a TIE 
fighter’s fire… which is something you might 
not have had the control you needed to do 
that in the previous game.”

top of the clAss 
As it happens, Criterion’s approach to 
making the vehicles feel right isn’t a million 
miles away from what they studio is used to 

doing with more domestic machines – the 
development process is largely the same, 
and (luckily for the studio) Lucas has been 
on hand throughout development to ensure 
all the source material it could ever need has 
been readily supplied.

“As with all of our previous vehicles [at 
Criterion], we start off with game feel – it’s 
about how we expect a vehicle to handle 
and that’s no different when transferring 
that ideology to Starfighters,” Stanley 
explains. “How do we expect an X-wing to 
feel, how do we expect a Y-wing to feel? This 
methodology actually works really well with 
the class-based system as well: we think 
the X-wing as an all-round – it’s agile, but 
not too powerful. Something like the Y-wing 
is going to be tankier: a little bit slower but 
it’s going to be backed up by the massive 
amounts of damage it can provide. So it’s 
looking at each Starfighter individually and 
thinking about how it would feel.”

“And there is still plenty of reference: 
Lucas have been great collaborators and 
they will send us any information that we 
want on the various Starfighters, how they 
work and so on,” Wyle continues. “There’ll be 
a two-way conversation with us about any 
given vehicle, you know – we can say ‘we 

far riGht you’ll 
see iconic ships 
from all three 
star Wars eras.

beloW iden 
versio leads  
the inferno 
squad, a team 
of elite pilots 
fighting for the 
Galactic empire.

s t a r  W a r s  b at t l e f r o n t  i i

hero classes are typically more 
durable and deadly than 
standard units, and only one 
player can choose to activate 
the class at the same time. You 
don’t want four millennium 
falcons flying around at once: 
it’ll break the immersion.

4

You’re going to want to work as 
a team to harvest more points: 
working in unison with a squad 
allows you to enjoy damage 
boosts on targets, and can feed 
you more points if you defend or 
avenge fallen allies. 

1

even though you’ll be taking to 
space for most of the battles, a 
good number of skirmishes will 
take place on the planet’s 
surface, too – but don’t worry: 
you’ll still be able to fly x-wings 
and tie fighters groundside.

3

Just like in the previous game,  
hero classes will be available in 
Battlefront II, although this time 
they won’t be distributed by 
tokens on the map: players will 
have to earn the right play as 
the likes of boba fett in his 
Slave i ship.

2
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think this one should be faster, we think this 
one should be slower’ and we can have a real 
conversation about how an X-Wing feels how 
we all think it should feel in-game.”

The result is an experience that certainly 
makes up for a lot of the failings of the first 
Battlefront game, in space and beyond. 
By designing the Starfighters around the 
class system, the game will inherently push 
players towards a more team-based style 
of play… something that the original game 
lacked as seasoned players would just go 
headhunting for kills, since that was how you 
collected the most rewards.

“There are various different styles of play, 
really, so depending on what you want to 
do and what you’re comfortable with, the 
game objectives and the vehicles have been 
designed around that,” explains Wyle. “So if 
you’re a brawler and you want to get in and 
dogfight amongst other people, you can get 

points that way, or if you want to attack the 
objective, that’s something you can do, too.”

stAy on tArget 
So that the game doesn’t get too crowded 
around one specific point, the studios 
responsible for building the game have 
given players a variety of targets on which to 
focus their attention. “You’ll notice there are 
multiple objectives – you’ll have your main 
objective (which on Fondor’s phase one will 
be attacking the Imperial Cruisers) but you’ll 
also have secondary objectives. Again, on 
Fondor, these are turrets which are placed 
in a bunch of defensive positions around the 
map – you’re going to want to take those out 
because they’ll be causing you hassle. 

“Similarly, for on the defensive side, your 
objective is to take down as many of the 
rebel reinforcements as possible, but you’ve 
got things like the Y-wing bombers coming 

the unknoWn soldiers  
even though there are 
heroes in the game 
that will inevitably 
steal all the glory, 
the majority of the 
legwork is done by the 
humble footsoldier. 
battlefront ii 
operates across all 
three star Wars 
eras and as such 
will feature 
grunts from 
the droid 
army, the 
Clone army, the 
rebellion, the empire 
and the first order. 
While it might be 
exciting to go flying 
off as poe dameron 
in his shiny, unique 
black X-wing with bb-8 
nestled nicely in the 
back, spare a thought 
for the soldiers that 
pave the way for his 
triumphant arrival: 
without these 
nameless fighters, 
nothing in the star 
Wars universe would 
ever get done!

“lucas will send us any 
information that we want on 
the various starfighters”
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I need A  hero

Heroes will no longer be activated 
by the first person to grab a blue 
token. Now you can earn the right 
to play as one of these iconic 
characters with good, smart play. 
Heroes are taken from all three 
eras, and you’ll have different 
choices depending on the planet 
and era you are currently playing. 
Darth Maul is a particularly 
daunting foe; his fast-spinning dual 
lightsaber can do huge damage, 
while his Force Chokehold will pick 
up and throw an opponent. Ouch.

iden leads the single-player campaign, 
spearheading the inferno squad and 
killing rebel scum. hopefully she’ll 

pop up in multiplayer, too.

Iden versIo
rey moves fast, and can use her 

insight ability to see where enemies 
are on the battlefield, or Jedi mind 

tricks to mess with opponents.

rey
little is known of kylo’s powers 

currently, but we do know that if you 
pre-order the game you’ll get access 
to his outfit from the last Jedi.

kylo ren
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Q&A :  flyIn ’  rIght

Build your ship around  
the way you play 

one of the biggest fan complaints 
about the first Battlefront was that 
aerial battles had little depth. how 
are you changing the vehicular 
action for Battlefront II? 

rob wyle We’ve got our Star Class 
system in the game which will allow 
you to customise your ships. This 
works on a level of offensive abilities 
and defensive abilities: so for your 
Starfighters you might be able to  
put down parts that are going to  
be able to reduce the cooldown of 
one of your abilities so you can use  
it quicker.

These Star Cards you’re going to 
get from drops, from loot crates, and 
so throughout play you’ll be 
acquiring these drops and creating 
your own Starfighter that way. You’ll 
be getting those loot crate drops 
throughout your progression.

John stanley So in Starfighter 
Assault, the cards are set by class: 
Fighter, Interceptor and Bomber. One 
set of cards will apply to each of 
those classes. Each card will have a 
different rarity. The higher the rarity, 
the more effective the ability.

rob wyle Say, I often want to run 
the Bomber, but because it’s so 
slow, I want to crank up the speed a 
little bit. So I might play something 
that lets me go faster but sacrifices 
the strength of the bomber by giving 
up some armoured missiles.

John stanley You can build the way 
your ship works, really, around the 
way you want to play.

in which are going to be delivering extra 
payloads to the objectives you’re trying to 
defend, so you constantly have to keep 
that in mind. Corvettes are in there as well 
– you’re going to want to prioritise those 
because if they can continue to operate, 
they’ll just continually cause damage to you 
across each of the phases.”

“There’s still balance to be done,” Stanley 
interjects, “but we want to reward the player 
for however they’re playing the game – it 
helps reinforce the class system as well 
that if you’re a bomber and you’re going 
for objectives and you’re helping the team, 
you should be rewarded for that. If you’re a 
fighter, and you’re helping keep the other 
fighters off the bombers, you should be 
rewarded for that, as well.”

dreAm teAm
By positively reinforcing players when they 
achieve something in their own style of play, 
the developers are hoping to create more 
emergent moments that form the crux of 
the Battlefront experience: DICE, Criterion, 
Motive and EA are all trying to achieve that 
wonderful sense of a Star Wars fantasy 
that can only really exist in a series like 
Battlefront – a series that not only gives you 
all the pieces you need to create a full-on 
Star Wars fantasy but also the opportunity to 
play those pieces how you want to.

“If you’re attacking an objective 
specifically, you’ll notice the objective turns 
yellow: what this is telling you is that you and 
the people you spawned in with – the people 
in your flight – if they all attack the objective 
at the same time, they’ll get a damage 
bonus,” explains Wyle. “So what we’re trying 
to incentivise is this second-to-second 
gameplay where you can fight together, 

go on bombing runs and form cohesive 
strategies with other people.

“A couple of other bits of teamplay you’ll 
find in Starfighters as well: there are Avenger 
and Saviour bonuses – so if someone in your 
flight is being attacked and you manage to 
take down the person who’s attacking them, 
we’ll give you a bonus (as well as the person 
you’ve saved!). Likewise, if they get taken 
down, you can chase down the person that 
killed them and you’ll get an Avenger bonus.”

“It’s great gameplay there – for us to try 
and reinforce team play in order to push on 
the objective and make the battle feel more 
like a battle – but it’s also a great Star Wars 
play,” smiles Stanley. “If we can encourage 
players in a flight of four Y-wings to stay 
together and do a bombing run, that’s going 
to feel like a magic moment.”

As Star Wars Battlefront II adds breadth 
and depth on top of the first game in the 
rebooted series, it’s clear that EA is putting 
everything it can into delivering a game that 
players want to play. Every criticism of the 
first game is being addressed – there’s a 
new progression system, there’s a single 
player mode built from the ground-up by a 
dedicated studio, there’s a totally revamped 
PvP mechanic underpinning the core 
gameplay… it’s clear EA wants to celebrate 
Star Wars broader legacy.

With Motive handling the single-player, 
Criterion working its magic on the space 
battles and DICE doing the boots-on-the-
ground combat that it does so well back 
on the planet surface, it’s safe to say that 
Star Wars Battlefront II is in safe hands, and 
promises to be a game – more than any that 
have come before it – that will allow you to 
live our your most intricate, meaningful Star 
Wars fantasies on an incredible scale. n
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above the new 
starfighter 
assault mode 

will take place 
in locations 

like this one, 
above the planet 

of fondor.
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A brief 
history of 

rPGs on 
XboX

o x m  i n v e s t i g at e s

The official xbox magazine

Role-playing games are a true staple 
of the gaming landscape – from epic 
fantasy tales to violent shooters, so 
many games out there embody aspects 
of this industry stalwart. Even big 
games such as Destiny 2 owe a lot to 
the humble RPG, its addictive levelling 
and loot progression systems all come 
from RPG beginnings.

While the genre’s beginnings were 
on PCs with text-based adventures, it 
was the shift to consoles that made 
them as popular as they are today,  
and in particular the original Xbox 

is what brought them 
mainstream acclaim in the 
West by putting them in the 
hands of millions of gamers. 

Some are more iconic 
and influential than 
others, however. From 
the original Xbox to 
the modern-day – 
these are the RPGS 
that have made the 
genre what it is today 
and whose influences will still  
be felt for years to come.

The role-playing games that have defined Xbox’s 
past and are shaping its future 

Daniella lucas
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03
Fable

This cheeky fantasy world from the UK was 
full of quests to take part in and, er, farting. 
As well as its childish sense of humour 
it pioneered a great good vs evil system 
that saw your moral choices within the 
story affect your appearance. So, choose 
to kill someone and your body would be 
become tainted by your misdeeds, giving 
you a deathly pallor and some impressive 
demonic horns. You also aged at several 
different points in the game, following your 
hero from a kid all the way to adulthood. The 
world was also full of opportunities to woo 
villagers and even start a property empire by 
buying houses to then rent out to townsfolk 
and earn even more gold. It was incredibly 
ambitious for its time, though didn’t quite 
live up its grand expectations – something it 
kept trying to rectify in later series additions.

DEV Lionhead Studios 
RELEASE Sept 2004

01
The elder ScrollS III: 
MorrowInd

The one that started it all for Xbox owners 
and the inspiration for many open-world 
RPGs over the years. Elder Scrolls had 
appeared on PC before, but not quite like 
this – the third entry opening up its world to 
let you explore it more freely and focusing 
less on its main story. You could choose your 
race, class and other stats to customise 
your character more deeply before setting 
out on the island of Vvardenfell and 
exploring the forests of giant mushrooms 
that felt far removed from other more 
traditional European-inspired fantasy 
settings. Morrowind is so influential that  
The Elder Scrolls Online has even revisited 
the area in its latest expansion, albeit 
a souped-up version, to appeal to the 
numerous fans of the original.

DEV Bethesda 
RELEASE Nov 2002

03

01

02

02
STar warS: KnIghTS oF The 
old republIc

Arguably one of BioWare’s most famous  
RPGs and one of its most historically 
significant, paving the way for the Mass 
Effect series years later. It’s also one of 
the best-loved Star Wars games ever 
made, letting you create your own Jedi and 
following a story set 4,000 years before  
any of the films. Thanks to its setting the 
studio was given a lot of creative freedom  
to create more unique characters that 
became memorable parts of the extended 
Star Wars universe. Unfortunately it’s not 
officially confirmed as canon anymore, 
but that won’t stop fans seeing it as such. 
It also became one of the fastest-selling 
games ever on the original Xbox, confirming 
that the RPG genre was going to feel very 
much at home on consoles.

DEV BioWare 
RELEASE Sept 2003

R P G s  –  A  b R i e f  h i s t o R y

2002

The elDer scrolls 
iii: MorrowinD
Fantasy meets cats.

2003

sTar wars: KnighTs 
of The olD republic
Build your own Jedi.

2004

fable
Good vs evil. Love  
vs flatulence.

2008

losT oDYsseY
Immortal amnesiacs 
save the world.

2005

JaDe eMpire
Kung-fu capers  
for all.

062

The official xbox magazine



06
dragon age: orIgInS

After trying the whole space romance thing 
for a while with both Knights Of The Old 
Republic and the first Mass Effect, BioWare 
finally tried out fantasy kisses on Xbox 
360 in 2009 and solidified gamers’ needs 
for convincing companions to smooch. 
An epic tale that saw you fighting against 
Darkspawn, the highlight was speaking 
to your companions during your travels to 
get to know them better and find out what 
to give them to get a sexy fade to black. 
BioWare has come a long way since then, it’s 
not as easy as finding the right item to start 
a relationship, but this felt like their turning 
point in figuring out how to make digital 
relationships more convincing.

DEV BioWare 
RELEASE Nov 2009

04
Jade eMpIre

A western take on a Chinese-inspired world 
full of martial arts and two fighting styles 
that played out much like Mass Effect’s 
Paragon and Renegade system. It was 
action-based, but while the combat was 
simple the systems behind it were intriguing. 
You could choose to make decisions 
that followed the way of the open palm 
(aka being good) or the closed fist (evil) 
that would affect the story as you went. 
The game also felt rather short, but the 
characters, world and choices made it  
worth replaying just to see what would 
happen if you chose differently. All these 
aspects feel old-hat now, but Jade Empire 
helped solidify them as mainstays of the 
genre even to this day. Hopefully we’ll see 
a return to this world at some point.

DEV BioWare 
RELEASE April 2005

04

05

06

05

2009

Dragon age: origins
Fight the blight and 
seduce your friends.

2012

borDerlanDs 2
More guns and fun 
than the first one.

2011

sKYriM
Ignore the story for 
the best experience.

2015

The wiTcher iii
The open-world  
RPG perfected.

2016

final fanTasY XV
Japan tries 
open-world romp.
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05
loST odySSey

One of the few Japanese RPGs to 
call an Xbox console its home, but 
also a classic example of this sub-
genre. It follows Kaim and a band of 
immortals trying to ease tensions between 
several nations at war. With turn-based 
battles and a heavy reliance on amnesiac 
characters it’s a classic JRPG, but one 
that is done incredibly well. It also has the 
original creator of the Final Fantasy series 
behind it – Hironobu Sakaguchi – who had 
left Square Enix to start his own studio 
called Mistwalker after the failure of the 
Final Fantasy movie. It’s most notable for 
the short stories of Kaim’s past hidden 
throughout it – these were simple text 
pieces which used sound 
and movement to invoke 
a surprising amount of 
emotional depth.

DEV Mistwalker 
RELEASE Feb 2008



08

07
SKyrIM

The most famous RPG of them all thanks 
to its stunning world that was full of 
hidden places to explore. It’s so iconic 
that it recently got an HD remaster on Xbox 
One complete with mods that help you 
customise your wanderings even further. 
Yes there is a story to follow about being the 
Dragonborn, saving the world and shouting 
at things but mostly this game is about just 
picking a direction and seeing what’s there, 
tasting butterflies and random plants along 
the way. There have been bigger worlds 
since, but Skyrim felt like the first game that 
gave you an immense amount of freedom to 
just go adventuring and hang out in taverns. 
The dragon-fighting can wait.

DEV Bethesda 
RELEASE Nov 2011

09
The wITcher III

Considered by many to be the open-world 
RPG perfected, thanks to its brilliant 
storytelling and vast world that feels 
surprisingly realistic for a realm filled with 
mythical beasts and magic. With a twisting 
tale to follow, but plenty of sidequests to 
keep you distracted there’s enough game 
here to keep you occupied for a whole 
year. Geralt is also a fantastic hero – his 
personality is strong enough to carry the 
story, while still being enough of a blank 
slate for you to give him your own one. Will 
your Geralt help everyone he meets or shun 
people and be an asshole? If you’ve got even 
the slightest interest in the genre then this 
is the game you need to pick up.

DEV CD Projekt Red 
RELEASE May 2015

07

08
borderlandS 2

Why is a shooter on this list? Because it 
owes more to RPGs and loot than it does to 
first-person shooters. Set on Pandora, you 
play as one of four Vault Hunters working 
together to find treasure, but betrayed by 
antagonist Handsome Jack. You may fire 
guns from a first-person perspective, but 
the story and character level progression are 
very much RPG staples. This second entry in 
the series followed on five years later from 
the first, but improved on everything that 
came before so is the more well known of 
the two. It’s also thought to have helped 
inspire Destiny’s blend of fancy gunplay and 
RPG loot, though that leans far more heavily 
on the shooting side of the divide.

DEV Gearbox Software 
RELEASE Sept 2012

09
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 10
FInal FanTaSy XV

The latest entry in the biggest RPG series in 
the world is an interesting beast. Combining 
both traditional JRPG storytelling and 
western open-worlds you can see all of its 
influences coming from the same games in 
this very list. It has all of the hallmarks of a 
Final Fantasy game – heroes with amazing 
hair and intricate outfits, and, of course, 
plenty of Chocobos. But in a first for the 
series it also has a western-style open world 
for a large proportion of the game that’s 
loosely based on the American countryside. 
Think gas stations and diners along desert-
like highways as you cruise around in your 
convertible car with your bros. 

It definitely has its foibles and was 
marred by a tumultuous development over 
the course of nearly 10 years where it went 
from a spin-off to a main entry and changed 
from one director to another, but that’s  
what makes it so historically important 
to the genre. While taking so long it had 
to change dramatically to fit the evolving 
tastes and expectations of gamers as well 
as upgrade to a whole new generation of 
consoles. The plot was changed, and certain 
characters who had been shown were axed 
years later; they even threw in an anime  
and a CGI film to flesh out its world. It’s a 
wonder that it made it out at all and was  
so well received considering all of the 
problems along the way. 

DEV Square Enix 
RELEASE Nov 2016
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Destiny was first teased in Halo 3: ODST, in a poster showing a white globe over the Earth and text reading ‘Destiny Awaits’

After all of the waiting and all of that grinding for 

Light it’s finally here.  Destiny 2  (p70) has arrived  

to hook you back into the land of MMO shooting 

and legendary gear. Will it exceed the expectations 

of the first game or crash and burn like a destroyed 

Traveller? Read our in-depth review to find out.  

Next we take a trip back to Arcadia Bay in  

 Life Is Strange: Before The Storm  (p74), but this 

time without the time-bending powers. There’s still 

plenty of teen drama to navigate though, so it’s 

challenging enough uncovering the town’s mysteries 

while figuring out your relationships without being 

able to rewind your actions. Every now and then 

a game takes us by surprise, the type that would 

normally slip right under your radar but is a secret 

hit that deserves to get some serious love. So say 

hello to  Shadow Tactics: Blades Of The Shogun  

(p80) and be sure to give it your undivided attention 

– especially if you’re a fan of games that make you 

plan all of your actions. Finally, the famously insane 

world of dinosaur riding and survival that is  Ark:  

 Survival Evolved  (p86) has finally left Game Preview 

and has had loads added for its final release. Though 

now that it’s open to the masses will it still be a 

wonderful romp filled with accidental pooping, or 

has the sheen rubbed off over time leaving nothing 

but a crumbling, ancient fossil behind? 086

editor’s
choice

irrespective of score, 
the editor’s choice 
award is given to 
games with the 
quality, ambition or 
uniqueness to stand 
out from the crowd. 

can’t make sense of 
our out-of-ten rating 
system? then see 
below for your  
at-a-glance guide.

titles with this 
symbol are on game 
Preview, so while they 
aren’t finished, you 
can still find out if 
they’re worth playing.

HOW WE 
SCORE:

10  a gaming 
masterpiece

9  an essential slice 
of brilliance

8  give it a whirl and 
you won’t regret it

7  Some minor flaws 
but still good

6  Solid, but not 
setting any  
loins aflame

5  average. not  
good, but not 
terrible either

4  honks just a bit
3  look away, lest  

ye be tainted
2  angry-makingly 

bad
1  Just... no...
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Jealousy is such an 
ugly emotion. One 
year after Destiny’s 
last expansion, Rise 
Of Iron, jerky-skinned 
emperor Dominus 

‘Gary’ Ghaul leads his Cabal forces to 
Earth and steals everyone’s power for 
himself, severing the link between 
you and magic-bestowing orb The 
Traveler before vowing to blow up 
the sun. Since being normal isn’t 
much fun, and also because we need 
our sun to live and stuff, your newly 
vulnerable Guardian must venture 
across the Solar System acquiring 
Light (think supernatural prowess) to 
stop Ghaul and his Red Legion. And 
maybe learn a cool new emote while 
they’re at it. Breakdance!

All your efforts in Bungie’s original 
massively multiplayer shooter reset, 
and that’s great for everyone. This is a 
sequel beckoning newcomers and 
incentivising pros to experiment with 
awesome new weapons and classes. 

missions for up to three people; or 
perform tasks for the area’s stationed 
NPC, like gentleman sniper Devrim, who 
has us clearing mines and planting 
beacons. There’s just as much to do 
alone as there is with others.

As with all other modes, the 
campaign seamlessly weaves 
throughout a cohesive Destiny 2 
experience, physically indicated by 
flags planted in dirt you’ll need to visit 
and trigger. It’s more cleverly scripted 
than anything Bungie’s done 
post-Halo, with dramatic set-pieces 
and purposeful pacing showcasing 
the studio’s cinematic craft. 

There’s the ‘wow’ moment, your 
Guardian leaving behind this 
forbidding atmosphere and entering 
the Arcology, a towering greenhouse 
built as a sustainable habitat for 
humanity (seriously, it’s massive). This 
is followed by gnawing tension as you 
battle demonic infestations emerging 
from cocoons covering sleek hallways. 
Then, finally, the payoff as you make 

Destiny 2
Save the Solar SyStem by becoming earth’S lightieSt hero Ben Griffin

PuBlisher ACTIVISION / DeveloPer BUNGIE / format XBOX ONE / release Date OUT NOW / cost £45.99 

above tree, 
pylon, tree, 
pylon. Know which 
is which.

eDitor’s
choice

In fact, Destiny 2 could have used 
more of this slate-cleaning boldness, 
because it’s surprisingly familiar in 
other respects. Take the early game 
structure, which remains largely 
unchanged. You start by choosing 
your Guardian, whether no-nonsense 
human, rainbow-coloured awoken, or 
chrome-domed exo, then use a 
versatile creation suite to make, say, a 
plum-coloured avatar with blue lips 
and a feathery mullet. Unfortunately 
you can’t edit their hair or face later, 
which is annoying given the transient 
nature of fashion.

Basic Cabal
Once that’s done you soon settle into 
a pattern: venture out alone or with 
other Guardians across several hub 
worlds in efforts to kill aliens and loot 
increasingly rare gear; join impromptu 
public events in which instanced 
players team up to destroy durable 
mechs or repel a brief enemy blitz; 
embark on more structured Strike 
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your escape in a roaring jeep. No 
longer the glorified tutorial it was in 
Destiny, this is precisely the sort of 
lengthy single-player attraction the 
sequel needed. The one caveat is how 
it repurposes existing environments 
instead of introducing new ones, but 
geographic déjà vu doesn’t overly 
unsettle the spectacle.

Art imitating Light
Former Destiny vendors Zavala, Ikora, 
and Cayde-6 come into their own here 
with major story roles, and there are 
new characters in bitter Light-less 
survivor Hawthorne, who Bungie use 
to explore tension between the haves 
and the have nots. From her EDZ 

crow’s nest she sees The Last City not 
as a refuge but as a solipsistic 
enclave whose walls have driven 
humanity apart. 

Antagonists are just as important, 
and each hostile species has its own 
fighting style. There’s the Fallen, a 
collection of insectoid pirates 
restlessly contesting ruined 
settlements for the scavenged 
pickings; crusty ancient aliens the 
Hive, who spread like a disease 
through space and overwhelm you 
with superior numbers; semi-organic 
androids the Vex and their damage-
soaking light shields; the Cabal, an 
industrial empire deploying ballistic 
shields, jump packs, and vehicles; and 

the Taken, corrupted versions of other 
enemies capable of unpredictable 
short-range teleportation. 
Disappointingly, they’re all returning 
opponents, a greatest hits 
compilation when new material was 
the way to go. Haven’t you broken up 
enough Cabal families by now?

It’s a testament to the sensational 
gun-feel that Destiny 2 resists 
stagnation. Shooting is tighter, 
snappier, and buoyed by a surge of 
punchy new feedback effects, even 
more entertainingly evergreen. The 
three new categorisations of weapon 
UI are kinetic for hard-hitting neutral 
damage, energy for knocking out 
shields, and power for ending the 
fight against, say, a swarm of war 
beasts or a berserking Vex minotaur 
with a shotgun or grenade launcher. 
While it initially seems a lateral move, 
fixing what didn’t need to be fixed, 
this frees up loadout building and 
removes unnecessary restrictions. 

Beyond guns lie classes. There are 
three new subclasses to pick under 
the returning banners of Hunter, Titan, 
and Warlock, and their screen-filling 
ferocity makes you feel even more of a 
superhero. Warlocks get Sunslinger, 
whose Daybreak super sees them 
sprout fiery wings and smite foes with 
solar light. Hunters have Arcstrider, 
who bounds around battlefields 
gracefully twirling an electrified staff. 
And Titans can access Sentinel, able 

What is it?
A massively 
multiplayer loot-
based shooter 
comprising of 
single-player, 
co-op, and 
competitive 
modes.

What’s it like?
Expansive. 
You’ll venture 
to unexplored 
corners of the 
solar system 
blasting aliens 
and getting swole.

Who’s it for? 
Anyone and 
everyone. You 
don’t need prior 
knowledge of the 
series – or even 
mates – to enjoy 
Destiny 2.

short
cut

left each 
location 
features 
gorgeous day/
night cycles.

Level 20 Destiny players who’ve completed the Black Garden quest can import their character’s physical appearance 

above meet 
Devrim, the 
gentleman sniper 
who gives you 
missions, sells 
you gear, and 
teases you with 
nonexistent cups 
of tea.

oppoSite Due to 
similarities 
with Destiny’s 
bladedancer 
subclass, some 
fans have come to 
call the hunter’s 
new arcstrider 
subclass 
‘poledancer’.
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to summon protective barriers and 
discus-launch shields. There are no 
prefab roles as in traditional MMOs,  
so those who fatigue can switch 
between these listed subclasses or 
others without arduously reassigning 
skill points. As a result, everyone can 
play the lead in Destiny 2’s 
collaborative landscape. 

Triggered
Blending powers reveals the depth in 
Destiny 2’s chaotic reverie. Take the 
Sunslinger. One passive perk allows 
you to float in the air while aiming, so 
you can use this to get an angle on 
foes cowering in cover. Trigger your 
super while suspended and you can 
continue using the height to cast 
bolts of flame. Then, provided you’ve 
slotted Sunslinger’s ground-pound 
ability, you can unleash the final strike 
of your flurry with a bone-rattling 
air-to-earth slam. It’s like reeling off  
a sublime fighting game combo. 
Multiply this by numerous Guardians, 
subclasses, and legendary weapons, 
and there’s some serious creative 
juice to draw from Destiny 2’s veins.

Loot is the reward, tapping into 
humanity’s magpie brain with startling 
effectiveness. Shiny new weapons are 
the driving force, and they’re worth 
chasing, with blinding grenade 
launchers, burst-fire black hole rifles, 
and foe-exploding pistols only 
pushing us to discover what else lies 

in the far reaches of space. Style 
savants we are, it’s gear that provides 
just as much of an impetus, and 
armour design reaches artful new 
heights. A graphical technique called 
physically-based rendering (PBR) 
leads to more realistic materials such 
as fur and leather, furnishes metal 
with convincing gloss, matte, or 
powdered paint, and makes 
iridescence look extra exotic. Only 
Warlocks can earn a rare set of golden 
angel wings decked out with 
thrusters, offering both increased 
airtime and respect on the street.

After you’ve finished the campaign, 
your loop is repeating content to earn 
Engrams (basically boxes of stuff), 
and either weep or celebrate at the 
bounty of weapons, armour, dyes, 
emblems, emotes, and jumpships 
they contain. This makes it much like 
the original’s hamster wheel once you 
hit the level cap, albeit a subtly 
improved one. Strikes are better at 
telling more self-contained stories, 
and regularly switch up enemies 

across dynamic environments. 
Adventures offer a much-needed 
personality boost. And The Crucible 
returns in finer form, benefitting from 
shrinking teams to 4v4 and cleaning 
up the HUD for coherence, even if it 
again fails to capture the zeitgeist  
like Halo did so definitively. Grinding 
thousands of AI enemies to pulp for 
prizes is what Destiny 2 is about, not 
being pulped yourself.

But the Crucible is far from an 
afterthought. Nothing in Destiny 2 is. 
Every element has been considered, 
reconsidered, and iterated upon, from 
wholesale campaign improvements, 
luscious levels, better Strikes, and 
powerful new classes, to weapon 
reorganisation and a UI spruce. Rather 
than introducing major new features, 
Destiny 2 expands out like the Big 
Bang, at once immediately exciting 
and immensely promising. It’s a game 
that manages to be all things to all 
human, awoken, and exo. n

Raids are a central 
component of 
Destiny. These 
six-person co-op 
missions offer 
major payouts 
upon completion. 
At the time of 
writing, Bungie 
has yet to 
implement Destiny 
2’s Raid, so we 
can’t offer a 
verdict. When it 
does go live, a 
new matchmaking 
system, Guided 
Games, aims to 
streamline the 
previously finicky 
organisation 
process. It lets 
you search for 
clans to join, and 
once in, you’ve 
got an automatic 
list of potential 
allies. Better 
yet, everyone 
in the clan gets 
a share of the 
spoils. Traditional 
matchmaking 
would have been 
quicker, but 
Guided Games aim 
to foster lasting 
relationships.

ThE RAIdY 
BUNCh

“Rather than 
introducing major 
new features, it 
expands out like 
the Big Bang”

oXm verDict 
Whether 
chatterbox, lone 
wolf, newcomer, or 
old hand, Destiny 2 
is unmissable.

9
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There’s a girl in 
Arcadia Bay called 
Chloe Price, and 
Chloe doesn’t like 
herself very much. 
When we first meet 

her in 2015’s Life Is Strange, she 
is abrasive and rude – an acid-
spitting cherry bomb with the power 
to alienate everyone around her, 
including those who love her most. 
Even for players she was a divisive 
character; some couldn’t crack 
Chloe’s tough exterior while others 
acknowledged her vulnerability.

Before The Storm takes the 
opportunity to explore Chloe further. 
Set three years before the events of 
Life Is Strange, 16-year-old Chloe has 
been stripped of her iconic blue hair 
but none of her anger, or her need to 
cause mischief. The start of the first 
episode, for example, sees her trying 
to sneak into a seedy backwater bar 
where a thrash-metal band is playing. 

Players familiar with Chloe will roll 
their eyes fondly at this sequence 
of events, as she seethes at the 
bouncer who dismisses her fake ID 
and tries to dodge a weed dealer.

Rebel heart
It’s during scenes like this that Chloe 
makes a refreshing protagonist. Life 
Is Strange’s Max may have had her 
impish moments, but her mousy 
demeanour often stopped her from 
doing anything too extreme. Chloe, on 
the other hand, isn’t afraid to cause 
utter chaos, and her penchant for 
misbehaviour is fun to play around 
with. The episode is full of these juicy 
moments, whether it’s choosing to 
steal a t-shirt from an arrogant punk 
or ruining Victoria Chase’s chemistry 
homework by spelling out FUCKU with 
elements of the periodic table. 

Alongside the shuffle of heroine, 
the game has switched hands from 
original French devs DontNod to US 

developer Deck Nine. It may feel like a 
risky move, but once you start playing 
you’ll hardly notice the transition.  
As in Life Is Strange, the attention to 
detail is incredible, and it’s obvious 
Deck Nine is in love with the suburban 
sprawl of Arcadia Bay. From walls 
scrawled with graffiti and surfaces 
overflowing with stickers, the world 
actually feels lived in. Deck Nine also 
understands the spaces that are 
special to young people – the altars 
we make of our bedrooms, with its 
mess of trinkets and sacred objects – 
and how comforting it is to escape.

Deck Nine has emulated the first 
game seamlessly. This means that 
every interaction revolves around 
dialogue choices and defining the 
narrative through your approach to 
other characters. Deck Nine has also 
tried to build upon the first game with 
a new feature called backtalk, where 
Chloe uses insults and wit to get 
what she wants. Highlighted by a blue 

What is it?
A prequel to indie 
hit Life Is Strange, 
which switches 
focus from Max to 
her prickly best 
friend Chloe.

What’s it like?
A coming-of-
age indie movie 
that explores 
all the joys and 
heartaches of 
being a teenager.

Who’s it for? 
Fans of dreamy, 
teen-centric 
games such as 
Gone Home and 
Oxenfree.

short
cut

Life Is Strange: Before 
The Storm – Episode One
The edge of sevenTeen kimberley ballard 

Publisher SquAre enix / develoPer DeCk nine / format xbox one / release date out now / cost £5.19 per epiSoDe or £13.99 For the CoMplete SeASon

The only unrealistic thing about Chloe in this episode is how early she gets up for school...
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speech bubble, you have to choose a 
the correct sequence of whip-smart 
responses or fail the challenge. You 
don’t have to backtalk, of course, but 
it’s the best way to experience Chloe 
as a playable character.

Second act
Not everything about the game feels 
as accomplished. Part of what made 
Life Is Strange special was Max’s 
ability to rewind time and make 
difficult decisions. There were also 
different plot strands to follow, from 
trying to find Chloe’s friend Rachel 
Amber to solving the mystery of elitist 
high school society The Vortex Club. 
There were also Max’s visions of a 
tornado hitting Arcadia Bay. Without 
these layers, all we have is Chloe’s 
story, and at times it can feel like 
beautifully produced fanfiction.

One spectacular addition is the 
introduction of Rachel Amber, a 
central character from Life Is Strange 

who we never had a chance to meet. 
The game’s version of Laura Palmer, 
Rachel was the missing girl whose 
absence was slowly driving Chloe 
mad. Her appearance in Before The 
Storm gives the character’s mythic 
qualities a lick of realism. We realise 
she isn’t a goddess but a teenage 
girl, and it’s when Chloe and Rachel 
ditch school to spend a languid,  
sun-washed afternoon together that 
the episode hits a high note.

This is an episode, then, of two 
halves. The first part, unfortunately, 
feels too much like a rehash of  
Life Is Strange to fully hook, with  
repetitive encounters and spaces  
we already explored in the first game. 
Because of this, it’s easy for your 
attention to slip and to find yourself 
zipping through certain scenes on 
autopilot. The friendship between 
Chloe and Rachel is special, however, 
their interactions super-charged  
and immediately intimate.

Without Max’s powers, Before The 
Storm is a simplified coming-of-age 
tale about a girl who wants to belong. 
And this isn’t a bad thing. It may be 
marketed as a dreamy coming-of-age 
game, with key scenes swathed in 
soft indie music and torn clothing, 
but the topics it explores are thorny 
ones, from Chloe’s overwhelming guilt 
to the self-destructive sheen that 
coats her relationship with Rachel. 
We just hope the next two episodes 
affect us in the same way. n

because of a 
Screen Actors 
guild strike that 
took place during 
development, 
Chloe’s original 
voice actor, Ashly 
burch, has been 
replaced with 
rhianna DeVries. 
burch has stayed 
on good terms with 
the developers, 
though, acting as 
a story consultant. 
the game’s lead 
writer zak garris 
has even said that 
Dontnod were so 
immersed in Before 
The Storm when 
playing it they didn’t 
even comment on 
the change of  
voice actor.

new girl

oXm verdict 
it suffers from a 
slow and repetitive 
first act, but once 
Chloe and rachel 
meet, sparks fly. 

7

far lefT Just 
a relaxing 
afternoon 
listening to 
Bikini Kill.

lefT Chloe’s 
homage to stand 
By Me had gone 
too far.

“It’s obvious that 
Deck Nine is in 
love with the 
suburban sprawl 
of Arcadia Bay”

righT Chloe and 
rachel spend 
an afternoon 
together. Beware 
the mosquitos!
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Anyone who soaks 
themselves in 
Formula One is 
aware of how 
complicated, how 
exacting the rules 

can be. However, the drama that 
occurs off the track – both during a 
race and before the green light – is 
largely inconsequential to anyone 
who just wants to watch fast cars go 
whizzing around a circuit. With all of 
this in mind Codemasters has made 
an absorbing racer that captures that 
finicky minutiae and skilfully turned it 
into an entertaining campaign.

Anyone who simply gawps at the 
screen when Ricciardo, Vettel and co 
are attacking the curves will learn a 
lot about the pinnacle of motorsport, 
and that’s largely achieved through 
minigames. Probably not what you 
expected to hear. Presented as 
challenges during practice sessions, 
you have to manage the wear and 
tear on your tyres, fuel allocation and 
learn the racing line over a few laps of 
the course. These ought to be familiar 

to anyone who played last year’s 
game, but in 2017 they also serve to 
reward you with currency – Research 
& Development points – to pour into 
your car and team to upgrade its parts 
and capabilities, as well as spitting 
out a strategy for the race ahead. 

Less is more
Learn the racing line and develop a 
strategy for saving fuel, and your team 
will load your car with less petrol. 
However, this fuel-saving behaviour 
now becomes your strategy during the 
race, as opposed to simply gaming 
the pre-race challenge for the most 
amount of R&D points. Flog your 
car on the track in the race with a 
partially-filled tank and you will come 
to an embarrassing stop as you run 
out of juice.  

This year’s cars seem to buck 
common sense – they’re heavier 
than last year’s, but post faster 
lap times thanks to wider tyres and 
better aerodynamics. Codemasters 
has captured the essence of them 
perfectly whether you’re playing with 

a wheel or pad. The latter’s preferable 
as you’ll feel some tenacious 
resistance here, but your Xbox One 
controller offers tactile feedback, 
and getting a feel for squeezing the 
triggers soon becomes quite natural. 
Their sound, too, is well realised, for 
better or worse – they’re not what 
fans would call emotive at all, a hollow 
buzz compared to the eardrum-
shredding yowl from not that long ago.

Which is a perfect segue to 
contrasting all of that against the crop 
of classic cars sprinkled throughout 
your career. Eleven classic machines 
are offered as invitational events – 
very similar to the system used in 
Forza Motorsport. These invitationals 
might be vanilla races, or checkpoint 
challenges; no matter their form they 
offer welcome refreshment when 
you’re in the thralls of a career. Each 
feels different to the last, and hopping 
back into your own car afterwards 
offers a lot more appreciation.

What shatters the illusion is mild 
screen tearing. It’s not enough to put 
you off, as by and large the game 

What is it?
Codies’ best 
F1 game, and a 
wonderful single-
discipline racer.

What’s it like?
A crash course in 
race technique 
courtesy of 
the most 
sophisticated cars 
on the planet.

Who’s it for? 
F1 fanatics, 
mostly, and 
anyone who 
wants to absorb 
themselves in the 
art of racing.

short
cut

F1 2017
There’s no VersTappen This series Paul taylor

Publisher CodemAsters / DeveloPer CodemAsters / format XboX one / release Date out now / cost £54.99
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runs at a solid 60fps, but it’s a shame 
nonetheless. Hopefully a patch will 
sort that out.

Development hell
Those R&D points fuel F1 2017’s mild 
RPG element. Four main limbs sprout 
off a central skill tree, with plenty 
of smaller branches coming off it to 
improve your drivetrain, engine and 
so on. A staggering 115 individual 
upgrades can be completed, and it’s 
a daunting spreadsheet. You’re free 
to upgrade as you see fit, though 
the AI engineer is on hand to offer 
a recommended path. As you apply 
each upgrade you’ll see how rival 
teams are improving, which applies 
extra pressure, but with a 10-year 
career to conquer as many upgrades 
as you can there’s plenty of time to 
make the car your own.

Your focus in F1 2017 compared 
to many other racers is a seismic 
shift. Rather than simply mastering 
the racing line and out-muscling the 
competition you have to play smart, 
and become an efficient racing car 

driver. Perfection in a race is fine as 
a theoretical goal, though a far more 
achievable goal is to be intelligent.

The RPG system doesn’t end 
there. You’re limited in the amount of 
parts you have, and ordering a fresh 
new powerplant when you can still 
– in theory – eke a few more races 
out of your current motor incurs a 
penalty. Parts do (and will) break, too, 
chastising carelessness. It’s never 
unfair, just accurate. 

A lot of it comes down to how you 
read the track, which rubbers in after 
practice sessions to offer more grip 
on the racing line. That all goes to pot 
if it rains at the start of a race, and 
there’s genuine tension in getting 
the tyre strategy right as you look at 
the skies. The AI operates with similar 
concerns, and the best thing we can 
say is that it all feels natural, even as 
the difficulty scales up. 

lefT races are 
bookended by 
chats with your 
crew in charming 
vignettes.

far lefT The 
pre-race intros 
offer sparkling, 
atmosphere-
building insight 
for the race.

righT Your ai 
counterparts 
aren’t perfect, 
and crashes add 
to the realism 
of the sport.

All of this adds up to be the most 
comprehensive F1 in years. While 
it’s largely iterative rather than 
revolutionary, there hasn’t been a 
game that really portrays the feeling 
of racing in F1 – the race itself and 
balancing resources. While your 
legacy as a driver takes some time 
to establish, there are uncountable 
micro moments that offer rewards.  
A truly great sim, in that case. n

“With a 10-year 
career there’s 
plenty of time 
to make the car 
your own”

You get 20 
invitational events 
throughout the 
course of your 
career, and it’s 
these that dump 
you into a classic 
car. while they’re 
true to their 
handling – or, at 
least, true to the 
way you think they 
feel – they’ve had 
the tobacco logos 
erased, the driver’s 
helmet design is 
absent, and you’re 
racing on modern 
circuits, rather  
than the layouts in 
the ‘80s and ‘90s. 
Can’t have it all,  
eh? (or perhaps 
until F1 2018…)

turn  
bACk time

oXm verDict 
rewarding and 
engrossing, it’s a 
fine F1 game. Fix 
that framerate and 
it’s perfect.

8

You can race in Ayrton Senna’s Championship-winning 1991 McLaren MP4/6
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Top down, loot-
hoovering action 
RPGs are not nearly 
as ubiquitous as 
you’d hope on 
consoles, especially 

in the wake of the brilliant Diablo III. 
Blizzard’s would be trend-setter 

didn’t just show PC Master Racers 
that this genre could thrive when 
played pad-wise; it demonstrated 
that this was actually a much better 
way to play – especially when friends 
and sofas got involved. But while 
Diablo III solved a whole bunch of 
archaic genre problems, it also threw 
longtime series fans for six. It was a 
touch lighter in tone than previous 
series entries, which up until then 
had delved into pitch-black dark 
fantasy devoid of japery. A certain 
number of perturbed fans ended up 
forming Grinding Gear Games and 
making Path Of Exile, a free-to-play 
spin on the Diablo formula which 

returns to a bleaker setting. On PC 
it’s been well received, but how will 
this Xbox One version fare? Will it, like 
Diablo III, improve on its PC forebear?

Let’s rewind first. For those 
uninitiated in this genre’s modus 
operandus, Path Of Exile involves you 
picking a character from a number 
of preordained classes. Once you’re 
into the game proper you navigate a 
series of top down maps taking out 
foes and gobbling up all the tasty loot 
that they drop. This all takes place 
on the island of Wraeclast, where 
naughty heroes spend their days in 
the titular exile. It’s a vast expanse, 
but, true to its genre roots, exploring 
the huge network of procedurally 
generated areas isn’t really about 
finding out what’s around the next 
narrative corner, but rather what will 
drop from the trousers of the next 
monster you kill around that corner.  

Which is fine, as the loot system 
in Path Of Exile is a fairly juicy one. 

The loot here drops harder and 
faster than a narcoleptic hippo and 
about as regular as a goose fed on 
nothing but bran flakes. It floods the 
screen, which is exciting for number 
crunchers at first, but it quickly 
becomes apparent that much of this 
is plain old garbage. The tell-tale glint 
of rarer items is when you’ll stop to 
pick through the prizes.

 
Skill them all
Much of the loot is plentiful but 
throwaway, but there’s another 
element to your gear that’s especially 
tangible. Skill gems can be slotted 
into equipment with the appropriate 
sockets to contain them, and these 
are the things that give your player 
avatar new abilities. These skill 
gems can be slotted in differing 
combinations too, providing a huge 
source of tinkering in between the 
slaughter. Slap a Caustic Arrow 
ability on your ranger and you’ll have 

What is it?
An action RPG with 
the emphasis on 
hitting things to 
make loot fall out.

What’s it like?
It’s like Diablo II, in 
fact it was made 
to mimic that 
game after Diablo 
III toned down the 
series’ grimness.

Who’s it for? 
Those looking 
to play while 
listening to 
podcasts in the 
background. It’s 
a meat grinder of 
numbers and gore. 

short
cut

Path Of Exile
Carving out a path in a post-Diablo worlD robert Douglas

Publisher GRIndInG GeAR GAmes / DeveloPer GRIndInG GeAR GAmes / format XboX one / release Date 24 AuGusT / cost FRee

The full starting character roster includes: Ranger, Marauder, Witch, Duelist, Templar and Shadow
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poison area of effect damage, for 
example. Plop a Multiple Arrow gem 
next to it, however, and that same 
attack will split and cause three 
pools of possible poison damage. 
Switching these skills around, and 
also exploring the vast skill tree 
which each character can only pick 
so many of the thousand or so skill 
nodes from, is what makes up the 
most delicious portion of the end 
game. Much like Diablo there is a keen 
sense of numbers getting bigger, of 
crits hitting harder and of your hero 
becoming more powerful, but there’s 
a playfulness here that’s absent in its 
genre cousin.

But – and this is a big one – there’s 
something that Path Of Exile gets 
very wrong indeed here in this Xbox 
One version: multiplayer. When you 
compare it with Diablo III, Path Of 
Exile’s team play options feel like 
they are deliberately hampering your 
ability to play with others. Sure you 

can invite people on your friends list 
to join your party, but meeting new 
players in the game and simply sliding 
into a group to play together is not 
possible. Instead you need to leave 
the game to navigate the Xbox One’s 
dashboard menus to do this. It’s fine. 
It’s possible to play with new people. 
But it takes more effort than it should 
and will leave those used to the 
breezy concept of just joining a quick 
match nonplussed.

Getting into Gear
It could be a crucial failing, but there 
is one other shining precedent here. 
Grinding Gear, unlike the painfully slow 
Blizzard behemoth, have consistently 
updated and patched the PC version 
of the game since initial release and 
noises from the studio make it sound 
like we should expect the same here. 
In fact we’re told a patch with a heap 
of new content will have arrived in 
between the time it’s taken to write 

“A deep, complex 
ARPG with loot 
galore and plenty 
of reasons to 
keep playing”

right we 
experienced 
a little lag 
during some of 
the more intense 
moments of play, 
though we expect 
the developer  
to patch out 
some of the  
more natty 
targeting issues 
fairly sharpish. 

this review and for it to reach your 
eyeballs just now.

Longtime Diablo fans will find some 
cause for grumbling, especially given 
the genre’s gone unserved for so 
long, but here in Path Of Exile there’s 
a deep, complex ARPG with loot galore 
and plenty of reasons to keep playing. 
If new multiplayer features and some 
of the PC version’s quality of life 
features make it over in the coming 
months then we could be looking at 
one of Xbox One’s very best RPGs. n

eyebrows perched 
dubiously at the 
mention of a free-
to-play game? Well, 
Path Of Exile does 
come laden with an 
in-game store full of 
microtransactions, 
but these thankfully 
do not have any 
tangible effect on 
gameplay. They do 
however mean that 
the best looking 
stuff is locked 
behind a paywall. 
This in turn means 
that you will spend 
a lot less time 
looking for that 
armour set that 
looks just right in 
game. 

TAkInG  
ITs Toll

oXm verDict 
A great action RPG – 
a few slight tweaks 
to the formula 
could see it become 
utterly essential. 

8

far left the 
physics engine 
isn’t quite 
capable of the 
meaty thwacks 
and palpable 
punishment 
that blizzard’s 
classic can 
offer, but it’s 
still pretty.

left too much 
of the loot 
is utterly 
dispensable, 
though seeing 
a boss monster 
explode 
into pickups 
is always 
satisfying.
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Three guards stand 
between us and our 
target: a mystery 
feudal lord who’s 
been riling up 
disgruntled military 

forces to attack the peaceful reigning 
Shogunate. We, the five-strong covert 
arm of our liege’s forces, have been 
sent to do what an army cannot: 
infiltrate the enemy base and capture 
– dead or alive – the illusive rabble-
rouser. Is everyone in position? Good. 

With a push of a single button our 
plan plays out. Aiko, our seductive 
spy, lobs a vial of vision-blurring gas 
into the face of the first guard. At the 
same time our ninja, Hayato, whistles 
from the bushes to divert the second 
guard’s attention. Yuki, a teenage 
trap setter, leaps from atop a nearby 
building to kill the third unhindered 
guard before he can throw the alarm. 
The first, now recovering from the gas, 
gets a shuriken to the chops from 
Hayato and then a snipe shot from 
across the map rings out. Takuma – 
an aged firearms maker – has finished 
the job. Three guards lay dead at 
our feet. Our samurai leader, Mugen, 
begins hauling the bodies out of sight 
before more guards return.

This all feels great, not just 
because we’ve managed to take out 
these three guards without being 
spotted, but because we’ve spent a 
good 30 minutes trying to figure out 
the best course of action. Shadow 
Tactics isn’t a typical stealth game, 
or at least not the kind that has 
become slightly homogenous in the 
360 and Xbox One eras. It’s a top 
down, real-time affair, where you’re 

in control of up to five characters at 
once, all with varying complementary 
skills. Each problem you face requires 
huge dollops of thinking and massive 
reserves of patience to solve. And 
when you pull each manoeuvre off 
after multiple failed experimental 
attempts it feels awesome.

Born to skill
Partly this is thanks to those 
aforementioned characters and 
the way their skills interlock with 
each other in order to overcome 
the escalating challenges. The best 
examples of this are almost spoilery, 
like revealing the answer to a Portal 
puzzle before you’ve had the chance 
to put the pieces together yourself. 
But it’s not just this collection of 
ninjas, samurai and thieves that 
shines. The enemies you face and the 
patterns they follow constantly throw 
up fresh obstacles to mount. Guards 
with straw hats, for example, will not 
be distracted no matter how many 
stones you throw or whistles you omit. 
Samurai guards, meanwhile, can only 

be felled by Mugen, a samurai himself, 
or by a combination of two characters 
working together.

The levels also evolve to allow for 
new ways to think about the toys 
in your arsenal. Nighttime missions 
see guards’ view cones shrink, but 
lit torches can light you up at much 
longer ranges. A snowy area sees you 
leave footprints, which it turns out are 
useful to lure guards around corners 
and into bushes. Each time you finish 
a stage it’s a delight to see what’s in 
store next and – crucially – determine 
how it will inform your playstyle.

Shadow Tactics leans back on a 
long dead brand of stealth game, 
not seen since Commandos 2 back 
on the original Xbox. But don’t think 
for a minute that it’s archaic. It’s the 
freshest, most invigoratingly intricate 
stealth game we’ve played in years 
and you’d have to have been hit with 
ninja gas to let it slip by. n

What is it?
A thinking 
person’s stealth 
game set in  
feudal Japan.

What’s it like?
It’s like 
Commandos 2 and 
Ninja Gaiden has 
a baby which was 
raised by Tenchu.

Who’s it for? 
Fans of ninjas 
and those that 
like to take their 
time when they 
infiltrate enemy 
fortresses.

short
cut

right the story 
plays out at a 
pleasing pace, 
although the 
voice acting can 
be a bit ropey.

BELOW Each level 
comes with a 
bunch of hard 
challenges.

“Each problem 
you face requires 
massive reserves 
of patience”

thErE’s nO BusinEss LikE shOgun BusinEss robert Douglas

oXM VerDiCt 
This exceptional 
tactical stealth 
game gives new  
life to what was  
a tiring genre.

9

Publisher DAeDAlIc enTerTAInmenT / DeVeloPer mImImI ProDucTIons / forMat XboX one / release Date ouT now / Cost £39.99

Shadow Tactics: Blades Of The Shogun

Despite being based in Japan this game was actually made in Germany by the team behind The Last Tinker
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When it comes 
to teaching the 
mechanics of a 
game, there are two 
distinct developer 
types; those that 

constantly handhold, afraid that you’ll 
abandon the whole endeavour should 
you have to figure out the jump button 
for yourself; and those that drop you 
in it with only the teeniest of notions 
as to what you’re actually doing. The 
Escapists 2 developer, Mouldy Toof 
Studios, is most definitely the latter.

After a fleeting tutorial that outlines 
the bare basics, you start your time 
behind bars with scant information 
or guidance other than the fact you 
must find the ways and means to 
escape your concrete confinement. 
Far from being a source of frustration 
though, your lack of knowledge 
gives rise to all manner of creative 
thinking and experimentation. It 
may look simplistic, but there’s 
a commendable level of freedom 
that allows you to attempt a daring 
departure in whatever manner you see 
fit; like crafting a multitude of deadly 
weapons and fighting your way out, or 
slowly digging your way out with the 
plastic spoon you swiped.

It’s not all fun and games though – 
this is prison, after all. Each day you 
must adhere to the facility’s routine 
that sees you repeatedly participate 
in scheduled activities. Having your 
concealed crafting or reputation-
building regularly interrupted by daily, 
mundane duties like exercise and roll 
call can be exasperating at times, but 
it also beautifully builds up the tension 

for your epic escape, creating an 
acute feeling of suspense when you 
finally have the courage and means to 
flee. Of course, things don’t always go 
to plan. Foiled attempts lead to a stay 
in solitary, and confiscation of your 
hard-earned materials. Then it’s back 
to the drawing board and more days 
of acquiring materials and conducting 
careful crafting.

Freedom fighter
It’s challenging for sure, but not overly 
gruelling. Making sure you show up 
for a least some of the time that 
you’re supposed to be eating and 
exercising is enough to keep your 
nose clean. Even missing a few roll 
calls or showers because you’re busy 
disposing of items down the toilet 
as a ‘favour’ to a fellow inmate isn’t 
the end of the world. The guards are 
also remarkably lenient towards your 
more serious shenanigans, seemingly 
forgetting that yesterday you were 
running around with a shiv and a 
shovel, attacking guards and carving 
up the grounds in a frantic bid to flee.

The most significant addition to 
this sequel is multiplayer. You can now 
team up with up to four players online, 
or via local co-op. This allows you to 
concoct devious plans together or pit 
your noggins against each other to 
see who can find freedom fastest. As 
well as the way you play, the prisons 
themselves are more interesting. 
Traditional institutions are more 
complex, but the most fun comes 
from the new timed levels. The game’s 
three transportation prisons force 
you to escape from moving vehicles 
before they reach their destination. 
The confined space and the pressure 
of the clock make for a more intense 
action-focused experience. While it 
retains the same freeform approach 
and addictive gameplay as the first, 
The Escapists 2 improves upon 
the familiar concept, with enough 
intriguing new additions to justify 
doing another stint in the slammer. n

What is it?
A top-down 
sandbox game 
that involves 
orchestrating 
clever ways to 
escape from jail.

What’s it like?
A humorous, 
virtual adaptation 
of The Shawshank 
Redemption, but 
without Morgan 
Freeman (sigh).

Who’s it for? 
Fans of the first, 
and those who 
enjoy creative 
strategising and 
slow-ish thrills.

short
cut

right Crafting 
items requires 
materials, which 
you can purchase 
from inmates. 
Alternatively, 
you can ransack 
your fellow 
convict’s 
drawers during 
mealtimes.

“Mundane duties 
beautifully build 
up tension for your 
epic escape”

Not A gANgstA’s pArAdise, but CertAiNly A gAmer’s anne-Marie Coyle

oXM VerDiCt 
A clever and 
satisfying 
experience that’ll 
test your creativity 
and patience.

8

Publisher TeAM17 / DeVeloPer Mouldy TooF STudioS / forMat XboX one / release Date ouT now / Cost £19.99

The Escapists 2

Space prison the USS Anomaly offers the biggest challenge, with robot dogs and AI surveillance
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Depending on how you count them this is the 20th (or 19th) 2D Sonic game

After years of 
diminishing returns, 
insipid retreads 
and woeful 3D 
adventures, it 
seemed as though 

whatever magic it was that made 
those early Sonic games such a big 
deal had gradually evaporated. To be 
this bland took ages.

But rather than admit defeat and 
send their worn-out hero to join 
the likes of Bubsy and Cool Spot in 
the retirement home for fallen ‘90s 
mascots, Sega instead looked to 
the murky realm of illicit ROM hacks. 
While the official in-house Sonics 
were churning along in uninspired 
fashion, some of the series’ most 
ardent supporters had been making 
their own fun, dodging cease-and-
desist warnings in order to knock up 
remastered versions and new levels 
that recalled the hedgehog’s heyday.

It’s from this world that Sonic Mania 
has emerged, a 100% authorised 
Sonic game made both by and for 
its fans. It looks and feels just like 
it did around the time of Sonic 2/3 
(Knuckles and Tails are here) and while 
you probably couldn’t have squeezed 
this much animation onto an actual 
Mega Drive cartridge, it’s convincingly 
retro. If you told someone this was 
just a remake of one of the original 
games they’d probably believe you.

The levels are particularly vast. 
Like all the best Sonic games, there’s 
a balance to be struck between 
zooming from left to right at high 
speed and stopping to figure out 
exactly how to get onto a different 

track or access the hidden items 
tucked away in each stage. Without 
the Mega Drive’s technical limitations 
to worry about the designers really 
went to town on this, packing the 
environments with lifts, warp tubes, 
flippers, pools of bouncy goo and 
countless breakable walls, secret 
areas and alternative routes.

Busy body
It’s so fast and busy it can be hard 
to tell if you’re going in the right 
direction, although this was often 
a problem in Sonic’s glory days, too. 
The end of the level is generally to 
the right but you’ll spend a lot of 
time being propelled uncontrollably 
in every other direction as well. When 
something interesting flashes past 
– a telltale glimpse of a platform or a 
stash of items – you might just have 
to hope you can remember where it 
was next time as you speed on by.

As you might expect there are 
plenty of boss fights against Dr 
Robotnik and his mechanical minions, 
some of which had us cursing the 

decision to give Sonic a limited 
number of lives – three or four deaths 
after getting all the way to the boss 
and it’s game over. One of the bosses 
involves taking on Robotnik at a round 
of Puyo Puyo, which is not our puzzle 
game of choice, and it’s only because 
he’s even less competent at it than 
us that we were eventually able to 
outlast him.

Being a love letter to Sonic’s past, 
we can’t really criticise it for what 
it’s not. Had it been released 20-odd 
years ago Sonic Mania would have 
slotted effortlessly into the series at 
its peak and would most likely have 
been considered one of the best 
of the bunch. It takes few risks, it’s 
straightforward vintage Sonic, and 
the difficulty level is pitched towards 
players who are very familiar with the 
way it all works. It’s hard to say if this 
is a return to form, but it’s definitely a 
return to something, namely 1992. n

What is it?
An additional 
instalment in the 
original Sonic 
series, a quarter 
of a century on.

What’s it like?
Inertia-heavy 
2D platformer 
rammed full of 
Sega fanservice.

Who’s it for? 
Hardcore Sonic 
followers, 16-bit 
enthusiasts and 
platform game 
connoisseurs.

short
cut

right there are 
a few Crt-style 
screen filters 
to make it look 
a bit softer on 
a giant LCD tV.

BeLow the 3D 
bonus UFo stage 
is reminiscent 
of the one from 
Sonic CD.

“It’s so fast it can 
be hard to tell if 
you’re going in the 
right direction”

Let’S Do the time warp Martin kitts

oXM VerDiCt 
A simple hit of pure 
nostalgia, pulled 
off with aplomb. 
Welcome back, 
hedgehog.

7

Publisher SegA / DeVeloPer CHrIStIAn WHIteHeAD / HeADCAnnon / PAgoDAWeSt / forMat XboX one / release Date out noW / Cost £16

Sonic Mania
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Having taken Saints 
Row to a point where 
it’s pretty much 
impossible to make it 
any more ludicrous, 
Volition’s outlandish 

gangster adventure moves into new 
territory with its very own half-baked 
sci-fi superhero spin-off.

Agents Of Mayhem is presented 
as a cheesy sort of cartoon show for 
children, albeit one so thoroughly 
infused with swearing that it’s 
saddled with a solid 18 rating that will 
probably rule out a large part of its 
likely target audience.

The game is set in a futuristic vision 
of Seoul, predictably generic but quite 
attractive nonetheless – at least until 
you take a look around and find how 
empty it is. It’s all clean lines, bulbous 
electric cars and streets so pristine 
they’re almost sterile. It’s about as 
lively as an architectural model.

Still, this sparsely populated 
plastic shell of a city must be worth 
something to somebody, because not 
only has the villainous Legion decided 

to invade it, there’s also a band of 
heroes willing to risk their lives to 
save it.

You begin with three Mayhem 
agents, which is the standard party 
size. They’re an Overwatch-style 
league of international stereotypes, 
and eventually you’ll unlock up to 12 
of them, each with different weapons 
and fighting styles. The three of you 
decide to take on a mission and can 
be instantly swapped in and out of 
the action as you see fit, but you only 
have one on screen at a time.

Higher and higher
There’s a huge amount of character 
customisation to be done, with a near 
continuous stream of upgrade points 
that you can put into various different 
stats and abilities. Characters in your 
active squad level up at the same 
rate, so once you’ve upgraded one 
of them at the end of a mission you’ll 
have to do it for the other two as well. 
It wouldn’t be such a drag if all this 
tinkering had a noticeable effect but 
it’s always quite trivial. You dig around 

in the menus for a while and emerge 
with an extra 1.5% on your shield and 
a minor buff for some special ability 
that you’ve never used.

Even the game itself seems to 
get confused by the sheer number 
of insignificant bonuses it throws 
your way, frequently alerting you that 
new items are available in a category 
when there’s actually nothing there. 
Try and be a little patient, though, for 
something will no doubt turn up in a 
couple of minutes.

We wouldn’t normally complain 
about the lack of a tacked-on 
multiplayer mode that would quickly 
wither and die anyway, but Agents 
Of Mayhem has it all backwards. It 
plays like a multiplayer game, it feels 
like a multiplayer game, but you can 
only go solo. It’s bizarre. Taking three 
characters into battle on your own is 
a pretty odd way of doing it, especially 
when they’re not even controlled by 
the AI while you aren’t using them. 
There’s no interaction whatsoever 
between them, they don’t even exist 
in the world until you tap the d-pad to 

What is it?
A three-player 
open world 
shooter minus the 
other two players.

What’s it like?
A watered-
down Saints 
Row without its 
best locations, 
characters or 
weapons.

Who’s it for? 
People who really 
want to hear  
every Uranus joke 
ever written.

short
cut

Agents Of Mayhem
The lighTs are on buT nobody’s home Martin kitts

Publisher DeeP Silver / DeveloPer volition / forMat XboX one / release Date oUt now / cost £45
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transform into a different one when 
your shield runs low.

Trying out new characters is pretty 
much the only way to inject any 
variety into the missions, though. 
There’s very little to do beyond 
shooting your way through some 
enemies and completing a simple 
hacking minigame to gain control 
of an area. Sometimes you’ll invade 
a subterranean Legion base, all of 
which look much the same, and 
eventually some of the areas you 
cleared out will get retaken by the 
bad guys so you’ll be asked to do it 
all again.

City trippin’
While the game does look superficially 
similar to Crackdown, traversing the 
city is not that much fun. You can 
summon a special vehicle from the 
Agency or commandeer an ordinary 
one from the mannequins who roll 
mindlessly along the roads in them, 
but the city isn’t really big enough 
to warrant driving. Even the furthest 
destinations involve little more than 

a minute of following some purple 
arrows while listening to your satnav’s 
weak innuendo.

Travelling on foot gives you time 
to admire the flowing architecture 
and quiet streets, but the characters 
move in a stiffly animated, robotic 
sort of way. It’s crying out for some 
climbing or free-running, anything to 
give the city a reason to exist other 
than as a lifeless venue for countless 
repetitive missions.

There’s definitely some amusement 
to be had from the game, and one 
particular scene’s dogged persistence 
with relentless jokes about Uranus did 
eventually make us laugh a bit. But 
the core gameplay is anaemic, the 
lack of variation is tiring, and  
even the basic gunplay lacks any 
feeling of weight or impact. A three-
way co-op mode would have gone a 
long way towards redeeming Agents 

far lefT 
Trying out new 
characters and 
their special 
abilities is 
fun… for a 
while.

righT yes, 
you’re right – 
this does look 
exactly like 
another saints 
row title.

Of Mayhem, but even then you’d 
probably have to look at something 
like Fortnite which does everything 
this game does, plus about 10 times 
more, with considerably more polish, 
style and panache. Agents Of Mayhem 
doesn’t play like a finished full-price 
game, and even hardcore Saints Row 
fans might want to wait until the 
inevitable discount sale somewhere 
down the line. n

“It plays and feels 
like a multiplayer 
game, but you 
can only go solo. 
It’s bizarre”

the agency’s 
purple-tinted home 
base is where 
you must return 
between excursions 
in the city to swap 
characters and 
buy new gear. 
You can test out 
any of the stuff 
you’ve purchased 
in a virtual reality 
training zone, which 
offers a chance 
to see if different 
combinations of 
agents might make 
any difference 
to the way you 
approach a fight. 
time spent in the 
training simulator 
awards cash and 
xp, just like real 
missions, so it’s 
actually an effective 
use of your time 
rather than just  
a playground.

PUrPle 
hQ

oXM verDict 
A spin-off that 
unfortunately fails 
to scratch that 
irritating Saints 
Row itch.  

5

This game follows on from the ‘recreate Earth’ ending of Saints Row: Gat Out Of Hell

lefT The lights 
are on but 
nobody’s home.
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There’s a very 
specific kind of 
fantasy that Ark: 
Survival Evolved 
allows you to 
recreate: if you’re 

the kind of kid that always dreamed 
of soaring through a volcanic valley 
on the back of a pterodactyl, drawing 
back on a bow and shooting other 
people in the head, this is very much 
a game for you. Taming dinosaurs, 
crafting your own weapons and 
exploring a world that’s lush, dense 
and busy is something unique to Ark 
– but that individuality isn’t always 
an advantage.

The game’s unique, dinosaur-filled 
landscape is kind-of locked off to 
you at first, though: like all survival 
games, there’s a hump to get over at 
the start. You wash up on a beach, 
basically naked. You need food, 
shelter, protection and clothing, and 
there’s a little bit of a grind involved 

before the game really opens up what 
it’s capable of to you.

The first few hours of the game 
force you into a more stealthy 
approach to primitive survival – you 
hide from the lumbering beasts that 
pepper the landscape, crafting what 
you can here and there to chisel 
away at the various tech trees that 
the game’s core systems are built on. 
There’s a satisfying, logical sense to 
the progression here – once you craft 
certain weapons, more sophisticated 
versions of each manifest in your 
crafting repertoire, and if you focus 
on, say, bushcraft-style survival, 
you’ll get better at that. Focus on 
weaponry, and you’ll find yourself 
armed with machine guns and 
armour-plating sooner than your 
fellow islanders.

Speaking of which, the game 
has a nice balance between solo 
exploration potential and multiplayer 
silliness – allies or enemies can 

be made among the Ark islands, 
especially when you consider that 
up to 100 people can be exploring 
the same zone as you at any one 
time. For players that prefer a ‘purer’ 
survival experience, don’t worry: solo 
play is available, and is actually pretty 
viable as an option, too.

 
Village people
But it’s in the building of little villages 
that Ark really shines: get a few 
friends together and establish a 
safe zone, tame a few beasts to ride 
and make a raiding party to gather 
supplies and share your spoils with 
the crew; it’s hugely rewarding. 
Teaming up with four other players to 
take down a T-Rex and then skinning 
it for resources is a spectacular few 
minutes of gaming - it’s just a shame 
that Ark’s consistent performance 
issues and lengthy grinding loops 
prevent it from ever really being fun 
for lengthy amounts of time.

What is it?
A survival sim 
mixed with 
prehistoric 
history, massive 
guns and a focus 
on building 
communities and 
dinosaur taming.

What’s it like?
Imagine Skyrim 
but set within 
an MMO and 
laced with 
Monster Hunter 
mechanics.

Who’s it for? 
Anyone that likes 
Jurassic Park, 
take note. 

short
cut

Ark: Survival Evolved
You Darwin some, You lose some Dom PePPiatt

Publisher StudIO WIldcArd / DeveloPer StudIO WIldcArd / format XbOX One / release Date Out nOW / cost £44.99

Ark: Survival Evolved is reported to contain ‘tens of thousands’ of AI entities across the game
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Once you’ve broken through the 
early stages of the game and don’t 
have to worry about starving to 
death or dying from exposure, you 
have to start worrying instead about 
the glacial pace you level up and 
progress. If you want to mount a 
T-Rex, equip yourself with a machine 
gun and lead a pack of wolf-riding 
berserkers on a raid into an enemy 
camp, be prepared to have to grind 
for real-world days to gather all the 
resources necessary.

If you’re playing in public servers, 
this grinding can easily be undone, 
too – a few hours offline often saw 
our houses sacked and our resources 
depleted. It’s frustrating, especially 
since playing alone only ever 
elongates the grinding process: you 
have to play publicly to accelerate 
the game’s pace, but in doing so you 
open yourself up to being raided: it’s 
hard to just progress and enjoy the 
game in a non-hostile environment.

But, if you’d rather just enjoy what Ark 
has to offer as a package, you can 
opt into a single-player campaign 
that shows off the environments, 
the monsters and the mechanics in 
a concentrated blast of gameplay 
that’s definitely fun… but isn’t 
worth the price of admission alone. 
There are some lovely moments in 
the endgame of the campaign that 
serve to justify Ark’s world, but it’s an 
artificially long process getting there.

Illusion broken
Ark is famous for being in Early 
Access for a very long time, and 
while this version of the game has 
improved some of the most notable 
bugs, there are still a lot of issues 
that will break your immersion and 
impact your enjoyment: performance 
issues, graphical problems, audio 
glitches – there’s a whole slew of 
complaints here. Even the creature 
AI is still pretty awful – and that’s a 

“Fun and unique, 
but hampered by 
a few mechanical 
complaints”

right seeing 
wild dinosaurs 
roaming free 
around the world 
doesn’t ever  
get boring – 
except maybe if 
you get horribly 
mauled and 
killed by one.

shame since that is really what Ark 
could have traded on.

The game is certainly a fun and 
unique experience, but it’s hampered 
by a few mechanical complaints and 
some more serious pacing issues. 
The promise Ark so readily makes 
– tame a dinosaur and conquer 
the land! – is gated behind some 
glacially-paced progression systems, 
and although the fantasy it allows 
is sublime, the path to it makes you 
question if it’s really worth it. n

One aspect of 
Ark that can’t be 
overlooked is the 
phenomenal way 
the ecosystems 
interact: although 
the AI can be 
severely dodgy, 
the ecosystems 
Studio Wildcard has 
created in the world 
are impressive – 
there are predator 
hierarchies, living 
ecosystems 
and entire little 
economies of 
aggression playing 
out somewhere 
in the world at 
any time… it’s 
something that’s 
nice to just observe 
(especially if you 
get to loot the 
bodies afterwards).

PrIde & 
PredAtIOn

oXm verDict 
Performance issues 
and progression 
complaints 
compromise this 
survival fantasy.

6

far left the 
world is the 
real star of 
ark – it’s a 
wonderful place 
to explore 
if you’re not 
running for 
your life from 
other, violent, 
players.

left the world 
of ark has a lot 
of prehistoric 
flavour, but 
there’s also an 
intriguing sci-
fi element to 
it, too, which is 
interesting to 
explore.
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Old MacDonald had a farm, and on that farm he had 

some Slimes. With a poop-sale here and a poop-

sale there, he became a ruthless businessman and 

battery farmer before having a crisis of conscience 

and deciding to go fully organic in  Slime Rancher  

(p94). Sorry, that got a bit heavy there – let’s gaze 

at the stars for a distraction instead. Oh look! It’s 

the original  Star Wars: Battlefront  (p98), here to 

teach all you younglings about the great space war 

of 2004 and the lessons you can learn from it to 

prepare yourself for the next one in November. Now, 

we don’t know about you, but we’re sick of dealing 

with the light side so we’ve switched to the dark side 

this month. As well as celebrating Darth Maul on our 

black cover, we’ve decided to raise a glass to all of 

the other bad guys out there and explore why we  

 love having a nemesis  (p102) to go up against. 

Finally, all that talk of appreciating the darker side 

of life has us in the mood for indulging in some 

unexpected drama with  The Greatest Plot Twists  

 in Xbox History  (p104). There’s nothing quite like 

gossiping about who said what behind someone’s 

back, who was actually an evil Sith the entire time,  

or who tricked a protagonist into doing their bidding 

for them. Now if you’ll excuse us, after all that 

delighting in the misfortune of others we’ve got an 

evil laugh to perfect. Muahahaha!
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only a few games 
audacious enough 
to attempt a 
simulation of 
life itself and 
its impossibly 

complicated molecular miracles over 
the years, and fewer still have been 
as joyous as Slime Rancher. Monomi 
Park’s new game succeeds as a 
piece of sci-fi, a management game, 
an FPS, and… Look, I just can’t stop 
playing it, alright? I’d tell myself it 
succeeded as a licensed baseball 
game if it made me feel better about 
spending hours literally hoovering 
globules and distributing them 
according to a mental map of a farm 
I’ve imagined. 

Despite its colour palette and 
abundance of smiling faces, though, 
it’s not all plain sailing. Intentionally 
or not, Slime Rancher pokes and 
prods at my ideology about meat 
eating and industrialised farming 
techniques. Laugh if you want, but 
there’s a conscious process that 
needs to happen when you feed 
some Hen Hens to a corral full of 
carnivorous Tabby Slimes, and running 
it through the brain produces some 
thought-provoking results. Is it right 
that I’m keeping the Hen Hens in a 
tiny enclosure just to be fed to these 
Slimes so I can sell their poo? Is it 
right that I’m keeping the Tabby Slimes 
in the first place? And what’s the 
point of it all – to invest in ever-more 
aggressive methods of farming these 
once wild and carefree beings for their 
faeces? Maybe I’m overthinking it and 
Slime Rancher isn’t actually a sneaky 
parable about industrialised farming 
techniques, but it’s always nice to 
have your real-world views challenged, 
and especially so when the challenge 
emerges in a surprising place. 

Ranch dressing
Without ever truly admitting it to 
myself, I persevere with what I imagine 
to be a kinder, environmentally friendly 
Slime ranch. The Slimes I keep are 
in corrals of no more than eight, so 

there’s plenty of room for them to… 
well, they only bounce up and down 
making squeaking noises really, but 
there’s at least plenty of room to do 
that. I only keep herbivores, too,  
which means my chicken coop is 
superfluous and can henceforth be 
demolished, my feathered captives 
suddenly free (to be eaten by wild 
Slimes instead, inevitably). The Tabby 
Slimes who’ve been subsisting on a 
diet of battery Hen Hens – and I don’t 
feel great about this part – get sucked 
up into my vacuum gun and spat out 
again as kindly and benevolently as I 
can manage in a nearby wood. They 
begin bouncing towards some Pink 
Slimes and I leave before having to 
watch them interact in case things  
get messy.

Pink Slimes – now we’re talking. 
Their Plort (excrement to you or I) might 
be the least valuable in the game, but 
these guys don’t seem to mind the 
corral at all, and they eat carrots or 
Pogo Fruits without complaint. Money’s 
tight on the ranch these days, and 
it’ll be a long time before I have all the 
mod cons some other, less scrupulous 
ranchers seem to have strapped to 
their boots, gun, and deployed around 
their farms. But I’m okay with that. 

Slime Rancher feels like one of 
those buzzing with electricity, once 
in a generation-type games, but at 
the same time it’s hard to believe no 
one’s harnessed the intrinsic act of 
harvesting things from an organic 
environment this beautifully before. 
Slime-vacuuming should be an 

Don’t wanna work on Maggie’s farm no more? Lucky for you 
Beatrix has an opening, then, in  Slime Rancher  Phil iwaniuk

Publisher MonoMi Park  / DeveloPer MonoMi Park / format XboX one / release Date  august 2017
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established genre with 20 years of 
back catalogue to go through. 

On a more earnest note, it really 
is something to ponder that so 
few games have managed to turn 
concepts like breeding and evolution 
– both of which are handled in some 
depth here – into something fun. 
Perhaps everyone was put off by PC 
flop Spore’s galaxies of user-created 
phalluses over a decade ago, 
and the wounds are only just 
beginning to heal. Perhaps 
there’s a tendency on 
the designer’s part to 
overcomplicate things, 
or endow the player 
with just enough power 
that they perpetually feel 
afloat in a world populated 
by their mistakes – again, 
just look at Spore, and be glad the 
folks in hazmat suits quarantined it 
to PC. In this game you’re absolutely 
never overfaced by the ramifications 
of your actions on the environment. 
Slime Rancher’s is the lightest of 
touches, and its casual mobile game 
gear-gating structure actually works 
brilliantly to bring you in line with its 
concepts at a gratifying pace. And 
if you’re able to move past the fact 
that you crossbreed Slimes by feeding 
them waste matter, all the better. 

Slowly, a dangerous element 
encroaches on my happy-clappy green 
farm. A dark, oily Slime, bigger than 

the others and carrying a menacing 
frown, keeps appearing just outsides 

the confines of my estate, and 
at first I don’t know anything 

about it other than the 
fact it hurts me on sight. 
The Tarr, I eventually 
learn, are created when 
a Largo (a crossbreed 
of two Slime Types) eats 

the Plort of a Slime whom 
it is not a crossbreed of. 

While I reflect on the fact my 
chosen career requires me to type 

a sentence like that one, think about 
how much work must have gone under 
the hood for this ecosystem to work. 
Well done indeed, Monomi Park. 

Twisty tale
But, like the creations of a M Night 
Shyamalan thriller, the Tarr are 
unusually susceptible to water. 
Spending a few of my hard-earned 
Newbucks on a water tank upgrade 
for my Vacpack keeps my tiny utopia 
safe… for now. Currently safeguarding 
the ranch from this threat is the 
excuse I’m using to justify my frankly 

silly devotion to this game. In my heart, 
I know there’ll be another justification 
ready and waiting when I’ve solved 
that problem. Perhaps a new garden, 
or a Ranch expansion, or a particularly 
pricey upgrade. Thinking about it, it’s 
probably just as well that games like 
this don’t come along all that often. 
I can feel my social skills eroding, my 
deathly pallor intensifying, and the 
words ‘Plort’ and ‘Largo’ sounding like 
common parlance. But crikey, my ranch 
is in good shape. n

above once 
you’ve slime-
vacuumed, you’ll 
wonder how 
you ever lived 
without it.

below Just 
look at them. 
Cute enough, 
sure, but their 
inquiring eyes 
stare deep into 
your soul.

what is it?
A game with a very 
literal title: you run 

a ranch full of slime. 
Then you sell said 
slime’s poop for 

money – what’s not 
to get?

“Thinking about it, it’s probably 
just as well that games like this 
don’t come along all that often”
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I have a problem. 
My family and 
friends are 
starting to become 
concerned, and 
people at OXM 
Towers are asking 

questions like “why do you look like 
death?” and “when was the last time 
you showered?”

The answer to both of those 
questions is the same: Trials Fusion. 
Yes, I know that doesn’t even make 
sense for the shower question, but 
my sleep-deprived brain is doing its 
best, okay? August’s Games with 
Gold served me up with a fresh slice 
of motorcycle mayhem, and now I’m 
so obsessed with finding hidden 
switches, completing no-fault runs 
while on fire, and completing multiple 
backflips while dressed as a squirrel 
that I’m no longer a functioning 
member of society. 

The last time I had a gaming 
experience like this was with Tetris 
back when I was a kid, burning 
through batteries on my GameBoy 
during late-night sessions. Back 
then, I would fall asleep and my 
dreams would be filled with falling 
blocks and insanely catchy music. 
You know what’s weird? Even though 
it was my dream I still never gave 
myself a long tetronimo to 
complete a tetris. It was 
squares all the way. 
Thanks brain, you dick.

Okay, so I haven’t 
started dreaming about 
Trials yet, but I did find 
myself daydreaming 
about pulling off some 
sick backflips the other 
day. It’s not surprising, 
really – it’s the perfect game to 
demonstrate that ‘just one more go’ 
style of gaming, offering quick resets 
that actively encourage you to retry 
a stage, or rectify a silly mistake to 
earn a gold medal. I’ve lost count of 
the times I’ve told myself that this 
run, this one that I’m doing now, is 
my last one. Oh bugger, I clipped that 
first jump wrong and crashed. Well, 
that one didn’t count. The next one 
is my last one. And the next. And the 

next. And the… You know how these 
things go.

I haven’t worked out exactly what 
the magic formula for this is just yet, 

but I’m close. I think it’s the mix 
of simple controls, excellent 

physics and challenges 
that vary from easy 
(quick rewards, yay!) 
to insanely difficult (I 
will beat you, dammit!). 
Put these together and 

you’ve got a game that 
you find hard to put down 

– I always feel like I’m just a 
few minutes away from nailing that 

challenge, so I keep playing to get 
there. When I do get it – three hours 
later – I want to try out the next track 
that I’ve just unlocked. Then I see 
another challenge; the cycle repeats.

Scream test
I’m no expert, though. There are 
plenty of challenges that I’ve given 
up on after repeatedly hearing the 
screams of my rider as he careens 

headfirst into a pile of bricks. I like  
to use the two sticks to flop my 
flaccid rider around on the ground 
after he crashes; somehow his 
broken, flailing frame puts a smile  
on my face and eradicates the brief 
rage I feel at hitting that one ramp 
wrong for the 28th time. I also  
remind myself that I’ll be back for  
this goddam challenge, perhaps 
when I’ve unlocked a slightly better 
bike, or when it’s not 4:35am and I’m 
no longer drooling.

The silver lining here is that I’m 
writing this Now Playing just before  
I go on a two-week holiday where  
I won’t have access to an Xbox.  
I’m going cold turkey. Two weeks 
without Trials is going to be tough, 
but this is the only way I’ll kick the 
habit. Actually, I’ve technically got  
a day and a half until my plane 
leaves. Which gives me about 36 
hours to beat that challenge! If  
you’ll excuse me… n
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Uh-oh. I think I might be addicted to  Trials Fusion  and its brand  
of physics-based brilliance Stephen AShby

publiSher Ubisoft / DevelOper Red Lynx / fOrMAt xbox one / releASe DAte ApRiL 2014

whAt iS it?
A physics-based 

motorcycle title that 
tests your skill and 

timing, and your body’s 
ability to survive when 

you forget to sleep.

“I’ve lost count 
of the times I’ve 
told myself that 
this run is my 
last one”
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“A perfect 
weekend dose 
of mythological 
Japanese 
craziness”

Breakdancing her way onto Games with Gold,  Bayonetta  may 
still be the classiest hack and slasher around Matt Newstead

Publisher Sega / develoPer PlatinumgameS / forMat XboX 360, XboX one  / release date october 2009

what is it?
A hack and slash 

masterclass, oozing 
with finesse, comedy 
and the underworld’s 

very own fidget spinner; 
Bayonetta.

It never gets 
arduous killing 
demons. They truly 
are the guilt-free 
hack and slash 
targets of choice 
when it comes to 

satisfying a digital bloodlust. That 
said, it wasn’t until Bayonetta that 
I discovered equal satisfaction in 
button-mashing angels and deities 
back up into the heavens.

It’s possible I simply lack sympathy 
and basic respect for anything 
on-screen that isn’t me, or that the 
grace and poise Bayonetta displays 
throughout the first instalment of 
her self-titled pound-athon has me 
showing more compassion for the 
next intricate attack combo than the 
poor soul on the receiving end.

‘Late to the party on this’ may 
be understating a touch, seeing as 
Bayonetta pirouetted her way onto 
the Xbox 360 back in late 2009, but it 
did give me plenty of time to cleanse 
the palette. My last dive into the 
chaotic hack and slash arena being 
Devil May Cry 4 back in 2008, which 
was appropriately the model upon 
which game director Hideki Kamiya 
shaped Bayonetta both stylistically 
and mechanically. That is where 
most similarities end however, with 
Kamiya’s creation of the original 
Devil May Cry seeming 
little more than a rough 
sketch, with Bayonetta 
his true genre-defining 
chef-d’oeuvre.

Light relief  
At a surface level, the 
game centres on the 
ancient theological struggles 
between dark and light, or more 
accurately, the angelic ‘Lumen Sages’ 
and the demonic presence of the 
‘Umbra witches’, of which Bayonetta 
is one. I had to hold on tight to this 
plot point, for my narrative compass 
began going haywire from all the crazy 
that lay beyond. In short, the story is 
driven forward by Bayonetta’s desire 
to retrieve an ‘Eye of the World’, one 
of which she currently holds. These 
are powerful, elusive relics that she 

seems to not really need given her 
ability to summon demons, fire pistols 
with her feet and German Suplex 
angelic guardians with her apparel 

woven from her own hair. But 
hey, we all need a reason to 

get up in the morning.
Combat itself centres 

around several basic 
one-button attacks; 
namely your standard 
dodge, punch, kick trio. 

I can rattle off numerous 
games that run a similar 

‘mash and hope’ system, but 
it’s the momentum and scale of 

these attacks that leave you feeling 
satiated. A basic combo can send 
Bayonetta flipping out of the reach 
of angels while a giant incantation 
of her boot emerges from another 
realm to crush them into a fine red 
paste. Yet no matter the intensity 
of battle, Bayonetta always seems 
camera-ready, as if she is constantly 
anticipating a swarm of paparazzi 
to descend upon her. Honestly, take 

a screenshot any moment she is 
on screen and you’ll feel a future in 
photography beckoning.

Tying all this back in with a 
fantastic weapon and ability upgrade 
system, boss battles that echo 
the late game behemoths of the 
Dark Souls series and a game world 
bursting with creative insanity meant 
that I had a perfect weekend dose 
of mythological Japanese craziness. 
I can list many hack and slash titles 
that fake longevity and depth by 
having repetitive enemy fights drag 
on in a drab setting, while Bayonetta 
was the first I could recall that offered 
consistent variety in one form or 
another throughout the journey while 
still managing to integrate single 
player replay value. My next task 
currently is to bring my woeful level 
rankings up wherever possible. Yes, 
I could delve into one of the higher 
difficulties I’ve unlocked, but I don’t 
quite hold the dexterity and 
patient demeanour 
required for pursuing 
that mammoth 
endeavour.  
And yes, that  
is a dare… n

play Now
on xbox one

backwards 
compatible
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Listen up, because 
I’m only going to 
say this once. 
When it comes 
down to it, there’s 
only one version 
of Star Wars: 

Battlefront worth remembering and 
reflecting upon. And – just a little FYI 
– it came out in 2004, not 2015, and it 
was developed by Pandemic, not DICE. 
Oh yes my friends, this is the hot take 
that you were looking for. 

DICE may well have done a fantastic 
job in delivering the most overtly 
authentic version of the Star Wars 
universe in a videogame – capturing 
the sights and sounds of the original 
trilogy in a way that had never 
before seemed plausible, let alone 
possible – but it failed to accurately 
convey the franchise’s most 
important commodity: its 
soul. 2015’s Star Wars 
Battlefront has scale, 
but fails to generate any 
real friction between 
its opposing forces. It 
has 40 players running 
around inside its faithfully 
recreated maps, but no real 
sense of escalating emergency 
or chaos. Its largest scenarios build 
around obvious rails and banding, 
dictating the ebb and flow of its 
theme park battles so fervently that 
you never really feel as if you are 
making an impact among the mess 
of conflicts occurring elsewhere. But 
it’s here where Pandemic seemed to 
excel, revelling in the opportunity to 
deliver a game that could truly fulfil 
the Star Wars fantasy for fans of the 
prequel and original trilogy alike for 
the very first time.

Humble origins
Battlefront began development in 
2002 and, looking back at it today, 
it’s easy to appreciate the ambition 

that fuelled it. It’s a shooter built 
around team strategy and synergy, 
one that would feature battles, worlds 
and characters from the first six Star 
Wars movies. It was designed as a 
predominantly online multiplayer 
experience, with a single-player mode 
included to help account not only 
for those that hated playing nicely 
with others, but for the occasionally 
unreliable Xbox Live servers of the era. 
It was to be the most authentic Star 
Wars experience available at the time, 
pushing the ageing console hardware 
to its fullest in an effort to make use 
of new rendering, animation and 
artificial intelligence techniques and 
systems. And, of course, there was 
perhaps Battlefront’s most important 
development pillar: the studio wanted 

you to be able to slaughter Ewoks 
and Gungans to your heart’s 

content. Hell, the first 
mission of Battlefront’s 
Clone Wars Campaign 
tasks you with 
destroying the Gungans 
from the perspective of 

the Empire; it’s perhaps 
one of the most cathartic 

single-player missions ever 
seen in a videogame. 

Pandemic saw the value in Star 
Wars, not just as one particular 
setpiece, family or trilogy, but as a 
powerful whole just waiting to be 
leveraged. The resulting experience 
is something we still talk about today. 
The staggering 3D environments, the 
chaotic composition to its combat, 
the complex AI that fuels it, and, to 
be frank, a pretty ridiculous amount 
of playable content to sink your teeth 
into – Battlefront truly is a game built 
in service of the player and old school 
retention tactics, rather than season 
passes and micro-transactions. Its 
revival may be the centrepiece to EA’s 
modern shooter strategy, but it has 
also become the target for much of 

Publisher lucasarts / DeveloPer Pandemic studios / format xbox

the 
threequel saga

Battlefront III was in 
development by Free 
Radical for Xbox 360, 
but it was reportedly 

cancelled just before it 
was completed.

above 
battlefront 
may have made 
a comeback in 
2015, but it 
isn’t a patch on 
this Pandemic 
classic.

Remembering the game that first brought the 
ultimate  Star Wars  fantasy to gamers  Josh West
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Star Wars: Battlefront 
hasn’t aged particularly 
well in certain respects, so 
give these a try if you’re in 
the mood for some large 
scale action. 

Dreaming of backcomPat
battlefielD 1943
a distillation of what 
made Battlefield 1942 so 
good. We’re dreaming of 
an xbox one backwards 
compatibility revival. 

the force is strong
star Wars: 
battlefront ii
this 2005 title holds up 
well. the online servers 
are down, but single-
player is still a blast.

All-out 
wAr

the Dark siDe
star Wars 
battlefront
ea and dice’s Battlefront 
revival wasn’t everything 
we had hoped, but it’s 
still a beautiful game.

the community’s ire, in part due to the 
strength of the 2004 classic. In spite 
of its problems, Battlefront sets an 
impossibly high benchmark for quality, 
content and replayability.

On the ground
Many Star Wars videogames have had 
a tendency to thrust you on a wild 
heroes’ journey to fulfil the fantasy, 
or have skipped Dagobah system 
theatrics altogether and stuck a 
lightsaber into your hands from the 
off; Battlefront delivers because it 
keeps its action grounded. 

The game takes great pleasure 
in putting the player into situations 
where, at a glance, it looks as if there 
is little chance of turning the tide 
in your favour – not on your own, at 
any rate. Huge clusters of enemies 
will swarm objective points; ground 
vehicles will flood in from all sides of 
the lush 3D environments as famous 
fighters whip past overhead. Taking 
your first steps out into locations 
such as Geonosis, Kashyyyk, Hoth and 
Bespin Cloud City is awe-inspiring, 
and quickly fatal. The scale is difficult 
to grasp, not because of impressive 
draw distance or graphical tricks 
(not in 2004), but because they 
seem endlessly traversable, with the 
pockets of conflict creeping out to all 
corners of the maps. 

Each skirmish is a delicate 
recreation of what we have seen on 
screen many times before. Everything 
has a very real, tangible quality to it; 
being given the freedom to, at any 
time, commandeer a vehicle and 
storm it towards command posts with 
an army of AI soldiers in tow never 
fails to feel empowering, while the 
ability to actually take off and land 
X-wings and TIE fighters mid-battle is 
still a technical marvel. Unfortunately, 
many of these features may have 
been lost in the 2015 edition in the 

name of balance, but it sure does 
feel good to down an AT-AT in a 
snowspeeder and then immediately 
turn your attention to ground assault 
without a thought. 

But that’s Battlefront all over. It 
always ensures that there is plenty to 
do. Death comes swiftly, particularly 
if you find yourself surrounded by a 
cluster of enemies – the flash of a 
thermal detonator means another tick 
off of the reinforcement counter. But 
that is all part of the game’s charm; 
attempting to stay alive throughout 
the course of an entire battle 

unscathed is a genuine point of pride, 
and it’s all because of how quickly 
Battlefront establishes that you are 
simply a cog in the war machine, and 
that some fights you can just never 
win, even in a galaxy far, far way. 

This is made abundantly clear in 
Battlefront’s Galactic Conquest game 
mode, which tasks you with taking 
turns to battle the enemy forces for 
complete control of the galaxy. It 
takes you on a whirlwind journey of 
the Star Wars universe, pushing you 
to become bolder and better with your 
movement and positioning as you 
jostle for control over famous planets 
and battlegrounds. Each planet has 
two battlegrounds to secure, and 
it’s only through contesting the rival 
one that you will see victory – with 
bonuses bestowed upon your forces 
to assist in the next battle should you 
be victorious. This will, eventually, 
come down to a final battle on a 
home planet – Kamino for Republic 

forces, Hoth for Rebellion, Endor for 
the Empire and Geonosis for the CIS. 
These are Battlefront’s best moments, 
with everything coming together 
in one desperate fight for survival; 
occasionally you’ll see Jedi heroes 
stalking the killing floors, reminding 
you that you are but a lowly soldier as 
they cut through wave after wave of 
fighters with little remorse. The fact 
that this mode is yet to be revived for 
Battlefront’s new lease on life is still a 
colossal injustice. 

Battlefront works because you 
are never made to feel like a Luke 
Skywalker or Darth Vader, nor are you 
Han Solo or Boba Fett. At a push, 
Battlefront will make you feel like the 
infamous Dak Ralter; hero adjacent, 
boasting about taking on the entire 
Empire single-handedly just moments 
before getting caught with your pants 
down in the back of a snowspeeder. 

Back in 2004, Battlefront was vying 
for attention with Battlefield 1942 – 
out at around the same time – and 
the comparisons were apt. Also 
designed as a multiplayer shooter 
first, Pandemic attempted to imbue 
its title with many of the same design 
pillars and tenants as its closest 
rival – but it wasn’t driven merely by 

“Behind the slick visuals is a 
willingness to let you revel in some of 
George Lucas’ more ridiculous ideas”

above at the 
time, conflict 
on consoles at 
this scale and 
in this fidelity 
was hard to 
come by.
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copycat tactics. Star Wars, you see, 
is built around teamwork – if you 
aren’t dripping with Midi-chlorians, 
you’ll find that it takes two to take 
down an AT-AT, and Pandemic wanted 
to carry that feeling into the game. 
Its web of classes was designed 
to interplay with one another, 
overlapping skills and loadouts for 
maximum effectiveness. Influencing 
a single battle is possible, but it 
requires the team to be working as 
one, pilots to be dishing out medical 
and ammunition supplies to keep the 
snipers and soldiers in good shape 
as specialists look to clear areas of 
vehicles and droidekas.

Silly season
Unlike Battlefield, restrained by the 
somewhat serious nature of its 
setting, Battlefront was only too 
happy to embrace how ridiculous Star 
Wars can be. It doesn’t turn away from 
the idiocy of the Wilhelm scream, it 
instead decides to embrace that side 
of the Star Wars fantasy. It does so 
to great effect too. Flying an X-wing 
in the enclosed spaces that you’ll 
find in a handful of the maps and 
you’ll fly with all the competency of 
Jek Tono Porkins, instantly crashing 
into a piece of the scenery and 
exploding in a ball of fire and sadness. 
Tauntauns launch into the air at the 
first sign of a thermal detonator and 
ground vehicles explode in a comically 
overblown fashion, sometimes 
slowing the framerate to a crawl. But 
it is difficult to care, because this 

is what Star Wars has really always 
been about. Behind the slick visuals, 
space drama and bombastic battles 
is a willingness to have a bit of fun, to 
let you revel in some of George Lucas’ 
more ridiculous ideas. 

For Xbox players, Star Wars: 
Battlefront was a hint to what was 
coming in the future. It gave players 
their first taste of what kind of 
experience more powerful consoles 
and stable online servers could 
deliver. Pandemic teased this further 
just a year later, delivering a sequel 
that expanded on every facet of 
Battlefront’s design. It introduced 
space combat, expanded the Galactic 

Civil War, introduced elements that 
were seen as a success in Battlefield 
1942, and even gave you a chance 
to shine as one of Star Wars’ fabled 
heroes. While Battlefront II is seen 
as the ultimate version of the series, 
there’s still some Force left in the 
original. It delivers on the core Star 
Wars fantasy, bringing you into the 
conflicts that we had spent so many 
years expanding and exploring in our 
heads. It’s playful, and it’s sometimes 
a little clumsy; it’s awe-inspiring and 
it’s attention-arresting. It is Star Wars 
dragged away from the silver screen 
and put into our palms, and we’ll 
always love it for that. n

toP battles were 
made to feel 
huge thanks to 
the presence 
of multiple 
vehicles across 
land and air, 
dwarfing 
infantry troops. 

above It might 
not look it now, 
but back in 2004 
battlefront 
was one of the 
most authentic 
versions of Star 
Wars ever made. 
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why I love...  
havIng a 
nemesIs

right Middle-
earth’s Nemesis 
system is one 
of its standout 
features.

Who needs friends when you have enemies like these? 
 Nemeses  give you a reason to live! Kate Gray
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you have to be as good as GLaDOS; you 
have to outsmart her at her own game, 
turn her machines against her, do what 
she doesn’t expect you to do - and 
even then, as revealed in the end 
credits song, maybe that was what 
she wanted all along. 

GLaDOS’ evil and manipulative 
tactics against specifically you are 
what drive you on. If Portal were 
nothing but a puzzle game, even one 

with an overlay of narrative about 
people getting trapped here, it would 
be nowhere near as compelling, 
memorable and infuriating as it is 

with Ellen McLain’s taunting 
robotic sneers at the start 

of each level. GLaDOS is 
not merely an enemy, 
she’s a personal reason 
to beat the damn game 
so that you can rip out 
her stupid voice module 

and stuff it down whatever 
computers have for throats.
But GLaDOS’s punishment for 

us is our imprisonment. Other game 
nemeses go further – they take it out 
on our loved ones, instead. Fable II’s 
Lord Lucien killed my sister, and that 
was sad, but when he killed my dog, 
that’s when shit hit the fan. Thank god 
there wasn’t much game left by that 
point or I might have gone full John 
Wick, ignoring the minigames and 
property ladder, no longer amused by 
farting in front of crowds, but instead 

Does anyone, 
other than drug 
lords, Mafiosos and 
teenagers have 
real-life enemies? 
It takes so much 
energy and effort 

to constantly be hating someone, to 
make sure you list them before bed 
like Arya and the people she intends 
to murderevenge. But in almost every 
example of fictional enemy-having  
I’ve seen, they serve as narrative 
cocaine: keeping you focused and 
singularly determined to do whatever 
it is that needs doing.

So let’s celebrate these folks, the 
ones who ruin our lives, murder our 
wives and encourage our forward 
momentum by being absolute 
bastards. It’s thanks to these complete 
tools that our fictional heroes aren’t 
still sitting at home debating which 
brand of coffee to buy and whether or 
not to renew their car insurance. Here’s 
to you, villains: you keep us interesting.

All Greek to us
The original meaning of ‘nemesis’ 
comes from Ancient Greek, where 
she was a goddess that redistributed 
fortune to make everyone equal. She 
punished hubris and avenged crime, 
and though the proud and the criminal 
might see her as an enemy, she was 
really just the keeper of balance. The 
roots of the word are reflected in 
what nemesis means today: 
someone who is opposite to 
you in such an offensively 
equal way as to become 
your enemy. They are 
the yin to your yang, 
the anti-matter to your 
matter, the peanut butter 
to your jelly. 

This is what Portal 
villain GLaDOS is to Chell. 
Everything that Chell is, so is GLaDOS 
- determined, intelligent, logical and 
even willing to destroy life to further 
their goal, with GLaDOS destroying her 
test subjects and Chell destroying the 
Companion Cube to progress. We can 
argue over whether or not the Cube is 
‘life’, but you’ll be wrong.

But what sets them in opposition 
is that they are using these traits for 
opposite purposes. To beat GLaDOS, 

beating down minions until Lord Lucien’s 
stupid head was on top of a pike.

It would, of course, be neglectful to 
not mention perhaps the most obvious 
nemesis in recent history, the Nemesis 
System itself in Shadow Of Mordor. No 
game makes it more personal than this 
one, specifically because your nemesis 
in the game is no one’s but your own, 
generated from a list of names and 
titles that ranges from ‘Thakrak the 

Storm Bringer’ to ‘Pugrish the Gentle’. 
Imagine telling your children about 
avenging the Uruk-Hai savage who 
made your life hell and his name is 
‘PUGRISH THE GENTLE’. 

The Nemesis System allowed you to 
create and nurture your own nemesis, 
helping him get promotions and reach 
the top of his career as a guy who 
rips heads off for a living, almost like 
a child or a mentee. You begin to care 
about your nemesis like an old friend, 
someone who yells your name across a 
battlefield as if he’s excited to see you. 
You are responsible for each other’s 
success, and it’s sad when you have to 
kill the poor chap - he’s as much a part 
of you as the ghost guy who’s actually 
living inside you. 

A nemesis is your other half, the 
fuel that keeps you going forward, the 
reason you’re pumping that XP into 
getting better at everything. In fact, 
the only thing that separates them 
from the love of your life is that they 
probably murdered someone you like. n

NeMeSISLeSS
Did you know that you 
can complete Shadow 

Of Mordor without a 
nemesis? You just end up 
fighting Ratbag. Bit of a 

let down.

ABOVE “Oh, Uzuk 
the Bloody? 
hi, i’m Kate 
the Easily-
Distracted. how 
do you do?”

BElOw listen, 
lord lucien. 
You can kill 
my sister, my 
husband and  
my children,  
BUt DON’t  
tOUCh MY DOg.“To beat GLaDOS you have to be 

as good as GLaDOS; you have to 
outsmart her at her own game”

  whAt gAMEs DO YOU lOVE? sEND YOUr lUstY thOUghts tO OXM@FUtUrENEt.COM
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10
From fake protagonists to existential subplots, here are 10 
staggering Xbox plot twists that will teach you never to trust 
games ever again. Spoilers incoming, obviously!   matt elliot

shocking 
plot twists 
in XboX 
history 

104

the oFFicial XboX magazine



 10
Spec OpS: The Line
Spec Ops is a tricky one. Some people revere it as one of the smartest shooters 
ever made – others feel that the rough combat isn’t worth the emotional payoff. 
Even if it doesn’t cohere into something wholly satisfying, it’s still one of the 
most thoughtful investigations of warfare in games, based largely on Joseph 
Conrad’s Heart Of Darkness. Playing as Captain Martin Walker, you battle through a 
war-torn Dubai to reach rogue Colonel John Konrad (geddit?). When you get there, 
you discover that he’s actually dead and the whole thing is a figment of Walker’s 
damaged imagination. A smart take on how we rationalise violence in war. 

 09
MaSS effecT 
This is one of those twists that makes you want to put 
down the controller and give up, but in a good way. 
It’s enough of a shock to learn that Sovereign isn’t 
just a weird ship, but an ancient, implacable cosmic 
squid. It’s another to learn that he’s one of many, 
and everything every sentient creature in the galaxy 
does is part of a hopeless cycle of destruction. It’s a 
brilliant way of making you feel wholly insignificant, 
tempering everything Shepard does in the following 
games with a vivid sense of desperation. Mass Effect 
proves that cold indifference is scarier than pure evil. 

 08
caLL Of DuTy 4: MODern Warfare
It’s hard to look at Call Of Duty now and imagine a time when it surprised anyone. 
These days it’s just immaculate multiplayer and numbing bombastics. The first 
Modern Warfare was different. Just as you’re getting to grips with Sgt Paul 
Jackson, you experience the horror of an atomic bomb firsthand. You see your 
colleagues wiped out before you and have to watch as Jackson slowly expires, 
all the while thinking that some deus ex machina will save you from nuclear 
annihilation. Jackson’s shock death gives a fresh dramatic impetus to the 
campaign that follows, and teaches you that anyone in CoD can die. 
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caSTLevania: LOrDS  
Of ShaDOW
There was something obvious missing from 
Mercurysteam’s superb, brooding reboot of the 
classic Konami adventure. Something capey, with 
fangs. As the doomed Gabriel Belmont, you emote 
your way through a savage fantasy storybook, 
accidentally murdering everyone who gets close 
to you. In the end, you even kick Satan’s ass, but 
there’s a price: after the credits roll, you learn that 
Gabriel has become Dracula – the very thing the rest 
of his offspring will spend their lives fighting – and 
he’s still around in modern times. Look closely and 
you can even see famous Castlevania boss Slogra in 
the carvings leading to Drac’s domain. A cool touch.



 06
SiLenT hiLL 2
The twist in Silent Hill 2 is so good it makes all other horror games look like 
thoughtless, mewling chimeras. James Sunderland enters the Toluca Lake town 
after receiving a letter from his dead wife. What follows is a sticky muddle of 
confusing-sexy monsters and Freudian demons. The truth is fascinating: Pyramid 
Head, a bad tempered phallus in an apron, was created by James to punish him for 
euthanising his dying wife. The lithe, scuttling monsters are the manifestation of 
James’ sexual frustrations. It all ties together wonderfully, making Silent Hill seem 
almost benevolent in the way it forces people to confront their demons.

 05
BraiD 
This one feels like scant reward for hours of 
thoughtful puzzle-solving, but sweet lord it’s clever. 
You control spongy cartoon man Tim, on a quest to 
rescue a princess snatched by ‘a horrible and evil 
monster’. As you approach the final level, you work 
together as she flees a presumably evil knight and 
helps disarm traps in your way. Except that you don’t. 
Reach the end and the whole scene plays in reverse, 
revealing that the princess is actually fleeing from 
Tim, laying traps to hinder him, and escaping with the 
gallant knight. A slightly smug twist, perhaps, but 
what do you expect from Jonathan Blow?

 03
BiOShOck  
It’s easy to now scoff at anyone making a ‘would you 
kindly?’ reference, but few who played Bioshock saw 
this one coming. It’s brilliant because everything 
around it connects and confuses. Rapture becomes 
a more threatening and alien place when you realise 
you’ve navigated it according to the whims of 
someone you can no longer trust. Ten years on and the 
specifics of who’s doing what to whom have blurred, 
but the impact on player agency remains strong. 

 04
reD DeaD reDeMpTiOn
Red Dead Redemption has the best post-final boss section of any game, ever. 
Except that Dutch isn’t the final boss – returning to your family is, and it’s a fight 
you can’t win. The final hours of Red Dead show a glimpse of the life John Marston 
has been struggling to preserve, before it’s ripped away when he’s gunned down 
by the people who he’s 
been helping. You take 
control of his son Jack in 
the epilogue, leaving you 
with a challenging decision: 
do you avenge your dad and 
go down the very path he died 
trying to protect you from?

extra
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 02
knighTS Of The  
OLD repuBLic   
Few twists hit as hard as this, and it’s all 
down to the perfect pacing of Knights Of 
The Old Republic. By the time you start 
your Jedi training, you feel like you’ve 
already had an adventure. You’ve met 
dashing hero Carth Onasi; you’ve ‘rescued’ 
Bastila Shan; you’ve fought crime lords 
and won Swoop races. You’ve probably 
lost loads of credits playing Pazaak, too, 
but let’s not talk about that. The threat of 
Darth Malak, and the lingering evil of Darth 
Revan, make your newfound powers feel 
unwieldy and precarious. Then, just as 
you begin to understand who you are and 
what you’re doing, the truth is revealed. 
You’re Revan, dreaded Dark Lord of the Sith, 
turned from the Dark Side and stripped of 
your memories. Do you revert to your old 
ways, or fight evil despite the deceit of 
your allies? It’s a fantastic moment that’s 
wonderfully veiled, which changes what 
you do and how you treat your companions. 
It’s the most nuanced and thoughtful 
examinations of the Light and Dark Side in 
games, and a powerfully memorable twist. 

 01 
MeTaL gear 
SOLiD 2  
Every Kojima game could be on this list, 
but MGS 2 gets the nod because of the 
immaculate construction and sheer, 
yes-I’m-actually-doing-this brio of it. 
Back in 2001 anyone with a passing 
interest in Metal Gear played the demo, 
in which you infiltrated a tanker as Solid 
Snake. It was brilliant. You could smash 
bottles, hold up enemy soldiers, shoot 
fire extinguishers – the works. Imagine 
the confusion, then, when people got 
their hands on the finished game and 
you were playing as waifish, nudey-
cartwheeling milquetoast Raiden 
instead of sandpaper-rugged Snake. 
It’s delicious. No other developer would 
have the audacity to pull off such a 
twist, and we’ll never see anything like it 
again. Even as you reach the end of the 
game and Snake reappears, there’s a 
lingering sense that you’re being toyed 
with, because… well, you are. Perhaps 
not the most enjoyable twist on this 
list, but certainly the most cerebral.
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The WiTcher 3:   
Wild hunT 
Publisher bandai namco
Hearts Of Stone and Blood And Wine 
have made an already outstanding RPG 
unmissable. One of the most authentic, 
entertaining game worlds ever. 
Defining MoMent Geralt in a bath tub. 
It changed our lives.

 01

Grand ThefT auTo V 
Publisher RockstaR games
Brutal and beautiful in equal measures, 
GTA V is so rich in size, scope and 
spectacle it’s hard to believe it was 
originally built for Xbox 360. 
Defining MoMent Pulling off a slick 
powerslide while racing your friends in 
GTA Online.

 02

dark SoulS iii 
Publisher bandai namco
Get over the initial difficulty hump 
and you’re rewarded with a combat 
system that gives you unparalleled 
opportunities to express yourself.
Defining MoMent Beating a boss the 
size of a family home using nothing 
but a rusty sword and your epic skills.

BaTTlefield 1 
Publisher electRonic aRts
Alongside a surprisingly affecting 
single-player campaign comes one   
of the most robust and satisfying 
multiplayer offerings on Xbox One. 
Brave and unforgettable.
Defining MoMent Jumping into a tank 
and knocking down an entire building.

 04

oVerWaTch 
Publisher blizzaRd enteRtainment
Blizzard decides to have a go at  
making a multiplayer shooter and 
somehow ends up creating one of  
the best since Team Fortress 2. Just 
beginner’s luck? We doubt it.
Defining MoMent Getting Play Of The 
Game by wiping the enemy team.

 05

TiTanfall 2 
Publisher Respawn enteRtainment
This sequel to the ace (but multiplayer-
only) game compensates with arguably 
one of the best solo FPS campaigns 
ever. It’s a wall-running, double-
jumping, mech-punching delight.
Defining MoMent Taking out three 
opponents at once with a Tick.

 06

diShonored 2 
Publisher aRkane studios
This supernatural stealth-’em-up is a 
superb action game and a landmark 
work of videogame world-building 
wrapped up in a sumptuous art style.
Defining MoMent Exploring Karnaca’s 
shifting clockwork mansion and finding 
your way between the walls.

GearS of War 4 
Publisher micRosoft studios
A soft reboot that respects what made 
Gears great, then introduces new 
threats and surprises for the best game 
since GOW 2. An essential entry for 
Gear-heads and newcomers alike. 
Defining MoMent Fighting Swarm in the 
storm during the peaks of Act 4.

 08

WhaT remainS of 
ediTh finch 
Publisher annapuRna inteRactive
An unforgettable narrative experience 
that combines dozens of short 
vignettes with unique control schemes. 
Just play it – you won’t regret it.
Defining MoMent Lewis’ story, focused 
on dead-end jobs and depression.

 09

hiTman 
Publisher io inteRactive
IO’s flashy reboot adds mystery and 
menace to Hitman’s bag of tricks. Each 
episode takes place in a different city, 
and each hit is more challenging.  
Easily the best Hitman game yet.
Defining MoMent Executing a perfect 
kill and walking away dressed as a chef.

 10

Games, films and television – everything you need 
for the ultimate Xbox One experience

 03

games
the ten bes t xbox one gaMes

 07
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films
the bes t f il Ms anD t v in noveMber

The BeST GameS 
We’re playinG and 
Why We loVe Them

OXM teaM 
chOice

 Warren’s  
choice
rare replay
After designing  
a final issue of 
Super Play for our 

sister mag RetroGamer, I’ve been 
firmly stuck in the ‘90s this 
month. A self-imposed current 
gen ban meant Rare’s classic 
hits were all I ate this month.

 Dani’s  
choice
ark: SurViVal 
eVolVed
I played this 
thinking I could 

be a dino-riding badass, but 
mostly I just ended up lost in 
the jungle in nothing but my old 
underpants. Someone help, I 
haven’t eaten in days.

 steve’s  
choice
aSSaSSin’S 
creed iV 
Black flaG
Inspired by Sea Of 

Thieves and Assassin’s Creed 
Origins, I’ve gone back to my 
favourite AC title to sing some 
shanties and stab some sailors. 
The naval combat is still ace.

pulp ficTion
for fans of Reservoir Dogs,  
Django Unchained
The 1994 black comedy comes to Netflix 
this month, showcasing Quentin Tarantino’s 
cinematic prowess with an all-star cast. 
Mexican standoffs, dramatic irony and some 
of the best one-liners in movies all feature.

BoJack horSeman, S4
for fans of Futurama, South Park
The cult hit cartoon is back for its fourth 
season on Netflix this month, and dives 
deeper into the titular character’s past 
while going darker than ever before. The 
highs remain high, but the show is getting 
ever more real, too.

ciTy of God
for fans of The Constant Gardener
The 2002 classic is back on Netflix for 
anyone with a hankering for a soulful story 
set in the poverty-stricken favelas of Rio de 
Janeiro. The film is an unapologetic look at 
a very real side of life in Brazil – not 
recommended for the faint of heart.

Jack WhiTehall: 
TraVelS WiTh my faTher
for fans of Bad Education
Jack Whitehall travels the world with his 
father, attempting to fill the gap that his 
aborted 2009 gap year left in his life:  
clubbing, hostels, sightseeing and getting 
tattoos are all part of the game.

foo fiGhTerS:  
Back and forTh
for fans of Spinal Tap
Dave Grohl and his crew explore the making 
of the 2011 album Wasting Light, and go 
back in time to the formation of the band 
from the post-Nirvana days. Expect live 
footage and candid interviews.

one miSSiSSipi S2
for fans of Transparent
Amazon’s own dark comedy is back to carry 
on tracking the life of LA-based radio host 
Tig Notaro, and the hidden truths about her 
family life and her formative years in the 
titular state. A slow-burner, but worth 
sticking with in the long run.

The loST ciTy of Z
for fans of Apocalypse Now
An Amazon original movie focusing on the 
life of British explorer Col Percival Fawcett, 
who disappeared while searching for a lost 
city in the Amazon. Featuring son of 
anarchy Charlie Hunnam, it’s a pretty good 
original product. 

rick & morTy S3
for fans of Futurama
The foul-mouthed hit cartoon continues its 
rampage through a stellar third season of 
episode-long jokes, high concept sci-fi 
rigmarole and dysfunctional family fun. Rick & 
Morty try to find calm at an exotic alien spa, 
but of course there are toxic results.

Ben-hur 
for fans of Gladiator, The Eagle
Judah Ben-Hur has been through a lot: his 
brother accuses him of treason, he’s 
stripped of his princely title, he’s taken 
away from his family, and an entire nation is 
turned against him. A single chariot race 
could hold the key to his redemption. 

adVenTure Time S8
for fans of Steven Universe, Regular Show
The 27-episode long season features some 
of the long-running cartoon’s best 
moments, including a mini-series called 
Islands that goes a long way towards 
explaining the backstory of both Finn and 
the weird old world of Ooo.  

WeddinG craSherS
for fans of The Hangover
Committed womanisers Vince Vaughn and 
Owen Wilson plan to crash the wedding of 
Christopher Walken’s daughter… if that 
sentence alone doesn’t sell you on the film, 
then the promise of booze, debauchery and 
Rachel McAdams might.

final fanTaSy xiV: 
dad of liGhT
for fans of Indie Game: The Movie
A documentary set both in the MMO Final 
Fantasy XIV and in the real world, focusing 
on the story of a father that plays the game 
with his son, albeit without knowing that his 
child is his in-game companion.

television
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I had a first generation Xbox when I was in my 
late teens, and I remember sinking the most hours 
into  Jet Set Radio Future   [1]. That game has made 
a huge impression on me as a game developer in 
terms of style, aesthetics and story. It’s one of my 
top five favourite games of all time.

One of the other games I really loved was 
Midtown Madness 3. At the time, I don’t think 
there were many open-world driving games, and 
even fewer that weren’t all about violence. It was 
super relaxing playing it in free-roam mode, driving 
around, and enjoying the Parisian landmarks. I’ve 
always had a weird interest in driving games, but  
to be quite honest… I still have never learned to 
drive in real life.

I also played a lot of  Burnout 3  [2],  Psychonauts  
[3] and eventually FlatOut: Ultimate Carnage, 
which is a surprisingly addictive game. Looking 
back, I really did play more driving games than 
I realised. Maybe there’s something like an 
‘Ooblets: Take To The Road’ in our future…

In more recent years, I’ve fallen in love with  
 Slime Rancher  [4] and  Ori And The Blind Forest  
[5] which are both really beautiful, dreamy  
and relaxing games. I’ve been so busy with 
Ooblets lately that I’ve hardly had a chance to  
play anything, but I’m really excited to sneak in 
some time to play Tacoma soon, which looks 
absolutely incredible.

 Rebecca 
Cordingley 
Developer of Ooblets 
The designer behind 
upcoming ID at Xbox’s 
aborable looking 
Ooblets. Not only is 
Rebecca great at 
designing creatures, 
she also has some 
super-sweet dance 
moves mo-capped 
into the game.

the disc slot
[1]

[2]

[5]

[3]

They make the games we love, but what do they play 
for fun? We ask developers to pick their faves from 
Xbox history. This month: Rebecca Cordingley

[4]
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W O R L D  O F  TA N K S

the official xbox magazine

ar is hell, son. 
Well, that’s 
what grizzled 
old american 
guys with  
grey 
moustaches 

claim, anyway. in our (gaming) 
experience, war is usually browny-grey, 
has a lot of shouting, and features the 
occasional respawn. oh, and tanks.  
a butt-load of tanks.

World Of Tanks, as the name 
suggests, has a similar arse-
measurement of the things. the free-
to-play multiplayer shooter is all about 
tactical play, teamwork and, at times, 
who has got the most armour plating on 
their carefully-levelled metal monster. 
Soon, though, this will no longer be 
just a multiplayer tank-a-thon. With 
the addition of War Stories, a single-
player (or co-op) adventure, Wargaming 
is hoping to appeal to a whole new 
audience, and entice long time tank-
ers away from its online servers – at 
least for a while.

W

GoinG 
to 

Tell me a story
War Stories marks a serious shift for 
Wargaming, who for years has been 
working on the online portion of the 
game. When they started adding ai, they 
soon realised just how popular Pve could 
be. “less than a year ago we added a 
relatively simple ai for a practice mode, 
because we had a lot of people saying ‘i 
want to go try World Of Tanks, but i don’t 
want to try it in a 30-player game. i want 
to be able to practise taking out other 
tanks, and learn how to use the tanks, 
before i go out into the multiplayer’,” 
explains tJ Wagner, creative director and 
executive producer for World Of Tanks on 
console. “So we got this pretty simple 
Pve mode, and we had four missions that 
taught you different tactics, and people 
liked them. they were asking for more 
content. We’ve been doing these special 
events for multiplayer modes for holidays, 
wacky things like taking a tank to the 

WORLD OF TANKS iS TRyiNg SOmeThiNg NeW by 
ADDiNg A NARRATive-DRiveN SiNgLe-pLAyeR 
mODe, buT cAN iT mix ThiNgS up FOR The 
TAcTicAL ShOOTeR? STephen AShby
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Brothers in armour
this ‘training mode’ is more than a dull 
walkthrough of the controls. here, you 
are the one teaching german recruits 
as general xxx – and learning the 
gameplay mechanics at the same time.

flashpoint Berlin
When the fragile peace between the 
allies breaks down, the Soviets and the 
british forces engage in a full-scale 
battle in the centre of berlin to decide 
the future of the war.

london
everyone thought that the british coast 
was impenetrable in the autumn of 
1940, but when german forces break 
through the lines and roll into london, 
britain must fight for survival.

cuba
in 1962, everyone thought the cubans’ 
threat of nuclear destruction was a 
bluff, but when someone pushes the 
button, an island paradise is turned 
into a warzone.

moon or fighting with tanks under the 
christmas tree, so we started making 
themed Pve matches for different 
promotions. We found that there 
were some people who never played 
multiplayer, they only played these little 
practice missions – sometimes more 
than 10,000 times. it was crazy.”

from there, the idea of a dedicated 
Pve mode began, and it quickly began 
to expand. “every step of the way, we 
kept adding a little bit more narrative 
and frosting on the cake, and it became 
this bigger feature that we now call War 
Stories,” explains Wagner. each story 
is a series of three missions, each one 
with an illustrated animation (or ‘comic 
movies’) to set it up and take you on 
a journey. the twist here, though, is 
that you won’t just be reliving famous 
battles from history; War 
Stories explores an 
alternative version 
of the past. You’ll 
be fighting on 
the streets of 
london after the 
germans take 
the capital city 

“You’ll be fighting on the 
streets of London after the 

Germans take the capital 
city during WWII”

during WWii. You’ll be taking part in  
a battle for berlin as the allies turn  
on each other and britain faces off 
against the Soviets. even the cuban 
missile crisis has a different outcome  
in this mode.

Rewriting history
each story comes with its own unique 
unlockables. When you start a mission 
you can customise your crew with your 
preferred character designs, names, 
and even spoken language to make 
them feel like your own. complete the 
war story and a special tank and crew 
will be unlocked for use in the online 
multiplayer section of the game. it will 
also open the missions in challenge 
mode, which can be played with any 
tank you own. “the challenge mode  

 

LeFT you might 
be playing with 
Tanks, but there 
are often plane 
bombings too.

TOp even metal 
death machines 
enjoy long 
walks at sunset 
together.

RighT This tank 
is modelling 
its beach-ready 
bikini body.

is for those that don’t want to play 
multiplayer, or want to play with a friend 
– you can play War Stories in co-op,” 
says Wagner. “once you finish the 
story mode and unlock the challenge 
mode, there’s the opportunity to get all 
the things we have in multiplayer. the 
hope here is really to appeal to people 
that are a little bit intimidated by going 
into 30-player multiplayer battles. this 
should help them learn about the tanks, 
and hopefully get them into multiplayer. 
if not, then we’ll keep creating this War 
Stories content so, if that’s all they 
want to play, hey, that’s great!”

What this means is that World Of 
Tanks is now, for the first time, a full 
single-player experience – and one 
that doesn’t penalise players for not 
jumping into multiplayer battles. Players 
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you can now customise your crew now, as well – 
how will that affect the game?
Well, there are two things. each War Story comes  
with its own tank and crew, and that crew is the 
commander that you see in the animatic, and then  
you’ll be able to transfer that crew to any other tank,  
in multiplayer or whatever you want.. but in our last 
update we just added customising crews, where you 
can choose the picture, choose the gender, enter your 
own custom name, and choose which language they 
speak. We just released that to great success, and 
had people asking for more variety of crews, and crew 
pictures, and dogs, and robots… So we’ll be expanding 
that feature going forward.

What Xbox specific content is coming from World  
Of Tanks?
the other exclusive thing we’ll have at gamescom,  
that is exclusive to xbox one, is we’re launching with 
arenas and i think we’ll be the first game with user-
generated tournaments live for the whole player base  
in the full game.

it’s actually a really good experience. We’ve been 
developing it with microsoft, it’s all on the console 
through the Dashboard and the game’s Ui, so there’s 
no going to a website and registering or looking for 
teams, or anything like that. it’s all built into the console 
software and tied into the game. So once you’ve signed 
up in the game hub or joined a team, or created your 
own tournament, once you’re in the game you get 
in-game notifications. When the game is ready to start 
it’ll pull you right into the match, it’s a really nice, well-
implemented feature and i’m really excited about it.

More broadly, what do you think the Xbox One X will 
do for the gaming industry? Do you think it will have 
a big impact?
[pauses] i was actually at microsoft for the first xbox. 
i’m glad to see that they’re innovating within the same 
generation, first with the xbox one S and now with the 
xbox one x. they’re not waiting forever to upgrade the 
console, or upgrade too soon with a whole new platform 
so you have to start again with your development tools 
and engine. So i’m really excited that there are different 
levels of the xbox for the different types of consumers. 
as a very early adopter of 4K hDR tVs, i’m starved for 
content that takes full advantage of the hardware i 
bought. i think there are a lot of people out there that 
are like that, especially gamers, so having a platform 
come out that supports true 4K, perhaps helps you 
justify your purchase to your significant other [laughs]. 
and it allows you to do greater things with games, too. i 
think the launch is going to look beautiful, and not even 
scratch the surface of the possibilities of the extras 
you’re going to eventually be able to do with, say, VR or 
aR on that particular platform.

W O R L D  O F  T A N K S

can earn everything from multiplayer 
from this challenge mode, including 
camo, crew customisation, emblems, 
inscriptions, consumables, premium 
time, xP boosts, crew boosts and 
tanks, all for free. We’re starting to 
understand why new players might be a 
little daunted by the multiplayer mode.

brute force
the other good news for xbox gamers 
is that Wargaming is also going all-in 
on the xbox one x. “[microsoft] used 
World Of Tanks on the Scorpio dev 
kits at both their expos in europe and 
america to show to other developers,” 
says Wagner. “We’ll be there at launch 
for xbox one x, at full 4K resolution, 
30 frames per second, full range hDR, 
high-resolution shadow maps, higher 
detailed llDs, faster loading times… 
yeah, we’re ringing all the bells on 
that.” While the xbox one x launch 
lineup won’t be light – we’re already 
getting a couple of big releases, 

plus it will get a ton of 4K upgrades 
to your current games – this is just 
another title to add to the growing list 
supporting the x’s many features.  

these first four War Stories are 
just the start for the team, too. 
When putting ideas together for the 
campaign, the designers also had ideas 
set in real historical settings, and even 
some more ‘out there’ ideas, like tank 
battles taking place on the moon. if the 
mode proves to be a success, Wagner 
says it’s likely that these new stories 
will also make it to xbox, giving players 
new adventures, new unlockables, 
and new stories to explore. for now, 
though, players will be able to explore 
these four War Stories and see how 
history could’ve unfolded – if things 
had been different. 

War Stories launched as a free 
addition to World Of Tanks on Xbox 
One on 22 August, and is coming to 
Xbox One X on 7 November.
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