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A
s each day passes, it seems 
we move closer towards the 
future predicted by dystopian 
games. We’re not quite at the 
point where we pack chisels 

into our elbows – more’s the pity – but 
the tension between corporations and 
people, and our growing dependence 
on technology, seem eerily familiar to 
those of us that played Deus Ex: Human 
Revolution. This month, we dive into 
Eidos Montreal’s new vision for the 
future to sample fresh delights. If you 
thought elbow chisels were the height 
of anatomical malice, wait until you 
see the rocket-propeled upgrade. 2029 
can’t get here fast enough, and neither 
can Mankind Divided. 

“we dive into 
eidos montreal’s 
new vision for 
the future”
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oXm’s resident word-
mender reviewed rock 
Band 4 for us this issue 
and is so dedicated to 
her job that she fixed 
the bands’ grammar to 
boot. soundgarden is 
now sound Garden, and 
she’s cut the repeat 
adjective from the 
mighty Bosstones.

Alex dale
Deputy editor

Live Chocoboofdoom

twitter  
@sporadicdaler

not only did alex write 
our review for fifa 16 
this issue (see page 
72), but he learned a 
very handy life hack 
from the game. now, 
when asked to write 
the letters page, he 
rolls around the floor 
clutching his face.

Joe skrebels
Community manager

Live oXm Joe

twitter @2plus2isjoe

Joe is OXM’s community 
manager, which means 
that he’s tasked with 
keeping rabid fans 
away from our limo, 
answering fan mail 
and, less facetiously, 
running our website 
over on GamesRadar+. 
weirdly, the latter takes 
up most of his time…

tom stone
Staff writer

Live oXm tom stone

twitter  
@thetomstrange

since he sauntered 
off to see Just Cause 
3, young tom has 
grown an obsession 
with tethering things 
together – matthew 
to a tree, emma to a 
moving bus. we’ve 
now tethered him to a 
letter of dismissal.
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There was some 
frustration that his 
new gun was only able 
to shoot bubble gum.

Cloudy with 
a ChanCe of 
amazeballs
Microsoft’s Azure tech is finally working for 
games, and it may just overshadow everything 
this generation has achieved so far

Azure sky Thinking
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allison Road comes to Xbox one
with pT and silent hills gone the way 
of kojima, it’s looking like it’s this 
all-too-spiritual successor that will 
be staining first-person horror fans’ 
pants in 2016. Team17 has snapped up the 
promising former kickstarter project. 

oculus Rift targets Xbox one
oculus rift’s consumer version is nearly 
out, and will support streaming from xbox 
one (via pc) from the get-go. soon you’ll 
be able to play games on a virtual cinema 
screen, rather than your paltry 55-inch 
plasma. popcorn’s pretty bland, though…

predictably there was a big fight over who 
would sunbathe on the city’s only beach.

P
eople have been yammering on about console 
wars since time immemorial (okay, the ’80s), 
as if we don’t all win when tech wizards make 
progressively better wonderboxes for us. but we 
get why: it’s an arms race of sorts, a dizzying 
rush to bigger, more particle-laden games that 
dazzle the eyes and the mind. in that context, 

the cloud is the orbital satellite network of videogame 
big guns. it’s both ridiculously powerful and stupidly easy 
to forget it’s there, until it floats into position, unloads a 
microwave pulse/laser beam and changes everything. but 
it’s not an easy thing to show off. Put it this way: skynet 
would still have been awesomely deadly in Terminator 
without Arnold schwarzenegger, but we doubt the series 
would have run to a proper sequel (let alone the 55 awful 
ones) if John connor had spent 108 minutes fighting a blade 
server instead of a grinning metal skeleton.

Crackdown 3’s multiplayer portion is Microsoft Azure’s 
Terminator. shoot enough rockets and a building topples 
over. shoot another few and a chunk of it smashes to 
smithereens. fire a gun at a slab of former wall and chips  
of concrete fly off until you’ve carved your very own porthole 
through it. the fidelity is incredible. it’s more than even your 
xbox one can handle. it’s more than any home machine that 
isn’t hooked up to its own server farm (great use for a spare 
cupboard, mind) could handle. 

so what does developer reagent games do? well, 
according to creative director dave Jones, his game just 
half-inches what it needs from the cloud, when it needs it. 
And it’s borrowing a lot. “we’re throwing so much physics 
around that, as soon as you start, the game has to grab 
extra computing power outside of your xbox,” he says. 
“so effectively it goes to a cloud server and gets a virtual 
xbox one. And once it fills that up, it flips over and grabs 
another cloud server and says, ‘i need more computing for 
what these players are doing’. And that dynamic will go up 
and down in real time. so, for example, to make a building 
fall, we’ve got to do a lot of damage. that building will 

//As soon As you stArt,  
the gAme hAs to grAb  

extrA computing power 
outside of your xbox/
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Aside from 
a lost limb 
or two, the 
robot’s 
firework show 
went without  
a hitch.

eventually collapse. but i have no idea 
which direction it’s going to go in –  
it really depends on which direction 
the force is coming from. it’s fully 
physical, and smashes and crushes 
anything beneath it.”

Crackdown 3 may be the first game 
to shape the nebulous, on-demand 
power of the cloud into a staggering 
tech demo, but having servers on 
tap is good for so much more than 
smashing up skyscrapers. 

betteR and faiReR 
Azure’s been making your multiplayer 
games better, and fairer, for a while 
now. respawn’s Titanfall spooled up 
over 100,000 virtual machines around 
launch to power its mech-on-mech 
showdowns, offloading its Ai number 
crunching to free up more resources, 
for carnage full of giant metal men. 

it chose to entrust the whole hosting 
part to Azure, creating dedicated 
servers on the cloud, rather than 
relying on peer-to-peer connections. 
we’re not going to get too technical, 
but the benefits of dedicated servers 
are clear: no host means no host 
advantage, it’s much more difficult to 
cheat, there’s significantly less lag, 
and developers don’t have to leave any 
processing headroom to compensate 
for playing host. so all your console’s 

power can be focused on the game. 
dedicated servers are great, which is 
why Halo 5: Guardians is also going to 
be leaning on Azure to power its huge 
warzone fights and co-op campaign. 

“[the cloud] just allows us to use 
those dedicated servers,” explains 
343 industries’ creative director tim 
longo. “we can calculate enemy Ai and 
physics in the background. we wanted 
to make sure we still have the offline 

mode for solo players as well. so the 
Ai behaves the same, but we have 
some physics calculations going on 
in the background. dedicated servers 
in multiplayer allows for everyone to 
be on the same playing field... it’s not 
peer-to-peer and you have one person 
as a server. that got weird in the 
past, so this evens the playing field, 
especially for Arena.”

Asymmetric 4v1 rPg Fable: Legends, 
meanwhile, is likewise tapping Azure 
for its dedicated servers. though 
lionhead is taking it a step further 
by knocking down the walls between 

The next time the scout 
walkers attacked, the ewoks 
were dressed in eminently 
more suitable armor.

Roblox assembles Xbox one app
pc-based game-making tool roblox is bringing free  
user-made games to xbox one in november. roblox says 
it’s the youTube of games, but the app’s ad-free.
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windows formats. if you want to play 
on xbox one, there’s now nothing 
stopping you from teaming up with 
that friend who forever bangs on about 
the Pc master race, to slay ogres, bar 
perhaps dealing with their smugness. 

Halo 5’s also drawing on the cloud to 
make its only-online co-op smoother, 
albeit in a very different way. by 
hosting games in Azure, it’s cutting 
down the matchmaking nonsense. 
“the other cool thing [about the] cloud 
is [having] drop-in-drop-out co-op in 
the campaign,” says longo. “so if i’m 
playing by myself, i can set up a co-op 
game and a friend can come in at any 
time. i don’t have to restart the game, 
i don’t have to go out, have them 
join my party and go back in – i can 
just play, they can come in and take 
over one of the Ai. if they have to go 
to dinner or something, they can just 
leave and the Ai will take over.” 

They soon learned the hard 
way to never, ever, chortle  
at her unconventional choice 
of trouser again.

//dedicAted servers in multiplAyer 
Allows for everyone to be on the 
sAme plAying field//

And that really is just the beginning 
of what Azure might do for your 
xbox one. the cloud isn’t easy to 
understand, but blow hard enough 
on the developer spiel and one key 
concept is left behind: the ability for 
games to grab a little extra horsepower 
as they need it. it doesn’t render our 
hardware obsolete – game streaming 
services such as onlive have had a few 
false starts because they were trying 
to offload everything onto an internet 
infrastructure that wasn’t quite ready 
– but your already-powerful console 
backed up by a host of invisible servers 
makes for an awful lot of grunt for 
smart developers to tap into. 

developers still need to be creative 
though, and Azure could certainly use 
more Crackdown 3s to show us what it 
can really do. but after years of hearing 
about the potential of the cloud, it 
feels like the skies are finally about 
to open and rain down games that 
are tangibly better to play for having 
Microsoft’s online tech behind them.
matt ClaPham

map’s the way to do it
good news! if you grow tired of knocking holes in 
the 11 maps that launch with ubisoft’s rainbow six 
siege, the future ones are all free. smashing!

this month 
we leArned...

how Assassin’s Creed Syndicate 
created a Victorian-era london.

that 15 years on, emily Kaldwin  
is on the run in Dishonored 2.

p12

the latest news about Hitman’s 
unusual episodic scheduling.

p14

how For Honor is Bushido Blade meets 
Assassin’s Creed meets a MobA.

p20

what cd Projekt red plans for the 
future of The Witcher 3: Wild Hunt. 

p13

p22
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t h i s  m o n t h : 

ten  
pro  
tips

Like train surfing now, 
carriage surfing was 
a perilous sport for 
teens in London.

1Transport the player
We give you a sense of 
historical time travel, going 

to a place you may have read or 
heard about, but we really try to 
breathe life into it, make it not 
just a collection of buildings.

2Get the facts right
It involves a lot of research 
and talking to historians, 

looking at what areas of the city 
are important, what we want to 
build and how we integrate the 
story we want to tell for that time 
period – both for the Assassin-
Templar element and how we’re 
going to give the player a sense of 
what was important at that time.

3Make it believable
Does it pass the 30-second 
believability test? The rope 

launcher may not be historically 
accurate, and neither is jumping 
off Big Ben and surviving via a 
haystack. But the height and size 
of Big Ben is accurate, as is the 
clothing, the accents, who was in 
London in 1868, and the weather.

4Don’t let accuracy 
cloud the fun
A lot of our world is 

accurate, but when we make 
the city, we have to squish and 
pull because we’re not trying to 
recreate a 100% accurate London 
– that might be too big, not fun, 
or simply might not serve our 
purposes for the story we want  
to tell. It’s a case of picking and 
choosing, with the overall goal 
being to create an appropriate 
atmosphere in the game.

5Pick your battles
I don’t recall any building 
we would compare to 

Unity’s Notre Dame in terms 
of man hours, but places like the 
Bank of England, Westminster 
Palace and the Tower of London 
we spent a lot of time on, because 
there are big missions in those 
locations. We spent more time on 
creating the overall atmosphere 
rather than one location that 
you’re going to spend an hour in.

6Create a sense  
of progression
The city of London is 

extremely contrasted, from 
Whitechapel – which is a poorer, 
shorter, more condensed area  
– to Westminster, which has 
the iconic places that probably 
everyone has heard of or seen. 
Creating that key difference, and 
then having the Thames to split it 
all, was very important to us.

7Use the people
We wanted to make sure 
that, as you take over the 

city, you feel the contrast between 
the people who run districts, even 
if they’re from the same gang.

8Don’t forget about  
the culture
Our two characters gave 

us access to two elements of 
the story, as well as of British 
culture. There’s the reserved, 
James Bond-like style, and the 
spirit of punk rock. It exists in a 
lot of cultures, but in London it 
was very interesting for us to tell 
those two sides of the story.

9Embrace the variety
The Omnibus – which 
is a huge double-decker 

carriage – is, er, more of the 
Bowser of the vehicles. It takes a 
while to get up to speed, but once 
it’s going it’s hard to stop. Then 
you have the hansom cab on the 
smaller end of the scale, which is 
very quick, can change direction 
fast, but can get knocked around.

10Do justice to  
the landmarks
You’re sent to 

Westminster Palace and you 
scale Big Ben where you help 
Alexander Graham Bell to install 
fuses on different elements across 
the Palace. The first time you 
scale Big Ben and you go up and 
up and up and up, and then can 
look down over the whole city – 
that’s pretty epic. OXM

BaCkGrOUnD 
ChECk
naME scott Phillips

JOB TiTlE game director, 
Ubisoft Quebec 

BiO Phillips wasn’t always 
involved in the world of 
demure assassins, having 
cut his teeth on a killer of a 
different kind – he helped 
animate Volition’s brutal 
Punisher game. he later 
became lead designer on 
Saints Row: The Third and IV  
– any chance of bringing 
some of that humor to 
Creed’s notoriously laugh-
free universe?

scott phillips explains how Assassin’s Creed syndicate 
captures 19th-century London’s unique atmosphere 

hOw TO BUilD a virTUal  
viCTOrian lOnDOn

Ea
sT

Er
 E

GG
 V

ic
to

ria
n 

lo
nd

on
’s

 m
os

t n
ot

or
io

us
 re

si
de

nt
, J

ac
k 

th
e 

ri
pp

er
, a

pp
ea

rs
 in

 d
lc

. o
nl

y 
a 

m
an

ia
c 

w
ou

ld
 p

ay
 e

xt
ra

 to
 u

nl
ea

sh
 th

at
 je

rk
.



Spark of Life
Project Spark was already free-to-play, but  
a new update has unlocked everything the game 
creation oddity has to offer, for everyone.

in numberS > DATAPOinT: newS in numberS > DATAPOinT: newS in numberS

1094
How many days the new Hitman 
was delayed in order to add in  

a bit more content.

12
The number of people now able to join  
Xbox Parties after a recent update to 

Microsoft’s bulging servers.

The number of years’ worth 
of Halo content that’s already 

planned in advance.

DLC vS DL-free
How CD Projekt RED is making expansions worth paying for

T
he problem with being the most 
generous game of the year is that 
people begin to expect it of you. 
The Witcher 3 gave away 16 pieces 
of DLC, not to mention substantial 

changes to the game based on fan feedback. 
Now that it’s asking for money, CD Projekt 
RED has the job of convincing fans its new 
wares are more special than the usual fare.

 With Hearts of Stone out now (reviewed 
next issue) and Blood and Wine due in early 
2016, CDPR’s certainly confident about its 
take on gaming’s controversial selling tool. 
“In terms of game expansions, these are like 
those old school add-on discs older players 
might remember,” says producer Stan Just. 
“What’s more, it’s of even better quality than 
the base game quests!” 

That confidence comes from a studio now 
at ease with the engine and style it spent so 
long creating. “Many departments’ tools were 
undergoing some serious changes during 
the production of the main game. Plus, for 
cinematics, we were 
able to improve quality 
by adding much more 
movement even on the 
smallest scenes you’ll see. 
We are constantly raising 
the bar for ourselves.”

Above anything else, 
it feels as though CDPR 
simply loves making more of its masterpiece. 
We ask if there’s a tendency to treat these 
expansions as a loving swansong for Geralt. 
But it seems the Polish dev wizards are more 

interested in just making the stuff they want 
to. “If you’re starting something thinking that 
you’re ending it, that can’t be good, right? 
While designing, we just wanted the players 
to have as much, if not more, fun as they had 

playing Wild Hunt. We 
ended up with the latter.”

This isn’t to say the 
fan-facing period for the 
Witcher 3 is over. CDPR 
still wants to know what 
you think: “Remember the 
Bovine Defense Force [a 
chucklesome, monster-

shaped solution to an XP-cheesing exploit]? 
We got a ton of positive emails after that 
stunt. We always keep our finger on the pulse. 
So keep that feedback coming!”

//We are 
constantly 

raising the bar 
for ourselves//

Some of the DLC’s 
new monsters came 
about simply because 
animators wanted to 
work on them.
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Bald 

approach
agent 47 – named after 

the number of times he gets 
called ‘cue ball’ during the 
course of the average day – 
is a true blank slate of a 
character, the perfect  

tool with which to  
carry out our horribly  

creative murders.

Tie die
agent 47’s iconic 

suit can of course be 
ditched for a range of 

costumes, which you can find 
in the environment or steal 
from Npcs. absolution’s  
punishing disguise  
system has been  

tightened up to make 
the rules clearer.

Bald-faced cheek
Hitman will be half a game when it releases in March – 
but expect the rest soon after
What’s the story?
Hitman, the confusingly named 
fifth entry in the series, is now 
releasing on March 11, several 
months after it was originally 
due. Or part of it is, anyway – 
there’s some weird early access 
type thing going on. Three of its 
sandbox areas will arrive then, 
while the following three will be 
grafted on over the next three 
months. The ‘intro pack’  
contains six missions, and  
around 800 optional targets in 
Contracts mode. Oh, and the Intro 
Pack is releasing for a budget 
price: a mere $35.

Why should I care?
Hitman’s episodic delivery is quite 
a bold – and bald – step for a full 
retail game. Asking people to pay 
for the whole game upfront, but 
only granting a sliver of the action 
in return, confused some fans 
and annoyed others. The decision 
to delay and bundle more levels 
at launch (its original December 
date would have seen just the 
single Paris fashion show stage 
release) speaks to this disquiet. 
Io is building an incredible murder 
sandbox; the original distribution 
model was like finding a dirty dog 
nugget among the grains.

What happens next?
We’re only getting half the game 
in March, but there will be new 
locations arriving in April, May  
and June, set in Thailand, the 
USA, and Japan respectively. 
You’ll gain access to these if you 
shell out for ‘the full experience’, 
which will set you back $60. 
(Alternatively, you can sample 
the first three and upgrade your 
intro pack for $30.) Each location 
comes with a couple of missions, 
more targets to ‘whack’ in custom 
Contracts, and weekly live events 
and assassination contracts set 
by Io and Square Enix.

14 / THE OffICIAl xbOx MAgAzInE

sTick iT To The maN

d a s h B o a r d

WWW.gAMESrADAr.COM/OxM



Round the twist
Twisted pixel – creator of ’splosion man – is becoming an 
independent studio again, five years after being acquired by 
microsoft. expect its games to be multiplatform from now on.

eNviroNmeNTally 
uNfrieNdly

a bullet gets the job 
done, but 47 prefers unique 
environmental kills. There 
are 40 in the first three 

stages – ranging from death 
by gas leak, to using a 
lighting rig to turn 
a catwalk into a 

splatwalk.

coNTracTually 
oBliged

contracts mode lets 
you challenge friends to 
assassinate an Npc in a 
manner of your devising. 

There are 800 targets in the 
first three levels alone, 
and a sears catalog’s 
worth of household 

items to help 
kill them.

 
io shows 
iTs ire

io’s in-house death-
devisers will be releasing 
fresh contract mode hits of 
their own, showing just how 
creative/horrible you can 
be with the in-game tools. 
it’s like free dlc on tap! 

(Note to self: try to 
kill someone with 

a tap.)

Tony haWk PRo SkaTeR 5
We’ve just jettisoned the office copy of 
this howler into the Sun. So technically, 

there’s nothing hotter this month.

Black oPS III’S ZomBIeS
An extensive DlC season that’ll tie up all 
the loose plot ends? That’s tasty like…
wait… why are we hankering for brains?

ouR STuPId faT fIngeRS
Hot from trying to pull off a Van Halen 
solo on the highest difficulty. They’re 

but little smoldering stubs now.

uPToWn funk
Who, exactly, picks up a guitar and 

dreams of playing Uptown Funk, of all 
songs? Our best guess: total clowns.

ouR cRedIT RaTIngS
Checking our bank accounts after a 
recent Lego Dimensions binge was a 

shock. Who knew numbers went so low?

nhl 16 
It’s cool. because it’s played on ice, 
see? Oh, whatever. Our mom thought 

that this was a funny joke.

1

2

3

1

2

3
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Tom pines for the days where you could try  
out a game for free (without stealing it)

 WHATEVER HAPPENED TO TRY 
BEFORE YOU BUY? NOWADAYs YOU  
HAVE TO TAKE OUT A MORTGAGE FOR  
A PEEK AT THE TITLE sCREEN 

P
laying Tony Hawk’s Pro 
Skater 5 this month, 
something suddenly 
struck me: why has God 
inflicted this plague 
upon humankind? But 

another thought also struck me: 
would the game have got away 
with being released in such a dire, 
buggy state if demos were still the 
industry standard?

Back in the peak years of the 
Xbox 360, we went through 
something of a renaissance for 
demos. People no longer had to 
buy magazines to get their hands 
on demo discs (oh…), now they 
could just be downloaded straight 
to the hard drive. Soon any indie 
game worth its salt had a demo, 
and even big-budget stunners like 
Dead Rising and Crackdown gave 
away generous previews.

It’s not just that I miss free 
stuff – these demos changed 
my gaming taste for the better. 
Crackdown looked like nothing 
more than a cel-shaded GTA 
clone, certainly not a disc I’d buy. 
But with a demo available, what 
did I have to lose? Well, $60 as I 
quickly became hooked on the 
superhero sandbox classic, and 
had to snap it up. 

Limbo had a demo that was 
characteristically cruel. You 
played several puzzles as a 
little boy, getting a taste of his 
haunting, monochrome world.  
Then an ill-advised jaunt down a 
spider’s nest leaves the boy stuck, 
wrapped in webbing and hanging 
from the ceiling, destined to be 
arachnid chow. The demo ends 
on an evil question: will you save 
the soon-to-be spider snack? 
Select YES and you’ll be taken 
to the marketplace (you saint). 
Select NO, and you’ll abandon 
the boy (you monster). Well 

played, Limbo. I’ll go fetch my 
wallet. Dead Rising is a game 
where you slaughter zombies. 
Even way back in 2006, that 
concept sounded overdone. But 
that demo, which let me explore 
most of the zombie-stuffed 
opening area for as long as I 
liked, changed everything. It was 
the first time I’d seen the Xbox 
360 have that many enemies 

onscreen, doing something that 
wouldn’t have been possible on 
my original Xbox. I’ve been a fan 
of the series ever since.

Point is, playable previews 
don’t just expose shoddy 
skating games. A good demo can 
compel you to try an experience 
you might have otherwise 
ignored. Dead Rising, Limbo and 
Crackdown are all established hits 
now. Their demos helped them 
find an audience. But you can’t 
find nearly enough demos for 
new Xbox One games. Currently, 
only four of the titles in our top 
20 let you try before you buy. 

Even when you do find a 
demo, they’re rarely for games 
that could use them the most. 
I’ve wanted to try indie curio 
Roundabout for a while now. 
But $14.99 upfront for a game I 
don’t know I’ll enjoy is a risk I’m 

just not willing to take. I suspect 
many Xbox One owners feel the 
same. Games aren’t cheap, and 
without demos, we’re only going 
to get more conservative. 

A good recent example of the 
right way to do it is Dontnod’s 
outstanding Life is Strange. 
Its demo is just 20 minutes 
long, but perfectly showcases 
its main features: its likeable 
main characters, time-traveling 
mechanic and the irritating 
overuse of the word ‘selfie’. It’s 
subsequently been a surprise but 
much-deserved hit, something 
I’m sure was helped by letting us 
get a feel for it beforehand.

Hopefully more publishers 
will take note and a second demo 
renaissance will come, helping 
us all take chances on more 
original games. Until then, just 
take my word for it and don’t 
blow $59.99 on Pro Skater 5. Ever 
been mugged by an old friend? 
Consider that a pretty accurate 
demo for the game.

NExT MONTH Tom tries to quit 
random Pro Skater 5 rants. He’s 
down to 20 a day. We’re very proud.

//A good demo cAn comPel you 
To Try An exPerience you migHT 
HAve oTHerWiSe ignored//

Dead Rising’s demo gave 
us the whole game in 
a nutshell. We wasted 
hours testing various 
appliances on zombies.

Many episodic games give 
away entire chapters as a 
series draws to a close to 
hook new punters. Smart.
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Rockstar hiring for mystery game  
162 new job listings hint at a big project in 
the works, with a call for “asymmetric co-op 
stealth experience”. Sneaky GTA VI incoming? 

you’re fIred! > quoTeS of The monTh > blAh blAh > he SAId whAT? > yAddA

“The huge scope of the  
co-op campaign of the  
Xbox one version can’t  

be faithfully recreated on 
old-gen hardware.”

Activision explains the lack of single-player 
campaign in Xbox 360’s Black Ops III.

“Xbox one’s Game Preview 
program is really just early 
Access for console. Players 

understood it and were 
excited to play before they 

ordinarily could.”
Gary Richards, producer of Elite: Dangerous.

“what sort of driving game? 
A spiritual successor. 
Speed. Traffic. And lots 
and lots of crashing. 
#ShinyredSomething.”

Three Fields, founded by two ex-Burnout 
developers, teases a new game on Twitter.

“We’ve been doing serious, real 
planning and even some writing on 
the next Halo game already, and that’s 
a real luxury for 
us – we’ve never 
found ourselves 
in this fortunate 
position before.” 

So how far 
ahead are the 
guardians of the 
Halo universe? 
“We both know, at a very high level, 
what’s going to happen in, say, ten 
years from now, but also at that very 
granular level of what will happen in 
the next game.”

I
t’s nice to be prepared. But there’s 
being prepared, and then there’s 
planning the Halo series ten years 
in advance, which is insane. Frank 
O’Connor, franchise development 

director for 343 Industries, told us 
about the studio’s planning process.

“We kind of know what’s going to 
happen in the next game, and we 
kind of know what’s going to happen 
to the Master Chief ultimately,” says 
O’Connor. Though he assures us that 
nothing’s sacred. “I think if you start 
making those stepping stones too 
rigid, then you’re not being realistic 
about game development, because 
that process could change the story.

It’s an approach to epic multi-game 
storytelling that wouldn’t be possible 
for most studios. Bonnie Ross, the 
general manager of 343 Industries, 
explains that it was a matter of good 
timing. “When we first started as a 
studio, we had the luxury that Bungie 
was still developing Halo 3: ODST and 
Halo: Reach, and during that time 
Frank and his team’s role was pretty 
much to lay the series’ fictional 
foundation for the next 20 years.

“You can look at the ending of Halo 
4 and where the Master Chief is and 

obviously we had 
to know where we 
were going to take 
Halo 5 and Halo 6 
with that. But it is 
a luxury that we 
finally have and 
it’s pretty amazing 
when you have 

an epic sci-fi universe and we have 
multiple ways that we can go with 
this story, but all the pieces are laying 
there. The canvas is lying there for us 
to paint on.”

Sorry if you 
had money on 
halo 5 being the 
final halo game. 
we’re sorry that 
you’ve ever been  
let near money.

//We’re planning 
and Writing  

the next halo 
game already//

ea
st

eR
 e

gg
 H

al
o 

5:
 g

ua
rd

ia
ns

 m
ai

nt
ai

ns
 6

0f
ps

 o
ut

pu
t a

nd
 s

up
po

rt
s 

de
di

ca
te

d 
m

ul
tip

la
ye

r s
er

ve
rs

.

PRe-ORDeReD 
HaLO 6 Yet?
343 Industries explain how it is laying the 
foundations for the series beyond Halo 5
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N
o splash screens, no spinning discs. 
That was the mantra as Xbox Live’s 
Major Nelson and Microsoft engineer 
Richard Irvine talked us through the new, 
improved Xbox interface in an eight-

minute video released via Major Nelson’s blog  
in late September. It’s a complete overhaul  
of the Dashboard, similar to how the Xbox 360’s 
front end evolved over the console’s lifespan, 
going from blades to avatars to big, blocky, 
Kinect-friendly squares.

There were two key design philosophies behind 
the redesign: firstly to bring it in line with the 
Windows 10 Xbox App, and secondly, to shove a 
rocket up its backside. The problems that plague 
the existing Xbox Dashboard are well chronicled. 
It was originally designed for a console that could 
take both Kinect and an online connection for 
granted. When Microsoft was forced to pull both 
of these due to fan backlash, the Dashboard was 
forced to adapt on the fly and this resulted in a 
cumbersome experience. Microsoft has worked 
hard to resolve these issues over the course of 
several updates. But it’s clear the only way to 
flush away the Dashboard’s legacy problems was 
to craft a shiny new interface for Xbox One.

And so, say hello to the sleek new interface, 
which is cleaner and faster to navigate, not least 
because it brings back an old favorite from the 
Xbox 360 days – the Guide Button – which enables 
you to access all your console’s key functions 
without wading through acres of menus. A lucky 
few - including us - have been able to try out the 
new Dashboard for a few months now, as part of 
the New Xbox One Experience Preview program.  
As for the rest of you, the full update is expected 
to roll out in December.

The 
Power 
of 10
Avatars! Faster Loading!  
A FREAKING GUIDE BUTTON. 
Fuelled by Windows 10, 
your Xbox One Dashboard 
is about to evolve…

Scroll 
Play

The new dashboard has 
been designed to make  
it quick and painless  
to access your content.  

a tap of rT and the 
homescreen scrolls down 
to the last played/pins 
section. Press lT to 
scroll straight back 
to the top again.

cool 
GuidinGS

The guide button is 
back! double tap the Xbox 
button at any time to bring 
up a catch-all menu of your 
favourite functions. you’ll 
notice that this Guide, like 
all snapped applications, 
now appears on the left 

hand side of the 
screen.

corTana 
 Blue

She wasn’t available 
in the Preview program, 
but cortana, Microsoft’s 

answer to Siri, will arrive 
as your personal gaming 
assistant during 2016, 
helping you surface new 
games, challengers and 
achievements with her 

ever-smartening 
ai.
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1 activision renews Tony 
Hawk for a 
decade, to keep 
robomodo out  
of mischief.
ExcitEmEnt: -100/10
LikELihood: 6/10

2 Black ops iV to be set in 
2165 where all 
pets and babies 
have been 
turned into 
hand cannons.
ExcitEmEnt: 9/10
LikELihood: 8/10

3 rockstar will make GTa Vi 
the SMalleST 
open-world game 
in existence.
ExcitEmEnt: 5/10
LikELihood: 3/10

4Scalebound 
to block your 

Twitter account 
if you die more 
than 10 times.
ExcitEmEnt: 2/10
LikELihood: 10/10

5a Beyond eyes 
sequel will 

explore life 
without smell: 
Beyond nose.
ExcitEmEnt: 10/10
LikELihood: 6/10

Getting mappy with it
an update will let you remap the controller’s layout, swapping 
button functions. The ability to play your own music in the 
background is also on Phil Spencer’s “list of things to do.”

//AvAtArs ArE bAck! YAY. xbox’s AnswEr 
to nintEndo’s miis wiLL mAkE A drAmAtic 
rEturn to xbox onE this wintEr//

aVaTar 
aTTack

avatars are back! 
yay. Xbox’s answer to 

nintendo’s Miis will make 
a dramatic return to Xbox 
one this winter, appearing 
on your Profile page with 
a modernized look while 

retaining all the 
old customization 
options of yore.

ParTy Hard?
Party easy, more like. 

you can now create parties 
of up to 12 people straight 
from the guide, while the new 
recently Played tab shows 
you which of your friends 
have been playing your 

game of choice.
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update

Bushido Blade meets Assassin’s Creed meets MOBAs for a feud’-em-up

Publisher UBisOft / DeveloPer UBisOft MOntreAl / Format XBOX One / eta 2016

stand and fight, coward! 
my longsword thirsts  
for pwnage.
Calm down. For Honor isn’t 
out ’til 2016, and besides, 
you oafish european 
knights are no match for 
an Oni. see this katana? 
it’s steeped in poison – a 
couple of swipes and 
you’re toast. And how 
about these exquisite 
kunai throwing knives? A 
samurai understands that 
true martial superiority 
is a matter of grace and 
precision, not brawn.

Perhaps, but that 
wooden armor looks 
pretty flimsy.
You have a point. For 
Honor’s three factions 
are balanced in simple 
ways. samurai (‘Chosen’) 
players trade endurance 
for offensive skill. the 
knights (‘legion’) are all 
about soaking up hits. And 
the vikings (‘Warborn’)? 
they like to scream and 
wave axes. each hero gets 
four ‘feats’, which create 
distinct playstyles. Here, 
let me demonstrate…

ouch! right in the 
pauldron!
Quite. that’s the Oni’s 
Arrow storm, an area-of-
effect attack. it’s great 
not just for savaging 
Ai-controlled soldiers, but 
slowing player-controlled 
enemy Heroes down or 
separating them, although 
you’re unlikely to kill them 
outright. Other feats power 
up ‘bots, or heal players. 
You can deploy them by 
killing things or capturing 
objectives, not unlike the 
streaks in Call of Duty. 

sounds a bit nerdy. 
i’m just here for the 
decapitations.
Don’t worry, this is brutally 
simple where it counts. 
PvP is all about watching 
the enemy’s stance and 
bluffing, rather than 
memorizing combos. the 
main Dominion mode relies 
on tactical arithmetic – 
four players must control 
three bases, so two bases 
are always undermanned. 
And terrain awareness is 
everything. for instance, if 
you’ll step over here…

argh! Where did he  
come from?
that’s what they call a 
ledge attack. if you’re  
ever cornered by an  
enemy group, try blocking 
and retreating into the 
shadow of a wall – a 
comrade might just be 
able to get the drop on 
them, helping you out in 
a pinch. You could also 
lure the group indoors 
to increase the risk of 
friendly fire. in your case, 
though, it might be safest 
just to run. no offense.

For Honor offers a full 
campaign, and you can 
play the multiplayer 
modes against the aI.

For honor
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You and thuban share a health bar, so don’t  
send him off on any suicide runs.

bayonetta plus friendly 
dragon. Why hasn’t this 
been tried before?
Well, Scalebound’s core 
setup took a while to nail 
down. Hideki Kamiya dreamt 
up the concept back when 
Platinumgames was founded 
in 2006. it made a prototype 
after shipping Bayonetta, 
but the idea never quite 
took off. Kamiya originally 
pitched it as a Wii game 
starring a little girl who 
bosses monsters around 
using a wand. 

it sounds like we dodged a 
bullet, then.
Kamiya ultimately felt that 
the player should have more 
of an active role in combat, 
but the idea of the dragon 
as a semi-independent 
entity rather than a glorified 
support helicopter is still 
there. Your pal thuban 
won’t always do what he’s 
told, especially if he’s busy 

eating something’s head. 
it’s not clear how much he 
can resist your direction, but 
tread cautiously.

but thuban will let you ride 
around on him, right?
Oh, sure. What’s the point 
of a vast, open world full 
of floating islands if you’re 
unable to fly? You won’t be 
able to jump aboard straight 
away, however – the ability 
becomes available at a 
certain point in the story.

scalebound’s take on the 
batmobile, perhaps?
Yeah, it’s a fair comparison, 
especially once you combine 
thuban’s array of elemental 
attacks with main character 
Drew’s melee skills and 
bowmanship. Drew also gets 
double-handed choppers 
and nimble spears. the 
framerate might not equal 
Bayonetta’s (yet) but the 
combat is no less involved.

Platinum’s draconic Crackdown-
alike is a high flier indeed

Publisher MiCrOsOft stUDiOs / DeveloPer PlAtinUMgAMes / 
Format XBOX One / eta 2016

dragons really ought 
to come equipped with 
seatbelts. good luck 
getting insured, buddy.

update

scalebounD
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update

DishonoreD 2
Little Emily’s grown up too tenta-cool for school

Publisher BEthEsda / DeveloPer arkanE studios / Format XBoX onE / eta spring

is that emily Kaldwin? 
looks like she turned 
out okay, after all.
Well, up to a point. We’ve 
fast-forwarded 15 years, 
meaning she’s now in 
her mid-twenties. she’s 
inherited her late mother’s 
title of Empress, but for 
reasons as-yet-unknown, 
she’s off on the run. and 
who knows what scars 
she bears from your 
murderous actions as 
Corvo attano?

ah, her daddy. i did enjoy 
playing as him…
hush now – that rumor 
about her parentage was 
never confirmed. and fear 
not! You can actually play 
through Dishonored 2 
as Corvo. after about 30 
minutes or so settling into 
Emily’s shoes, you’ll reach 
a “pivotal moment” during 
which you’ll have to make 
a choice between the two 
characters that will last 
for the rest of the game.

i have to pick just one?
You won’t be disappointed 
with either option. While 
Corvo’s old powers return 
(with new upgrade trees) 
Emily’s promise to be a 
whole different kettle of 
possessed fish. her most 
prominent ability is Far 
reach, which sends out 
gross tentacles that she 
can use to pull herself 
from building to building, 
or to yank helpless guards 
towards her. tenta… cool?

at least it’ll be good for 
plenty of playthroughs…
Exactly! and co-director 
raf Colantonio has also 
teased a “third pathway”, 
although he’s keeping 
mute on what that might 
mean. Emily is also able 
to break up and reform 
bone charms, which grant 
passive abilities. “there’s 
something like 400,000 
combinations of bone 
charms," explains co- 
director harvey smith.

how utterly  ‘charming’. 
heh. Wonder if Dunwall’s 
brightened up yet?
ah, but you won’t be 
spending the majority 
of your time in dunwall. 
instead, you’ll be 
fleeing to karnaca, the 
southernmost city of the 
isles. known as ‘the jewel 
of the south’, it’s more 
pleasant in climate than 
dunwall – smith compares 
it to greece or spain, in 
contrast to dunwall’s 
Britain. it’s also free of 
rats – but don’t celebrate 
too soon. there may not 
be rodents here, but there 
are bloodflies, lovely-
sounding insects that 
nest in corpses and have 
a taste for your flesh. so 
if you’re the violent type, 
you might want to start 
disposing of those bodies. 
if we’ve got anything to 
do with it, karnaca will be 
one huge, buzzing swarm 
in no time.

We can imagine emily’s 
stylish threads 
providing inspiration 
for many a cosplayer 
next year.

Leave a body out in the open and they’ll end 
up a bloodfly paradise like this poor guy.

Karnaca looks to be a much more pleasant 
environment – your actions will still be grim.
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Time is a cruel mistress. One 
minute there’s absolutely 
nothing to play and time 
seems to stretch on 

forever. The next it feels like 
every game is 50 years long and 
desperate to suck away every 
free moment you have. Still we’d 
rather have massive games than 
stripped down, glitch-filled ones, 
and it looks like you lot agree...

Glitch Theft Auto
I’ve been a big fan of the GTA series 
since the first release in 1997. Imagine 
my joy when I recently discovered San 
Andreas had been re-released on the 
360! But this joy was short lived and 
has left me with a bitter taste in my 
mouth. Having sunk nearly 30 hours 
into it, I’ve reached an impassable 
loading freeze and can no longer 
continue the story. Internet research 
suggests this version of the game is 
notoriously buggy and many gamers 
have suffered the same fate. How have 
Rockstar gotten away with releasing 
this and not even bothered to release 
a patch for it? The completionist in 
me doesn’t want to put down a 40% 
finished game, but I don’t want  
to waste another 30 hours of my life 
getting to the same place and getting 
stuck again. I’ll be wary of future GTA 
releases. Unless they ever bring GTA 
London into the 3D world…
Rob Miles

Ah GTA London in 3D, no signs of that 
anytime soon. Would you settle for going 
back a hundred years and exploring 
London in Assassin’s Creed Syndicate?

Don’t try this at home
There are 8,765 hours in a year, and 
Fallout 4 apparently has over 400 
hours of content. Do you realise what 
this means? Even if I abandon sleep, 
eating, friends, family, chess club, 
work, hygiene and ever leaving the 

house for the next 365 days, and then 
set up a complex security system so 
I won’t be disturbed, I can still only 
100% complete Fallout 4 21 times a 
year. I’m sure I don’t need to tell you 
how disappointed this makes me.
Michelle Smick

Thanks for telling us anyway. The first 
episode of Life is Strange is barely three 
hours long. Maybe you could settle for 
completing that 2,921.6667 times?

Single-player? CLASSIFIED
As a proud Xbox 360 gamer, even in 
2015, I was thrilled to see that Call of 
Duty: Black Ops III will be coming to 
my ‘old-gen’ console. I’ve put down a 
pre-order and sat patiently twiddling 
my thumbs, occasionally screaming 
at the clock to make time go faster. 
At least I won’t have to worry about 
having enough time to finish it, as I 
now see the Xbox 360 version will be 
launching with no single-player. To 
make up for that, it’ll be $10 cheaper 
than the Xbox One version. Good to 
know that Black Ops III’s single-player 
mode is apparently worth about $10.
Terrence Lice

It’s frustrating to see Xbox 360 owners 
getting short-changed with cut-down 
copies of the year’s biggest games. But 
Metal Gear Solid V and Rise of the Tomb 
Raider have great looking Xbox 360 
versions. If you don’t mind a graphical  
dip, you’ll still get the full experience.

RUNNING oN EmpTy
I hate running. It’s painful, tiring and leaves me out of 
breath, sweating and on the verge of death. It used to be 
that my hatred of running was exclusive to the real-
world, but now I’m starting to hate it in games. Why do 
developers think clicking and holding down the analog 
stick to run is okay? It leaves me crippled and weeping 
after a long play session. Wolfenstein: The New Order 
became Wolfenstein: The Last Straw for me, my thumbs 
no longer willing to wedge themselves into the controller. 
Give me a designated run button or I’m not interested.
Harvey Lime

We feel your pain on this one, Harvey. But on the other hand, 
isn’t running supposed to be painful? Immersion!

prize: Halo 5: Guardians
The best piece of correspondence  
wins a game from Matthew’s goody bag

Star      Letter
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a sequel to Scarface:  
The World is Yours,  
would be amazing.
Tolga Budak

some old-fashioned Medal 
of Honor. This generation 
needs to storm normandy  
in hd, stat.
patrick o’Neal

Battlefield: Bad Company 
3. we need to know what 
happens to sweetwater 
and co.
Trav Bloom

i’m still waiting on a damn 
decent sonic title. great 
character, lots of potential, 
but the last games have 
been not so great. 
Dean Hoagland

Alan Wake, MechAssault, 
Banjo, Conker, Knights  
of the Old Republic,  
Jade Empire, etc.
Jeremy yearwood

Alan Wake, Crimson Skies, 
Kingdoms of Amalur,  
a true fable rPg. 
Greg Luster

i’m going to go out on a limb 
and say Enchanted Arms. 
Josh pierce

a new Panzer Dragoon, 
Oddworld: Stranger’s Wrath, 
Otogi: Myth of Demons, 
Metal Arms, RalliSport 
Challenge, Jet Set Radio, 
Sudeki, Enslaved: Journey 
to the West, Burnout, Red 
Faction. i could go on,  
but i won’t... 
pete Gibbins

Clive Barker’s Jericho? 
anyone? That ending  
pissed me off.
Erik Snelson

Lost Odyssey!!!!!! for the  
love of god do it. 
Sam okrina

The Annotated… mass Effect Theme park Ride
Your response to the ride announcement. seriously. This is happening

HALO: COmbAT 
evOLved
A strong showing for 
the original – 15% of 
you still think it’s the 
best Halo. It’s ace, but you 
seriously think Halo was better 
before online multiplayer?

HALO 3
When we first  
saw this running on Xbox 360 
we were sure we’d seen the most 
advanced Halo ever. Until we 
saw Guardians running  
on Xbox One of course…

will there be 
romance options? 

don’t look at me like 
that, it’s in the game!

Karen Chambers

i guess 
it’ll have three 

different colored 
cars with zero real 

difference, all ending 
up at the same  

lackluster finish.
Dan Harrison

imagine riding with an 
elcor, or blasto!

Long Duong

This is my favourite 
ride on the citadel.

Ty Ray

finally, bioware have 
listened to fan demand.  

i mean, what?
Benjamin Bayliss

HALO: ReAcH 
 24%? We had no 

idea Halo: Reach was 
such a popular entry. 

Or maybe you lot are simply 
using the poll in the hope 
of nudging 343 Industries 
towards adding it to The 
Master chief collection.

halo 3  – 25% 
halo: reach  – 24% 

halo 2  – 20% 
halo: coMbaT  

evolved  – 15% 
halo 4  – 10%

halo 3: odsT  – 4% 
halo wars – 2% 

Your 
VoTE 

whaT’s been Your 
favoriTe halo 
gaMe so far?

The official xbox Magazine / 25 @oxM

Social Services
The sequel that you think 
absolutely must happen…
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AgAinst the

deus ex: mankind divided feels darker and deeper 
than ever, but loses none of its predecessor’s 

identity. oxm visits eidos montreal to see how this 
techno-magic is being wrought

A
dam Jensen finds 
himself in a strange 
situation. he went 
through all the right 
stuff to become a 
saviour – near-death 
attack, lost girlfriend, 
robocop-style 

resurrection, discovery of a grand 
conspiracy, double crosses, a big fight 
and, finally, a flipped switch that was 
meant to solve everything – and it all 
amounted to nothing. our introduction 
to Mankind Divided opens with him in a 
funk: “i used to think i could save the 
world,” he moans as we swoop over a 
dubai skyline ravaged by the 
augmented workforce who rioted 
against their will at the last game’s 
conclusion. “now look at it.”

Jensen is the first Deus Ex lead to 
get a second shot at the cybernetic 
big time. Jc denton and the-one-from-
Invisible-War-everyone-has-forgotten-

the-name-of played their part, got a 
measure of closure, and disappeared. 
but Jensen has been forced back 
into the limelight, and there’s a 
schadenfreude-flavored delight at 
seeing the blighted aftermath of all 
those heroic actions.

heroes, even unwilling ones, always 
have a purpose. Jensen, on the other 
hand, feels lost – a man who knows 
that there’s something rotten in the 
world, but can’t for the mechanically 
assisted life of him work out how to 
clean it up. we don’t have a saviour, 
we have a man searching for his place 
in the world (and spending the time in 
between thwarting terrorists).

Stealthy success
that speaks to eidos montreal’s work 
with the game as a whole. like Jensen, 
Human Revolution was a bolt from the 
blue, something no one had expected 
to be quite so successful. like Jensen, 

writer: Joe skrebels

Mankind Divided is now searching 
for its place, trying to use the same 
template to new ends.

on a surface level, this is much the 
same game as we had four years ago. 
it’s a globe-spanning conspiracy yarn, 
set within a mix of one-shot levels 
and explorable hubs. eidos touts 
the same four pillars of gameplay: 
combat, stealth, social and hacking 
– as well as the fact that each will 
fundamentally alter how you proceed 
through the game. You facilitate 
this through a mixture of passive 
improvements to Jensen’s body, more 
active cyborgian stunts (elbow-spikes 
remain evolution’s greatest missed 
opportunity) and good old-fashioned 
firepower. it’s part-rPg, part-text 
adventure, part-fPs and part-stealth 
action. it’s grandiose and complex and 
moody. but is it different?

it’s perhaps a strange place to begin, 
but the game’s color palette reveals 
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luckily, he has most of his neatest 
tricks from the last game to draw on – 
giving you a chance to tool around with 
the game’s high-level design and to 
try out combat and stealth tactics in a 
relatively safe space.

Making haste
other hallmarks of Human Revolution 
return, too. optional objectives 
don’t simply offer bigger rewards, 
but alter how the mission plays out 
– disabling a signal booster means 
the Jinn terrorists you’re hunting/
avoiding can’t communicate properly, 
making the latter part of the level a 
tad easier. more interestingly, there’s 
a harsh reminder of HR’s cruelest 
punishment – remember the first time 
you realized that taking your time in a 
sarif industries warehouse would lead 
to a room of dead hostages and a heart 
full of aches? failing to stop a firefight 
quickly enough in this level’s closing 
moments leads to a dead undercover 
agent. there’s no explicit time limit, no 
warning – the consequences of your 
actions simply happen, and you deal 
with them accordingly.

there are some small changes to the 
formula – this is one of the only times 
we’ve ever seen Deus Ex’s world in the 
daytime, for a start – but we don’t see 
how eidos’ “old template, new focus” 
philosophy impacts on the gameplay 
until we reach the dvali theater.

a lot. Human Revolution was a game 
shot through gold-tinted spectacles, 
the excesses of the cyber-renaissance 
setting revealed in that gaudy veneer. 
so what is executive art director, 
Jonathan Jacques-belletête’s vision for 
the follow-up? “it’s less piss-colored.”

ignoring the charming phrasing, that 
sort of change is fundamental to so 
much of what makes Mankind Divided 
interesting. the fabric of the world 
remains recognizable – the world’s 
blinking neon sheet of advertising 
remains – but it’s been recolored, 
literally and figuratively. where once 
we were in a utopia going silently sour, 
we’re now (two years down the line, in 
narrative terms) among the everyday 
horror of the dystopia it’s become.

it’s murky; it’s dour; it’s blue and 
brown. but it feels like the same place. 
this is the game’s best trick so far – 
so many games attempt to iterate on 
their mechanics, but few make it feel 
as though the world has moved along 
plausibly at the same time. it even 
avoids the age-old dissonance of “why 
has my returning hero lost all their 
powers?” – at least to begin with.

that dubai skyline we mentioned 
presages the game’s tutorial mission. 
Jensen has joined multi-national anti-
terrorist organisation task force 29 and 
is commanded to stop a group of bad 
guys from compromising an undercover 
arms deal by any means necessary. 

appearing much later than the dubai 
excursion, this is a mission set within 
the game’s Prague hub world. we’ve 
previously seen the living conditions 
of this area, not least in golem city, 
the 3d-printed ghetto for augmented 
outcasts (where the gold/pee color 
scheme returns), but dvali is a glimpse 
at how the city works as a game space.

it’s an incredibly pure take on Deus 
Ex’s core ideals – your only objective is 
to reach an office, buried underneath 
several floors of mobsters, laser 
grids, misery and greasepaint. how 
you get there is entirely up to you – 
and in getting there you’ll begin to 
see how eidos is manipulating those 
old systems to new effect. where 
stealth and combat once seemed 
like selectable options, they now feel 
better intertwined, with techniques 
from each of their expected tech trees 

Jensen might 
be armored, 
but he’ll go 
down quickly 
if outnumbered 
– always plan 
to thin the 
ranks.

You still have 
the option to 
knock out or 
kill enemies 
at close-
quarters – 
both result 
in brutal 
animations.

f e a t u r e
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The end Is  
The BegInnIng
How tHree concluSionS  
became one – tHen became 
tHree again
the rustle of the public’s 
eyebrows raising was 
basically audible when it 
was announced that mankind 
Divided would not just be 
sticking with one of Human 
revolution’s four possible 
endings, but ignoring them 
outright. but as with so 
much of Deus ex’s storyline, 
the truth runs deeper.
“the canon ending for Hr 

is actually whatever ending 
you as a player chose,” 
explains narrative director 
mary Demarle. “because the 
canon ending is Jensen got 
there, and he only sent out 
a message, and there’s only 
two people in the world who 
know what message he chose; 
him and eliza.
“what he failed to 

recognize in that moment 
is that when you’re dealing 
with a crisis that big… 
you are not listening to 
any messages that get out. 
by the time you hear it, 
other people have had a 
chance to flood it with 
disinformation.”
the idea is that your 

choice exists – everyone’s 
choice exists (well, except 
for the one where adam kills 
himself, unless Demarle’s 
gotten really creative) 
– within the game world, 
somewhere. but only a select 
few may believe it.
there’s only a few things 

people know for sure: that 
millions of augs went 
crazy that day and started 
destroying everything, and 
they all know that Pangea 
was so damaged that it fell 
into the ocean. rumors 
abound about the cause, 
everything from bad doses 
of nueropozyne to the world 
being saved by one man. “So 
those rumors are out there, 
and they exist and you will 
find them throughout, but you 
are the only one who knows 
the truth,” says Demarle. 
adam’s isolation is 

complete – the outcast 
from augmented outcasts 
also happens to be one of 
the only people on earth 
carrying the burden of the 
truth. expect it to be a 
lonely journey.

once again,  
the true 
victims are 
beleaguered 
office 
administrators.

Dubai’s one of the 
first times the world 
of Deus ex is seen in 
the daytime – and it’s 
a total mess.

“Where once steAlth And combAt 
seemed like selectAble options, 
noW they’re better intertWined”

DeuS ex: mankinD DiviDeD
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PuTTIng on a show
How Do You get tHrougH a tHeater full 
of mobSterS witHout a ScratcH on Your 
torSo Paintwork? conSult tHiS HanDY 
guiDe for a few metHoDS.

You’re outside the 
Dvali theater. How do 

you proceed?

avoid the guards down 
here. or make short 
work of them. Head 
into the office they 

guard. Success!

StealtH
find a grate, disable 
a security camera with 
remote hacking and 

sneak into the door to 
the stalls.

StealtH
Shift a wall 
of boxes to 
find a hidden 
door. Hack the 
keypad and head 

backstage.

You’re entering the stalls, facing 
the main stage. where now?

turn on Smart vision in the 
dressing rooms, finding a weakened 
wall. Smash through it, climbing 

down to the basement.

You’re upstairs, outside the box 
seats. where now?

take out a surprise sentry bot 
guarding backstage, before spying a 
stairway to the lowest level of 

the building.

combat
Smash through an office 
wall, throw grenades 

into the lobby, shotgun 
a guard and walk calmly 
upstairs to the box.

combat
boot through the doors, 
fire a shrapnel nano 
blade and dispatch 

everyone left alive. Head 
behind the curtain to the 

dressing rooms.

StealtH
whack on your cloaking 
aug, turn on your leg 

silencers(!) and sprint 
upstairs to the box 

seats. easy.

StealtH
find the technical 

box, check the security 
feeds – spotting 

the heavily guarded 
dressing rooms. Sneak 

to them.

combat
turn on a titan 
shield and wade 

into the fray with a 
combat rifle. Head to 

the stalls.

combat
Pull out a sniper rifle 
and pick off the enemies 
below. make an escape 
downstairs, blowing a 
door off its hinges to 

get backstage.

combat
rush the front door, using a typhoon 
to wipe out half the guards, before 
mopping up the rest and entering.

StealtH
use cover to sneak to some 

scaffolding, knock out a sniper, and 
creep into a ventilation shaft.

this is the main 
entrance to the 
Dvali. imagine it 
swimming in henchmen 
and you’re with us.
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helping the other. a full-on combat 
run can be assisted by the silent, 
non-lethal tesla upgrade, which takes 
down sentry robots stubborn to bullets 
in a single shot. likewise, on a stealth 
kick, we climbed to a first-floor ledge, 
but discovered the only way of getting 
through was with enough strength to 
stick a fist through a wall – a technique 
usually favored by those taking a far 
less subtle approach.

Keep trying
the game’s designed to keep you 
improvising, approaching the same “i 
wonder what happens if…” itch that 
The Phantom Pain’s been troubling us 
with for the past couple of months. 
more importantly, it means that you 
constantly feel rewarded for the 
choices you’ve made – where Human 
Revolution could feel like it was gear-
gating you out of fun experiences, 
Mankind Divided seems to offer the 
opportunity to get almost everywhere, 
provided you have the ingenuity.

or the gumption. one of the most 
tantalizing elements of the dvali 
theater appears in prosaic form. 
tucked away in a back alley (which 
we reached by luring a guard into a 
particularly filthy public bathroom, 
firing a new projectile nano-blade into 
his head and stuffing him in a cubicle), 
there’s an inactive scissor lift. for 
those without literally spring-heeled 
jumping prowess or the strength 
to move crates to create their own 
platforms, this is the only way up onto 
this part of the building. and the only 
way to activate it is to plug in a biocell, 
the limited resource that keeps adam 
from shorting out like an old hairdryer 
after using too many abilities. 

although the game now has both 
health and energy auto-recharge this 
time around, biocells remain precious, 
making this kind of transaction perilous 
– and wonderful. will the rewards for 
taking a sneakier route make up for the 
fact that you might not have the energy 
to take out whoever’s inside? it speaks 
to a new kind of confidence at eidos 

montreal – with all the ideas more or 
less in place, it’s now mixing them up, 
allowing you to experiment with how 
interactions between playstyles, and 
even the level itself, could help you 
through the game.

those levels feel like the greatest 
step forward. while dubai is 
necessarily linear (can’t have players 
wandering away from their lessons, 
after all), dvali is another beast entirely. 
with some caveats, it feels like what 
it represents: an opulent theater gone 
to seed, not a videogame level. that 
doesn’t just extend to the look; this 
feels plausibly like it was designed by 
someone who might have wanted to 
use it for non-violent entertainment. 
there are redundant rooms that act as 
red herrings, while others have been 
repurposed. sneak into the right office 
and you can find a hackable terminal 
that disables some security measures 
– sneak into the wrong one and you 
just find a pile of mobsters’ old coats.

“biocells keep AdAm from 
shorting out like An old 
hAirdryer After using Abilities”

mankind 
Divided’s 
themes hit 
far closer to 
home than its 
predecessor. 
it’s not a 
nice place  
to be.

it ties into experimenting with 
different playstyles, too. make your  
way into the box seats overlooking  
the stage, and as a combat player 
you’ll find you have a favorable  
vantage point above the massed  
goons protecting the place, with  
cover to spare. for a stealth player, the 
same area seems a tad exposed – that 
was until we realized that by turning  
on our glass-shield camo, we could 
jump from one side to the other, 
bypassing a huge chunk of level on  
a hunch by, essentially, treating it  
like a platformer.

it lends a real physicality to the 
place, a sense that you’re always 
going the way you’ve chosen, not 
one deigned by some puppeteer of a 
designer. that’s perhaps proven by 
applying real-world savviness to virtual 
places. we guessed correctly that 
heading directly underneath the stage 
would take us on a secret route to the 
building’s bowels – not because we 

“could you take off that 
helmet before i punch 
your head in? Don’t want 
to hurt a robo-finger.”
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Jensen might be the first 
returning Deus ex lead, but 
that wasn’t always going to 
be the case. “mary [Demarle, 
narrative director] wanted to 
kill him!”, laughs executive 
art director Jonathan 
Jacques-belletête. it makes 
sense – Deus ex has always 
favored a new perspective 
because it suits the series’ 
open-ended role-playing for 
you to have a new personality 
to grow into.
“i put it like this: when 

we started mankind Divided we 
knew he was coming back,” says 
Demarle, “but when we finished 
Human revolution we didn’t 
know he was. i’m a writer – 
you learn you have to kill 
your babies!” So what changed?

“well now we’re making 
lots of money with the iP,” 
Jacques-belletête jokes. “no, 
i totally understand where she 
was coming from, of course. 
but at first i was like, ‘all 
my work! god damn!’ it’s so 
freaking hard to create an 
iconic hero in this industry, 
and it just kind of happened 
by magic, so i was like, 
‘mary! what are you doing?’”
Demarle eventually saw the 

potential in having a more 
broken adam return to face 
the problems he’d contributed 
to: “when you start from that 
point, then you have a new 
journey. He’s a fish out of 
water and he’s got to make 
contact with humanity again; 
how do we pick up from that?”

Back from The dead
tHe Strange tale of aDam JenSen’S DeatH 
anD reSurrection – in real life

“hAcking is still 
A brilliAnt 
tWo-tone rAce 
AgAinst time”

So everyone else is 
getting hassled by police 
and not this guy with the 
evil goatee? unrealistic.

this is the tesla  
upgrade –lock on, zap 

baddies, enjoy the view.

the nano-blade is stealth  
weapon, explosive solution and 
distraction tool, all in one.

f e a t u r e
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understand games, but because of 
an education wasted studying drama.

that sense of realism is clearly 
foremost in the developer’s thoughts. 
You only need turn on your wall-
penetrating smart Vision for proof of 
that – switch it on in an elevator and 
you’ll see the machinery working to 
hoist the steel box you’re in, elements 
of design you’d never otherwise come 
across, but that have been placed as 
physical objects in the game for just 
such an occasion. best of all, this kind 
of ‘throw everything in’ design leads to 
the series’ stock-in-trade: secrets.

get to the end of the theater and the 
office-shaped objective is immediately 
apparent. You’re looking for the hideout 
of a gang boss – it’s fairly safe to 
assume that the room with the red 
carpet, computer monitors showing 
the going rate for human traffic and 
a display of shark jaws on the wall 
will be his. but stop for a second and 
you’ll notice something odd. there’s 
a locked door nearby. shift a heavy 
crate and you’ll spot a keypad. manage 
to hack that, and an altogether more 
understated room opens up, clearly 
kept hidden on purpose – this is a level 
endpoint, too. eidos wouldn’t be drawn 
on what would happen if we took either 
route, but it’s safe to say that some 
curiosity will go rewarded.

we remain unconnectedly curious 
about the other two elements eidos 
considers key to the game: social 
and hacking. the latter pops up here 
and there throughout our hands-on, 

how you got here, what you’re doing 
and how you’re playing, but is also 
posing situations or choices that you 
can only do one way or the other; with 
the story changing as a result,” she 
says. that’s high-minded talk, so let’s 
try to put it in some kind of context.

Theatrical option
take the dvali. the theater itself has 
around ten separate entrances, but 
even the area the theater is a part 
of (a cordoned-off chunk in the east 
of Prague) has multiple entrances. in 
Human Revolution, the way you got in 
here would probably be as a result of a 
choice – someone told you there was 
a secret route through the sewers, so 
you took that instead of the keycard-
operated front gate. demarle wants to 
push that further. while she wouldn’t 
reveal any specifics, she repeatedly 
mentioned that Jensen’s entire reason 
for being at the dvali could be different, 
dependent on choices you’ve made 
throughout the game – choices that 
could even have come through the 
game’s side quests.

it is, yet again, evidence of the 
studio searching for ways to improve 
on its base game. Human Revolution 
provided all the pieces for the team’s 
dream experience, but Mankind Divided 
is taking those pieces, rearranging 
them, improving on how they join up. 
like Jensen, these small improvements 
should add up to a mighty whole.

it all comes back to that now-iconic 
figure at the center of eidos montreal’s 
hard work. adam Jensen was never 
a hero. he played the part well, but, 
like he said: he never asked for this. 
being put into a more difficult situation 
makes him far more interesting, in 
much the same way as his new game. 
in a fashion, his opening comment 
becomes a mantra for the game as a 
whole – a rejection of traditional design 
for something fresher, less obvious: “i 
used to think i could save the world. 
now look at it.” we’re looking, and it’s 
more enticing than ever. ■

most often in the form of the fairly 
identical (if slightly flashier-looking) 
hacking mini-game of old. it’s still a 
brilliant two-tone race against time 
(before you’re caught in the system, 
or by guards looking through windows 
at the enormous metal man trying to 
read their emails). later upgrades also 
allow Jensen to disable less-complex 
systems – cameras, robots and the 
like – remotely, with an activity closest 
in style to the swing meter from a golf 
game. even with this added, though, 
it’s hardly on par with the other 
elements for complexity. frankly, we’d 
love to see hacking take up a greater 
part of the game, but we can’t see it 
happening on current evidence.

social is the true mystery after our 
time with the game – both the most 
obviously absent part of the demo 
(eidos didn’t think it could get across 
the wide-reaching implications of the 
conversation system in a small portion 
of the game) and the most trumpeted 
by the developer. Human Revolution 
had its moments of conversational 
intrigue – letitia the trash lady will 
remain in our hearts for all the wrong 
reasons – but the studio is clearly 
aiming for something more in-depth.

choice and consequence are the 
defining feature of Mankind Divided’s 
more action-oriented gameplay, but 
narrative director mary demarle wants 
them to become a key part of how you 
interact with the game’s story, too:

“we are building a story that, as you 
get to places, not only comments on 

the world 
falling apart 
for augs is 
a real bonus 
for character 
artists, it 
seems.

the mechanical 
apartheid 
means Jensen 
will be in for 
some… awkward 
conversations.
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Deus ex prizes its art and 
narrative more than many 
games - but that must get in 
the way of more traditional 
game creation. How has it 
worked for you?
mary Demarle: i would say 
it’s a true collaboration. 
i’ve worked now with a lot 
of people on this team now 
for almost six years, so 
we kind of understand the 
challenges. i’m not a level 
designer, but i understand 
the challenges they face. 
when they present me with 
an issue, i’ll try to throw 
solutions to them that will 
help, or i’ll take their 
feedback and say “okay, can 
i twist it in this direction 
– will that work?”. or 
i’ll have the support of 
everyone else, when i say, 
‘this is just too important 
a moment story-wise – you 
have to adjust your level 
to make this work.’ that 
happens, constantly.

Jonathan Jacques-belletête: 
there’s often a conflicting 
attitude between level 
design and and credibility 
of spaces – level designers 
have so many concerns. 
they have so much more to 
think about in the spaces 
themselves, and when they 
think of spaces they think 
in terms of the gameplay 
elements, not really how 
our brains perceive reality 
through those spaces. So it 
was quite hard; my favorite 
[thing] is when things look 
like Quake arenas. i don’t 
know if you remember the 
old Star wars first-person 
shooters, like Dark forces 
ii? everything looked 
like Quake arenas. You 
were meant to be in a Star 
Destroyer, but it was all 
big, cavernous areas with 
huge rectangles popping 
out of everything. the 
gameplay was great, the 
level design was great, but 

the credibility of spaces 
was just not there. You need 
to mix the two together, and 
i think that’s something 
we’ve gotten really, really 
good at. everybody in there 
understands a lot more how 
all these intricate pieces 
work together in terms of 
the credibility, but also 
how to mix it with gameplay.

in terms of narrative, 
you created so much of the 
fabric of this universe in 
Human revolution. Does that 
free you up to do new things 
this time around?
mD: well, a lot of it was 
done before – creating all 
those different brands. but 
you find that we’re still in 
the same world, but we’re 
in new cities. So there are 
certain global corporations 
that are everywhere, but 
when you’re in a new city 
it’s like, ‘wait a minute… 
now we’ve got to twist it to 
more local brands, and how 
does that brand translate 
into this universe?’ So 
there’s still a lot of 
creating it from the ground 
up, and i think the more  
we do it the harder it  
gets keeping track of  
the details…

in terms of art, you’d 
also built up a world - but 
now, to a certain extent, 
you’re you’re having to 
tear it apart to fit a more 
dystopian style,…
JJb: [laughs] i never 
actually saw it that way, 
because to me the part 
that would be like tearing 
it down, i saw as, ‘okay, 
here’s some new visual 
directions for what we’re 

doing.’ but you’re right. 
all the company logos and 
that kind of stuff were 
made – we’ve upgraded some 
of them because obviously 
sometimes these things 
happen in real life – but 
we’ve added a lot more, 
because we’ve got all these 
new places and factions.
the interesting thing 

is it doesn’t make it any 
easier. in Hr, when we first 
said that we wanted to have 
all these things in, people 
thought we were completely 
crazy. there were 99 
fictional companies, all 
their fonts, all their 
logos, the props – people 
saw the impact that this had 
in the game, so everything 
goes a lot smoother and so 
mentally… a lot of these 
things are already made but 
people are more inclined to 
go, ‘totally, yeah – we need 
more of these things!’

So much of what you’re 
drawing on, in both of  
your disciplines, comes 
from discussions and  
ideas happening right  
now – what have you taken  
as influences?
mD: i think every writer 
– and we’ve also got more 
writers on this project – 
brings something a little 
different and a different 
influence. So i can’t 
really sit here and name 
specific influences. like, 
yes, for Human revolution 
we did a lot of reading 
into ray kurzweil, bill 
Joy and these kinds of 
philosophers. but on this 
one, i’m not 100% sure  
that i could name all  
those influences. 

makIng machIna
narrative Director marY Demarle anD  
executive art Director JonatHan JacQueS-
belletête talk uS tHrougH How art anD StorY 
are more keY to DeuS ex tHan ever

Dubai has a mad max-sized 
problem with sandstorms. 
Strap in.

f e a t u r e
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the enlightenment era of 
transhumanism, which is 
where our black and gold 
palette came from, right? 
it was because black and 
gold was very much like 
renaissance paintings. now 
the world is more afraid 
of transhumanism – so our 
gold and black palette has 
taken a back step with it. 
the new world order is this 
corporate feudalism thing, 
so now the influence is a 
lot more medieval – a lot 
more desaturated, with 
blues, greys and matte 
browns. the armor suits of 
the guards; they’re highly 
influenced by knights or  
men at arms.

Does that influence where 
you pick as locations? 
obviously, Prague is 
steeped in history…
JJb: i think everything 
leads in the way that we 
work together. the ideas 
come from all of us and 
we influence each other 
highly. we also felt that 
europe hadn’t been much 
explored in the franchise, 
right? So we felt like,  
‘Hey, let’s go into the  
old continent for a  
little while!’

is there a certain element 
of looking at what people 
are doing, how people are 
utilizing technology bodily 
now, and trying to fast-
forward it?
JJb: with body-hacking, 
that’s very low-level 
stuff. it’s super 
interesting, but if you 
look at technology and 
where it’s going in the 
future, it’s pushing so 
much further than that. 
that’s mostly what we look 
at. one of the things we 
said we wanted to make sure 
straight from the beginning 
was we said we wouldn’t use 
those ’80s, ’90s sci-fi 
limbs, like with a tube 
coming out of the bicep 
going into the pec – what  
is that for? 

like tetsuo at the end of 
akira, or something.
JJb: Yeah, that’s just out 
of this world – you know 
what i mean? when you look 
at industrial design and 
you look at how people want 
things to be, you start 
forming a picture of how 
all these things function 
in real life. that’s what 
futuristic anticipation 
is all about, analyzing 
how things function 
now and building on top 
of that. it’s amazing, 
because a lot of the stuff 
that we did in Hr started 
happening in real life 
during development. You see 
all of these war veterans 
coming back from iraq 
and afghanistan that are 
getting these 3D-printed 
prosthetics with crazy, 
superb, almost fractal-like 
motifs on. So yeah, i think 
it’s that – really looking 
at how things function for 
real and just trying to 
expand from them.

So what would you say 
your overarching design 
philosophy is this time? i 
notice it’s not as yellow …
JJb: less piss-colored. 
[laughs] So Hr was all about 

mD: we’re always trying 
to make sure that every 
department in the game 
production is talking and 
knowing that the story 
you’re telling is always 
the same story but now 
you’re telling it visually, 
i’m telling it with words, 
you’re telling it with  
the levels, and stuff  
like that.

So how much of this is  
real? i know there were 
research trips to Prague, 
but not to Dubai – so how 
much do you invent for the 
sake of the game?
JJb: well, there’s this 
great travel agency now 
called google earth… 
[laughs] it’s pretty crazy 
what we can do now with 
that. i didn’t go to Prague 
because i’d traveled around 
Prague quite a bit when i 
was younger, so i let other 
people go instead because 
i was quite aware of what 
it looked like and what we 
needed.  with Dubai, it’s 
this weird thing where they 
kind of over-build. it’s 
just prospecting, right? 
Some people have bought 
things in it but they don’t 
live there, and they’re not 

renting it, either. it’s 
a city fighting against 
the ocean on one side and 
the desert on the other 
side. So we kind of mixed 
all that together  - that 
one was really inspired 
by what i think the city 
is already kind of… i 
wouldn’t say turning into, 
but there’s already a 
sense of that.

can you improvise with 
your story? the original 
Deus ex let you do a lot 
of things – like killing 
major nPcs – that games 
these days just don’t 
do. Human revolution 
didn’t let you go quite 
that far – have you been 
experimenting with taking 
that further?
mD: we may be able to 
push it a little bit 
further, so a little bit 
of experimentation goes 
on as you’re developing 
the game. we’ve always 
recognized it’s a very 
story-driven game, and  
its stories do have their 
own requirements. So we 
have to be very careful 
about how we deal with 
certain things, but i  
like to try to embrace  
the challenges. we might 
try exploring with it  
and ultimately come back 
to the team and say,  
‘You know what, i’m  
sorry guys we’ve got  
to keep that, we can’t 
kill them.’

“A lot of the stuff We 
did in humAn revolution 
hAppened in reAl life”

most of the game’s 
spaces are built over 
multiple levels, letting 
you fight from any 
number of positions.
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I
t’s not the most 
glamorous moment 
of our foray into 
flying a starfighter 
on Hoth, but we’ve 
just collided our 
nimble A-wing 
into an angry 
AT-ST. Luckily, 

we’ve survived the collision – the 
chicken walker hasn’t. From up here, 
the view of Hoth’s expansive snowy 
plains is extraordinary. Admittedly, it’s 
very easy to see which parts are the 
battlefield and which aren’t – there’s 
one concentrated patch of AT-ATs, 
ant-sized soldiers and laser fire, 
surrounded by endless, near-empty 

white – but it’s the best we’ve ever 
seen the planet realized in a game. We 
don’t just mean that in the visual sense, 
but in the layout of the map, and what 
it feels like to be there. This is high-
end Star Wars fan service.

This is Star Wars year, after all, and 
that’s exactly what people want from 
Battlefront. This feels like more of an 
empowering experience for Star Wars 
viewers rather than a spin-off targeting 
core Battlefield fans. There are no 
classes or squads. Everyone’s primary 
weapon is a blaster, and using a sniper 
rifle, for example, has become a bonus 
ability with a few seconds of cooldown 
before you can equip it again. While 
there are hints of a progression system 

Star Wars 
Battlefront
Fighting across Tatooine, Hoth and Sullust in the name of the Rebel Alliance

 Publisher EA / DeveloPer DICE / Format XboX onE

DICE’s 
Frostbite-
powered 
revival of the 
long-dormant 
multiplayer 
FPS series, 
last seen on 
Xbox a shocking 
ten years ago.

Bluffer’s 
Guide

Sadly we didn’t get to 
play as a Rodian, one of 
a proud species known 
for being shot in bars.

in our demo – you do level up and 
unlock new variations of the blaster, 
with differently weighted damage 
and range stats, plus there seems to 
be plenty of bonus ability Star Cards 
to unlock – this doesn’t feel like a 
particularly complicated shooter to us. 
We’re not sniped every time we spawn. 
The guns feel chunky. The coolest 
stuff in the game, like the A-wing, isn’t 
gated by ability – it’s just there to be 
taken. Battlefront is about getting its 
players amazing, large-scale Star Wars 
moments as fast as possible. 

Our hands-on involves three maps 
across three modes. Assault Walker 
mode – the Hoth level shown off at E3 
– is here in full, as well as a truncated 

P R E v I E w
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//The coolest stuff in the game, 
like the A-wing, isn’t gated by 
ability – it’s there to be taken//

thE offICIAl XboX mAgAzInE / 37 @oXm
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walker Assault extends to maps 
beyond Hoth, giving Darth the 
chance to enjoy the sunshine.

Easily the most 
impressive battlefield 
revealed so far, Hoth is 
pleasingly movie-like.

Fighter Squadron will have more 
maps beyond the announced Sullust. 
A Hoth asteroid battle would be 
particularly welcome, but unlikely.

Sullust is perhaps the least visually 
interesting of the planets, but props 
such as burning TIE fighters help to 
make up for the endless brown.
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Card shark
How power-ups work in Battlefront.
Star Cards are how you access grenades in Star 
Wars Battlefront, but they’re also how you get 
hold of a sniper rifle, activate a precision bonus 
or use a grenade launcher. The more you play, 
the more currency you unlock to earn these 
extras – you can take three Star Cards into battle 
at a time as a ‘hand’, with each mapped to a 
button on the controller for your convenience. 
Thermal detonators feel like a must, but we’re 
also partial to the jetpack.

//The Sullust landscape is 
impressively intricate – a volcanic 
region loaded with sniper spots//

An Imperial 
shuttle, no 
doubt running 
away with 
evil secrets.

demo of the horde-style co-op mode 
Survival on Tatooine and a new mode 
called Dropzone, taking place on the 
surface of the planet Sullust. 

Dropzone is Battlefront’s variation 
of King of the Hill. Pods crash down 
into the battlefield and have to be 
claimed by either side and protected 
for a certain amount of time before 
they score a point. The next pod will 
then deploy somewhere else on the 
map. The Sullust landscape here is 
impressively intricate – a volcanic, 
hilly region loaded with sniper-
friendly spots, as well as a few nice Star 
Wars props, such as an X-wing crashed 
into the ground and a landed Imperial 
shuttle at the top of a hill, which is 
where the battles tend to concentrate. 
It took us a while to get used to how 
much scope for sniper points there is 
in the region – hiding between bits of 
rocks and then popping out became 
some players’ go-to tactic. 

Eventually, though, we built up 
a good strategy using our thermal 
detonators to predict enemy positions 
in relation to the pods, sometimes 
leading to some lucky blind kills and a 
few grenade killstreaks. This allowed 
us to compensate for our blatant lack 
of ability with a blaster. You soon start 
to figure out the perimeter hiding spots 
that snipers might be using, or which 
lanes the enemy will charge through 
to try to capture a pod. A nice touch 
is that you don’t have to be stood next 
to a pod to score a point – once you’ve 
activated it, you can stand anywhere 
you like to defend it, so it’s easy enough 
to set up traps for invading Rebel or 
Imperial players. We’re intrigued to 
see how other planets will work with 
Dropzone, and how the map design 
will accommodate this mode.

Tat’s not enough
The other modes have been shown off 
previously, but it was nice to get more 
time with them to see what players 
will invest their time in at launch. 
While we enjoyed fighting waves 
of AI Stormtroopers and AT-STs by 
ourselves on Tatooine, we don’t think 
Survival is going to hold up long-term 
as well as Dropzone, based on  
our several games with it here. It’s a 
standard-feeling horde mode, akin to 
every FPS from 2008-2012. 

Being able to use a jetpack and 
grenade launcher is fun, but of the 
sample six out of 15 waves here, we 
found the enemy positions and attack 
patterns became quickly predictable. 
We’re not convinced it’s a viable 

alternative to a proper campaign or 
optional bots for the other modes.

Hoth, though, remains very much 
the main event. The map is huge, Echo 
Base has a few different entrances that 
turn into great choke points, and the 
AT-ATs really are cool to look at. 
This is the mode that makes 
us envy any kid who gets an 
Xbox One and Battlefront for 
Christmas this year – Hoth 
never looked this amazing 
in our day. There are a few 
balancing issues in the build 
we’re playing. The gun turrets on 
Hoth seem ludicrously overpowered. 
We get 18 kills and two deaths in one 

round, which we can assure you is not 
broadly representative of our ability 
to play first-person shooters. The 
streak would’ve carried on, too, were 
it not for a vengeful player crashing 
his snowspeeder into our turret. On 

that note, we also wonder if the 
default controls are a little too 

stiff for flying vehicles – we 
saw a lot of vehicles crashing 
into scenery or AT-ATs as 
the result of a failed attempt 

to pull up at the last moment. 
And hey, we did it, too: the very 

first thing we did in an X-wing was 
fire two proton torpedoes at an AT-AT 
before crashing into its face. We could 
feel the Force flowing through us!

That mild embarrassment aside, we 
think the on-foot shooting is pretty 
great. There are just enough options 
for you to figure out a personal play 
style, and the seemingly generous 
amount of modes means there should 
be plenty to play at launch. While we 
fear an eventual DLC programme 
shredding up the player base, Star 
Wars fans will just enjoy being in 
such pretty versions of these fictional 
battles – even if it might be a little bit 
too pre-school for Battlefield veterans.
Samuel Roberts

ETA
17 nov

Kinect Star 
wars – Billed 
as a killer app 
for Kinect, this 
was ultimately 
a game for kids 
with no taste.

The Force 
Unleashed II –
This cheap-
feeling sequel 
bookended a few 
disappointing 
years of games.

PRevIouSly In…
Metadata
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A
t the risk of going off-topic, 
doesn’t Scalebound look 
lovely? Luscious green 
fields and bright blue 
skies in a fantasy world 
that looks like it wants to 

give you a big, bright hug. Plus, it’s got 
a wisecracking hero and a friendly 
dragon. We knew dragons were 
supposed to be our friends.

Well, FromSoftware is having 
none of it. It knows dragons are evil. 
Monstrous sky reptiles that roast 
peasants in flames and rip apart the 
weak with their talons. Bow down 
in fear, back away, or even attack – it 

makes no difference. See a dragon 
and you see death. Hell, see anything 
in a Dark Souls game and you see 
death. And you’ll now see your demise 
quicker than ever.

You’re a lot faster, both in combat 
and movement speed. That’d be a nice 
upgrade in another action-RPG. Here, 
it’s a game changer – with enemies 
also getting that crucial boost. 
After hundreds of hours spent 
mastering Souls’ precise 
combat, our old tricks have 
been rendered obsolete. We’d 
never seen low-level enemies 
recover so swiftly before. 

Not that we’re complaining. 
Much. A fresh challenge is far more 
enticing than stomping through 
familiar ground with ease. Although 
the Wall of Lodoleth definitely feels 
familiar. A medieval castle full of dark 
passageways, nooks for hiding archers 
and battlements littered with blood-
soaked corpses. Hauntingly beautiful 
as always, but we hope for some less 
well-trodden ground later on. 

But the series has always been 
good at making you feel like such a 
small part of a massive world. That’s 

stronger than ever, as Xbox One’s 
superior draw distance tantalizes us 
with turrets and bridges far into the 
horizon. And all without the framerate 
stutters we had to endure on Xbox 
360. We finally have a Souls game built 
from the ground up on a console that 
can run it properly. 

If the castle feels familiar, foes 
often subvert expectations. 

Upon a rooftop, a group of 
weak undead were crouched 
and praying. One stood and 
started shuffling towards us. 

We smirked and prepared 
for an easy kill, only for the 

creature to explode in a black, 
oozing mass, slaughtering everything 
in its wake. Including us.

Resurrected, we ran back, sprinted 
up the rooftop and stabbed the 
weakling before he had a chance to 
even think about transforming. Ha! 
Our reward? Watching a different 
undead transform and slaughter us. It 
was a new one each time. Trust us; we 
checked the hard way, in a fight that 
would have been at least a mini-boss in 
any other game. Dark Souls has always 
been about not letting yourself get 

ETA
Apr

Dark Souls III
This month: difficult game gets harder. Next month: headlice learn to use guns

After playing 
Judas with 
Bloodborne, 
Hidetaka 
Miyazaki 
returns for 
the third 
entry in the 
acclaimed 
action-RPG 
series.

Bluffer’s 
Guide

 Publisher BAndAi nAmco / DeveloPer FromSoFtwAre / Format XBoX one

Who brings a 
lantern to a 
swordfight? 
Someone trying 
to show off 
the game’s 
lighting, 
that’s who.

Dark Souls II –
This Miyazaki-
light sequel was 
still great, but 
we hope III will 
be the swansong 
Souls deserves.

Dark Souls –
Xbox 360’s best 
RPG. Brace 
yourself and 
you’ll find the 
most rewarding 
game ever.

PrevIouSly In…
Metadata
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cornered. Tough, when your opponent 
moves faster than any oozing pile of 
bodies should be capable of. These are 
the fights you know, on fast forward.

Didn’t help that we were still getting 
to grips with the new Herald of White 
class, gifted with a talisman that lets 
you cast three miracles: Heal, Sacred 
Oath (boosting attack and defence), 
and Lightning Spear (a ranged attack). 
Magic always felt a little lightweight 
in previous games. Here we felt much 
more of an impact, though spells still 
can’t quite match the satisfaction of 
delivering a hefty sword strike. 

Miracles and magic attacks don’t 
have a finite number of uses any more. 
A blue meter joins the health and 
stamina bars, depleted by using  
magic attacks and each weapon’s new 
ability – it’s recharged at bonfires, or 
using the new ashen Estus Flask. As 
we learned to keep a watchful eye on 
that meter, we felt like we were already  
mastering this new, trickier Dark  

Souls. So, naturally, our complacence 
had to be punished, and violently so.

We were surrounded, with an axe-
wielding, undead warrior following 
us from the way we’d came. Nothing 
short of a miracle could save us, which 
is what we got. If you consider ‘being 
set on fire’ a miracle. Out of nowhere, 
the dragon swooped down in a torrent 
of flames, engulfing us all. As we lay 

dying, we were already strategizing, 
figuring out how to turn this new 
weakness into an advantage. Now that 
we’re faster, we can get back to the 
scene of our deaths quicker. Which 
means more punishment. Which 
means more deaths. Which is brilliant. 
The uninitiated may think we’re 
masochists. They’re probably right, 
but fans should be salivating. Now 
that combat has sped up, the rules 
have changed. Veteran or newcomer, 
everyone starts at zero for the most 
challenging, glorious-looking Souls yet. 
Tom Stone

//your opponent moves faster than 
an oozing pile of bodies should//

This beastie’s weapon is 
bigger than our shield. Ah, 
we just love those longer-
than-a-lottery-win odds.

The sense of scale has 
always been there. It’s 
the detail that’s had 
the biggest upgrade.

Each weapon 
now boasts 
a unique 
‘critical’ 
attack. Smart 
incentive to 
try them all.

Dance off
Beat this first time,to earn the title ‘liar’
Meet the game’s opening boss, the Dancer of 
the Frigid valley. She’s several times your size, 
heavily armored and wearing a veil that leaves a 
shimmering, ghostly trail behind her. She wields 
a nasty flame sword that our face got to know all 
too well. Predicting her attacks is nightmarish, 
as she gracefully spins and twirls around you to 
get in another strike. She was so elegant, we 
couldn’t bring ourselves to defeat her. not even 
on our 38th attempt. Honest.

P R E v I E W
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N
o matter what you do, 
don’t drink the water. 
We Happy Few is a 
psychedelic first-person 
survival game set in an 
alternative, slightly too 
swinging ’60s England 

where pharmaceutically induced 
cheeriness is mandatory and all the 
policemen are armed with a truncheon 
and menacing grin. Society looks 
dimly on anyone who refuses to toe 
the line and, since you’re not one for 
authoritarian mandates, you’re going 
to have to blend in as best you can to 
survive this chilling dystopia.

The game’s focus on hiding in 
plain sight sets it apart from other 
stealth games, which tend to favor 
cupboards or waist-high furniture for 
concealment. We Happy Few instead 

channels the close-proximity terror 
of Invasion of the Body Snatchers 
and allows you to wander about its 
fictional Wellington Wells setting 
unchallenged just so long as you 
don’t raise suspicion. Go about your 
business in a calm, inconspicuous 
way and you’ll be treated as one of the 
gang, but start jumping on the spot like 
an impatient player waiting for 
exposition to end or get caught 
trespassing and things will 
take a turn for the worse.

Unfortunately, you’re 
going to have to force a few 
locks in order to keep your 
head. You’ll need to find food and 
water, as the main supplies are spiked 
with Joy, the barbiturate that’s keeping 
everyone blissed-out and credulous. 
You can choose to get high, of course, 

and sometimes that might be the best 
way to get out of trouble, but you’ll 
have to deal with the side effects if you 
do. But whether you dose up or not, 
you and everybody else are trying to 
put out of mind the war that resulted 
in this delusional society, the effects of 
which have resulted in a refreshingly 
unheroic, flawed cast.

We Happy Few’s complex 
social systems are layered on 

top of an ambitious Roguelike 
framework that procedurally 
generates a new city layout 
each time you die. And death 

is final – you’ll have to start 
all over again if the authorities 

get wind of your dissent and bash that 
cynicism out of your skull. There’s 
a selection of protagonists, each 
allowing for a different play style – 
perhaps you fancy cracking some 
skulls yourself? Well, you’re welcome 
to play aggressively, but survival will 
be significantly more challenging. 
Another time you might focus on 
sprinting away from trouble, or 
skulking in back alleys.

We Happy Few faces some 
considerable technical challenges if 
it’s to fully realize its ambitious vision, 
but the prospect is undoubtedly 
intoxicating. ID@Xbox has lacked 
some of the big hitters of rival indie 
scenes – like the folk of Wellington 
Wells, we pretend to be happier than 
we are – which makes it especially 
good news that Compulsion has 
announced that the console version 
will launch first on Xbox One.
Ben Maxwell

The kitschy environments 
offer a refreshing change 
from the usual horror fare. 

Everybody walks with 
a jaunty flourish, as 
if trapped in a ’20s 
musical. They’ll soon 
turn on you, though.

 Publisher Compulsion Games / DeveloPer Compulsion Games / Format XboX one

We Happy Few
Compulsion Games’ drug-fueled stealth Roguelike is living the high life

ETA
Jun 

//Pharmaceutically induced 
cheeriness is mandatory//

Ignorance 
is bliss in 
a dystopian 
society that’s 
trying to 
forget the 
horrors of  
war by popping 
Joy pills all 
day long,  
and cracking 
down on anyone 
who doesn’t.

Bluffer’s 
Guide

Misery, guts, glory
Keeping a clear head in a mad world
You’re a Downer. We’re not being mean, cheer 
up – it’s the name given to members of the 
underground resistance fighting Joy and the 
oppression of Wellington Well’s people. Your 
goal is to escape, but there’s no telling what 
lies beyond the city’s boundaries. While you’re 
here, though, you may as well take in the sights. 
Compulsion has conjured up a wonderful esthetic 
that blends retro-futurism with British icons, 
such as red telephone boxes.

P r E v I E w
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I
t just wouldn’t be a  
Final Fantasy game 
without Chocobos, 
those friendly two-
legged birds that fulfil 
99% of the series’ 
transportation needs. 

Despite featuring a driveable car, Final 
Fantasy XV will of course contain, 
er, driveable birds – and we say that 
because you can now drift them 
around corners as in a racing game.

Chocobos were always thoroughly 
silly, even in the early games, and we’re 
glad that silly element hasn’t been 
excised to serve the story, a seemingly 
relatively serious affair about two 
warring nations. Hero Noctis’ father 
Regis is the slightly unwell-looking 
king of Lucis – unwell because he’s 
using his spiritual lifeforce to power 

the enormous shield surrounding 
his kingdom. (You want to look into 
building a wall, buddy.) It was revealed 
at September’s Tokyo Game Show that 
Regis’ protective power is diminishing, 
giving the evil Niflheim the chance to 
advance on his homeland.

There was also some business about 
a mysterious white-haired girl named 
Luna, Noctis’ childhood friend 
who acts as the Oracle of 
Tenebrae. She’s the youngest 
Oracle ever, meaning she 
can commune with the gods 
about selfies and Minecraft, 
when she’s not having a chat to 
discern the future.

But back to those cuddly Chocobos. 
They were revealed in style, as walking 
vehicles that can be rented for up to 30 
days at a time. As in previous games, 

enemies won’t bother you while  
you’re riding Big Bird around, but 
you will have to put up with that 
infuriatingly catchy Chocobo jingle. 
While you sadly won’t be able to 
breed them into faster, more efficient 
creatures, you will be able to sign them 
up for races, as well as feed the birds 
back at camp to enhance their handy 

dash and jump abilities.
Chocobo races are just one 

of the side activities available 
when ignoring the story – 
you can also take a break 
from saving the world to go 

fishing. By the looks of it, the 
mini-game functions a lot like 

every other fishing title: you move the 
lure with the thumbstick, performing 
simple quick-time events to convince 
the fish to leave the water. Caught 
fishies can be cooked and eaten 
back at camp to provide temporary 
boons, meals that are once again 
accompanied by mouth-watering 
images of food sizzling away. At this 
rate, the collector’s edition will have to 
come bundled with a free bib.

After years of silence, we’re in 
the strange position where Square 
Enix is being incredibly open with 
FFXV’s development, even if every 
new morsel of information isn’t often 
terribly exciting. It’s always a relief to 
see that development is continuing, 
but a more substantial reveal would 
be appreciated at this point. Hopefully 
that will come at the same time as the 
release date announcement, which is 
scheduled for March.
Tom Sykes

You probably don’t want 
to take a chocobo out on 
the road, but they’re 
great on fields.

 Publisher Square enix / DeveloPer Square enix / Format xbox one

Final Fantasy XV
Fishing, chocobo racing… hang on, don’t we have a world to save?

ETA
2016

//As before, enemies won’t bother 
you while you’re riding Big Bird//

A real-time 
action RPG 
set in a huge 
fantasy/sci-
fi world. No 
knowledge of 
previous games 
necessary, 
although you 
might want to 
track down  
the Episode 
Duscae demo.

Bluffer’s 
Guide

Kupo? Nope-o
Say sayonara to stupid Moogles
One thing that might not survive from the early 
games is the humble Moogle, as featured 
prominently – and annoyingly – in FFXIII-2. 
Square says they wouldn’t fit with the game’s 
atmosphere, which is fair enough: giant birds 
make a certain kind of sense, but Moogles have 
never really worked in 3D. However, there is 
a question over the inclusion of airships too. 
If Square can’t think of a meaningful way to 
implement them, they’ll be cut. Best hit the road.

P R E v i E w

the official xbox magazine / 43 @oxm



S
ummer is dead. We thought 
its noble champion, global 
warming, had finally 
saved us from winter for 
good. But already days 
grow shorter, nights grow 

frostier and the office ’flu is slowly 
taking us all out, one-by-one. We need 
a relaxing beach holiday now. Luckily, 
Rico Rodriguez has us covered. He’s 
our tour guide for a December vacation 
to Medici, a fictional Mediterranean 
island and Rico’s birthplace. It really 
has got everything, folks – shimmering  
blue waters, golden sands, explorable 

caves, a snow-peaked mountain on 
one island, a volcano somehow on the 
other, lush tropics, gorgeous weather 
as well as a vicious dictatorship 
oppressing the masses. 

Which is why Rico is back, 
returning to his homeland 
to free his people from the 
oppression of General Di 
Ravello. But this is all just 
an excuse for another island 
hopping adventure that delights 
in going over the top, blowing up the 
top, then launching itself from the top 
and using its new wingsuit to glide 

over the top’s burning corpse, cackling 
as you decide what chaos to cause next.

Joining the original game’s parachute 
and the hookshot introduced in Just 

Cause 2, Rico’s new wingsuit 
allows him to swoop over 

the islands of Medici, flying 
squirrel style. After the 
hookshot made ground 
travel lightning-quick in 

the last game, the wingsuit 
is clearly designed for a similar 

sense of speed in the sky. And the 
difference between gentle parachute 
descents and soaring through the air  
does prove jarring at first. 

We spent most of our first hour 
gliding Rico’s once handsome face into 
cliffsides. Our mistake was not mixing 
Rico’s tools to get around. You use the 
hookshot to grab something up high, 
launch yourself into the air, then shift 
to the wingsuit to cut through the sky, 
dipping in and out of the parachute 
for fresh bursts of height and to avoid 
any painful landings. Once it gels, 
the sense of freedom is staggering. 
When you can traverse this swiftly on 
land and in the air, one of the biggest 
sandboxes ever built suddenly feels so 

ETA
1 Dec

Just Cause 3
You’ll believe a man can fly. And explode

Another 
island-
exploring 
adventure, 
this time 
with even more 
explosions and 
the power to 
fly. Basically 
if Superman 
ever went 
insane, he’d 
be starring  
in this.

Bluffer’s 
Guide

 Publisher Square enix / DeveloPer avalanche StuDioS / Format xbox one

The first weapon the game 
gives you is a rocket 
launcher. Take the hint.

Cargo drop
It’s Christmas every day when the 
rebels are behind you
Need backup? Select a few guns and vehicles in 
the menu and have the rebels airlift them to you. 
Better yet, have them drop the cargo on top of 
soldiers, crushing them with a tank before you’ve 
even gotten behind the wheel. Cases burst open 
in a shower of delightful confetti – what better 
way to celebrate getting three rocket launchers 
and a brand new sports car? After seeing this, 
Santa is going to have to up his game.

P r E v i E w
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much smaller. It means whenever you 
see a guard outpost or village, you’re 
only seconds away from exploring it, 
and taking it back from Di Ravello’s 
iron grip. How? Propaganda must be 
torn down, corrupt police slaughtered 
and, er, generators blown up (because 
nothing says ‘evil dictatorship’ like 
working electricity). 

But it’s hard to decry a game so in 
love with explosions. Just Cause 3 
wants you blowing up more stuff than 
a man working triple overtime at the 

balloon-testing factory. C-4 is now in 
unlimited supply, with Rico always 
able to lay at least three charges of his 
plastic explosive wherever he likes. 
So you’re always seconds away from 
a controlled explosion. Being out of 
ammo and surrounded is no longer 
a guaranteed game over. Quickly lay 
C-4, hookshot out of there and pull 
the trigger on the militia while they’re 
still wondering where you went. Then 
glide to glorious freedom, giggling 
at the screams as your handiwork 
detonates behind you. Or use a few 
smartly placed charges to send a bridge 
toppling, along with any unfortunate 
cars on it. Or glide towards a giant 
satellite and blow it apart, piece by 
piece. Only the cloud-computing 
magic of next year’s Crackdown looks 
to be a more destructive sandbox.

Not that the madness is limited to 
explosives. Rico can tether objects 
together, like cars and pedestrians, or 
explosive barrels and more explosive 

barrels. Then he can hurtle the two 
together, smashing them to bits or 
watching them combust on impact. Or 
tether a soldier to his vehicle and kick 
it down a cliff. Or tear down a statue 
of Di Ravello and tether the head to a 
helicopter as an impromptu wrecking 
ball. It’s a game of glorious ‘or’s.

It’s all insane fun, but even more 
than its predecessor, this can feel like 
playing with all the cheats on. We have 
unlimited C-4 and the power to fly, 
while our enemies have poxy machine 
guns and desperate calls for backup. 
Who’s the real vicious, all-powerful 
dictator of the island, here?

It’s less a moral concern, more a 
pacing one. Avalanche’s answer is 
unlockable mods. Stick with Rico 
long enough and you’ll get to see what 
the game feels like when it really has 
the cheats switched on. Now C-4 has 
propulsion jets, meaning we could 
send a car cartwheeling into the sky 
before we’d blown it up. How about a 
vehicle mod that lets you rocket-jump 
tractors through the Mediterranean? 
It’s insane, beautiful chaos. The least 
relaxing beach holiday ever.
Tom Stone

//It’s insane, beautiful chaos. The 
least relaxing beach holiday ever//

Just because something is 
on fire, doesn’t mean you 
should stop shooting at it.

we’re always 
burning 
bridges. 
Blowing them 
up makes for  
a nice change.

we’ve been blowing up red barrels 
since approximately 1762. But 
waiting for a bridge to fill with 
cars, then blowing it up, toppling  
it into the ocean… don’t judge us. 
Just you wait ’til you try it.

BeST BIT…
Metadata

P r E v i E w
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Canadian 
Makin’

OXM goes behind-the-scenes at EA Vancouver, 
EA’s largest studio and home of FIFA and NHL

W
e recently visited EA Canada in 
Vancouver, EA’s oldest and 
largest studio, to annoy everyone 
with constant (but politely 
phrased) questions and invasively 

(but not illegally) take lots of pictures. The 
sprawling campus took us by surprise, not least 

because we half expected it to consist of a 
bunch of Canucks churning out hockey games. 
Nope, EA Canada lovingly produces every EA 
sports title under the sun, from FIFA to UFC to 
Madden. Not to make it sound like Willy Wonka’s 
chocolate factory or anything, but outside eyes 
rarely get to glimpse inside. Until now...
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Dog EA afternoon
Since employees are allowed to bring dogs to work (their 
own dogs, that is, not random dogs off the street), it’s not 
uncommon to see a terrier chilling in a doggy bed under a desk, 
or a Labrador strutting through the lobby. You get used to all 
the barking suprisingly quickly. EA Canada hosts about 60 dogs 
at any time and OXM loves them all.

Mind you, there also seems to be a vermin problem, judging 
by the abundance of mouse traps we see dotted about. Hey 
guys, how about bringing cats to work as well?

Lead brogrammer
EA Canada clearly lifts. There is no shortage 
of workout facilities: take your pick from an 
indoor soccer pitch, a larger outdoor synthetic 
pitch, volleyball and basketball courts, a 
gymnasium and a crossfit room. 

At one point we walk past an open door and 
see people in karate gear having a scrap.  
In fact, the main space in which they develop 
FIFA used to be a giant gym before EA Canada 
settled there in 1991 and started developing 
games as well as muscle mass.

The Retro Room
Of course, they’re massive gamers as well. As well as ping pong 
and air hockey tables, dotted around the studio sit classic arcade 
cabinets: Street Fighter II, Donkey Kong Jr, and even Back to the 
Future and Starship Troopers pinball tables. “It helps us see where 
we come from,” a tour guide tells us. We nod politely then roll our 
eyes when their back is turned.

fIfa faCtOID

PhysiCally siCk  
(in a good Way)
every year ea tells 
us their physics are 
better than ever, 
but how? for fIfa 16 
it’s about one thing: 
boots. With finer 
modelling of your 
player’s soccer boots, 
including contours 
and placement on 
the pitch, collision 
detection is truer 
and balls react more 
dynamically. No longer 
are your feet simply 
ill-defined lumps  
of potato.

Peter Moore can regularly 
be spotted in his backwards 
cap challenging employees 
to games of pinball.

a man was 
talking to us 

about fIfa’s net 
physics here, 

but we were too 
busy looking at 

this dog.

 true story: 
as we walked 
past, a man 
kicked the 
ball into 

another man’s 
face and 

knocked his 
glasses off. 
Hilarious.

Messi did a 
lot of mo-cap 
for fIfa 16, 

but much of it 
was outsourced 

to less God-
like athletes.
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Electronic boutique
There’s an exclusive shop at EA Canada called EA Experience. 
Inside, employees can purchase any EA game for the one-off price 
of $20. That’s anything from Battlefield: Hardline to Skate 3. The 
shop also sells branded workout T-shirts, soccer balls, and cool 
Plants Vs. Zombies plushies. There’s also an information resource 
centre called Brainfood in which employees can stroke their mind 
fires by borrowing comics, CDs and movies for free.

Re-re-cycle. 
When the 
crowd  
says trash, 
discard it
You can’t move for recycling 
bins, sanitary gel dispensers 
and this 100% ‘post 
consumer’ paper, made 
without harvesting a single 
new tree. Compostable? You 
bet your green fingers it is. 
Dry your hands with it. Wipe 
your ass with it. The choice 
is entirely yours.

fIfa faCtOID

The surround  
sound and  
The fury
When you hear the 
sounds of a match in 
ea Canada’s sports 
games - the roar 
of the crowd, the 
thwack of the ball, 
puck on human face 
- you’re actually 
getting a better 
audio experience 
than watching it on 
tV. this is because 
broadcast companies 
usually compress the 
sound into stereo.  
In fIfa 16 they’ve 
given ea Canada the 
raw 5.1 version. 900 
new crowd chants join 
1,500 existing ones 
across all leagues. We 
regret not asking if 
that includes any of 
the sweary ones.

Crowded 
house
To get a sense of how 
large the studio is, take 
a look at the auditorium 
here. EA Canada’s 
approximately 1,300 
employees can fill it 
four times over. While 
impressive, that also 
means whenever there’s 
a company meeting in 
here they have to do it 
four times. That’s more 
performances per-day 
than the musical Cats. 

Dyed in  
the wall
Behold: the Wall of 
Games. This massive 
piece is essentially 
a timeline charting 
the entire history of 
gaming hardware, from 
the humble Spectrum 
through to the Xbox 
One, winking to Nokia, 
Kinect and Nintendo’s 
Game & Watch on the 
way. Look how far we’ve 
come - about 30 feet 
at a guess. This wall 
is located in a quieter 
part of the campus 
and lies opposite what 
seems to be where 
EA Canada develops 
its smaller and more 
shameful software. The 
Bard’s Tale, Skyfox, and 
Seven Cities of Gold 
are basically deformed 
siblings chained up in 
the basement.

unlike most 
auditoriums, 
the floor in 
this one did not 
squelch when 
you walk on it.

this wall is 
a physical 
manifestation 
of all the hours 
you’ve wasted 
playing games.

You can buy all kinds 
of ea merchandise in 
this shop. Corporate 
clothing is the look 
this winter.
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Getting shirty 
Since sports are globally popular, it only makes 
sense EA Canada is a multicultural team. During the 
tour we encounter English, Canadian, American, 
Mexican, Spanish and Irish developers. A soccer shirt 
from every conceivable region takes up any and all 
available wall space in the FIFA bit, from this season’s 
Vancouver Whitecaps strip to Lazio’s 2002 kit. 

They can all be seen hanging in the massive deli 
at lunchtimes which, to be honest, is more of a mall 
food court complete with Asian fusion stalls and  
even a ‘make your own burger’ stand. Rather 
brilliantly, it’s called EAt. 

Mo money,  
mo-caps
For each FIFA game, a 30-person 
team spends approximately 20 days in 
this 113x50ft room recording kicking, 
tackling, jostling and celebrations 
on specially laid artificial turf.  There 
are 135 cameras around this room, 
and their quality ranges from four 
megapixels (less than your phone) 
to 20 megapixels (more than your 
phone). Little fact: it’s not all Messi. 
Although promo videos often show 
sporting superstars donning those 
wetsuits, EA Canada outsource to 
local athletes. Messi’s services, it 
turns out, are pretty expensive.

Capturing soccer players wearing 
boots is fine, but what about hockey 
players? EA Canada experimented 
with rollerblades, which was 
convincing if you didn’t look at their 
feet, and visiting an arena to film on 
ice is too expensive as it involves 
lugging all their cameras along. 
Instead they developed a synthetic 
ice out of Teflon that allows the 
athletes to skate around naturally. 

Getty shorty
EA Canada artists used to build 
their FIFA soccer players using 
images from Getty as references. 
Now they sit athletes in this body 
scan array of 154 cameras, to 
capture minute details, down 
to muscle movement and cloth 
wrinkles. This puts artists further 
down the pecking order. 

FIFA 16 captures 48 clubs in 
all, totalling over 700 scans. Since 
the 30-person development team 
started visiting clubs to scan 
players two years ago, they’ve 
captured over 200 teams. 

What of other sports? One 
developer tells us an anecdote 
about a scary 300lb NFL player 
who saw the images of him and 
starting cursing because his hair 
looked awful. Apparently he went 
home that evening, shaved, got a 
haircut, and volunteered to come 
back for a rescan.

fIfa faCtOID

floral TribuTe
fIfa 16 has dozens of 
stadiums, and one of 
the men responsible 
for creating them 
tells us a secret.  
In a touching tribute 
to a Portsmouth-fC-
supporting ea Canada 
employee who sadly 
passed away from 
cancer last year, the 
club gave the company 
permission to render 
a wreath of flowers by 
their stadium’s goal. 
Head to fratton Park 
to have a look.

fIfa faCtOID

WhaT’s nexT?
according to fIfa 16 
production director 
Blair Leckie, who’s 
worked at ea Sports 
for ten years, the 
next big innovation 
is realistic facial 
capture. “fIfa 17 is 
going to look amazing 
because of all the 
facial capture,” he 
says, “and that’s  
all I’m going to say 
about that.”

Behold the room of flags. thankfully 
you’re not required to salute all of 
them each morning.

the life of a 
professional 

athlete is 
tough. every 

year they have 
to sit in this 
room for five 

whole minutes.

this studio is 
so big you could 
probably mo-cap 
an entire mo-cap 
studio in it. 
You know, if you 
wanted to.
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 Adventure… 
like it’s 1989!
Next year, gaming legend Ron Gilbert brings adventures to the 
couch with Thimbleweed Park. Here’s why you should care
Writer: richard Cobbett
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W
ay back in 1990,  
a young man 
looking to make 
his fortune 
declared: “my 
name’s Guybrush 
Threepwood, and 
i want to be a 

pirate.” His game, The Secret of Monkey 
Island, wasn’t the first graphical 
adventure, but few others have 
embedded themselves so deeply in 
players’ hearts. fast forward to today, 
and its creator, Ron Gilbert, is bringing 
that era of gaming to xbox one with  
his latest adventure, Thimbleweed 
Park. Think Twin Peaks, with more 
jokes. and shades of blue.

everything about it should be 
familiar to fans of the genre. it uses 
the graphical style of early lucasarts 
games like Maniac Mansion and Zak 
McKracken, and an interface modeled 
after its famous scUmm engine (script 
creation Utility for Maniac Mansion). 
These are mechanically simple games: 
you select verbs, you click them on 
bits of scenery, and you have funny 
conversations with crazy people by 
selecting dialog options. more than 
most genres though, adventures aren’t 
just the sum of their parts – done right, 
everything bleeds together to create 
a coherent world to explore. classics 
of the genre include time-travel 
adventure Day of the Tentacle, the 
comic insanity of Sam and Max Hit the 
Road, history-diving epic Broken Sword, 
and many more. few genres have so 
many beloved games that still hold 
their magic decades after release.

but we’re getting ahead of ourselves. 
what is an adventure? “an adventure to 
me is a game that’s maybe equal parts 
story and narrative and puzzles,” says 
Gilbert himself. “You’ve got this strong 
story and you work through it by solving 
puzzles – the puzzles become the 
mechanism that moves you through the 
narrative. in other genres, it’s shooting 
or platforming, but here, it’s puzzles.”

Those puzzles can take many 
different forms. on the ‘bad’ side are 
the ‘elder Puzzles’ – tiresome affairs 
where an old logic conundrum like 
the Towers of Hanoi or some sliding 
blocks are dusted off and shoved 
into the game just to fill space. Good 
puzzles, however, are a true artform, 
usually combining sharp observation, 
experimentation and a little lateral 
thinking. back in Monkey Island, for 
instance, there’s one where you’re 
trying to find the swordmaster of melee 
island, but the only person who knows 

where she lives is a storekeeper. He’ll 
take a message, disappear for a while, 
and then return to say she doesn’t 
want to meet with you. The trick, which 
was revolutionary design for 1990, was 
to realize that you could follow him and 
let him lead you to her house.

Unfortunately, part of the reason 
adventure games faded from popularity 
is that there’s nothing easier than 
writing a bad puzzle – something 
unfair, something poorly explained, 
something that gets in the way rather 
than being a reason to actually play. 
This is especially problematic now 
that online walkthroughs make being 
‘stuck’ a choice rather than a problem. 
Thimbleweed Park is one of the few 
games to focus on them, with most 
current adventures following the 
Telltale model of offering big but simple 
choices instead. sneak into the barn 
or fight your way there? accuse the 
corrupt mayor or not? it keeps things 
flowing, but still on rails.

“a puzzle to me isn’t just ‘a puzzle’ – 
it’s something that tells you about the 
story, the world, the characters,” says 
Gilbert. “every puzzle has to tell you 
something about one of those things, 
or it’s just a puzzle for a puzzle’s sake. 
i think that’s what frustrates a lot of 
people – that they’re having to do 
something because the designer has 
thrown it down there. but if the puzzle 
informs something else, it feels like 
you’re uncovering something. i do know 
some people who design adventures, 
and they do it very combatively – player 
versus designer, not player versus the 

game – but i think that’s the wrong 
way to go about it. You want to make it 
challenging, but not unfair.”

despite what some fans like to say, 
adventures never ‘died’. There’s no 
arguing, though, that their golden age 
was in the early ‘90s, when not only 
the genre’s classics hit the shelves, 
but adventures were the go-to genre 
for every major new technology that 
came along. King’s Quest sold the 
ibm Pcjr, King’s Quest IV was the first 
game to demonstrate the adlib music 
card, and King’s Quest V was one of 
the showcases for VGa graphics – 256 
glorious colors! (it was a big deal back 
in 1990. some of us only had four – and 
two of those were cyan and magenta.)

Adventure time
other games were used to show 
that games could have full speech, 
videos of Hollywood stars looking 
uncomfortable in front of bad 
greenscreen backgrounds, and more. 
on top of technology, they were 
culturally hugely important. The first 
female game star? adventures. first 
15/18 rated games? adventures. The 
only genre pushing the boundaries 
in terms of mature content, from the 
language of The Orion Conspiracy 
to having a bisexual leading man in 
Phantasmagoria 2? adventures. 

sadly, adventure games lost this 
position with the rise of 3d, as well as 
other genres developing the ability to 
tell stories on top of providing their 
action, but let nobody tell you that they 
weren’t influential. when you watch a 
cutscene, for instance, the original term 
‘cutscene’ actually comes from Maniac 
Mansion – its name coming from the 
fact that the game ‘cut’ away from the 
player characters to elsewhere.

“when we were doing Maniac 
Mansion and Monkey Island, those were 
very technologically advanced games. 

“think twin peaks, 
with more jokes. 
and shades of blue” 

More than 
15,000 backers 
helped 
Thimbleweed 
Park smash its 
Kickstarter 
goal of 
$375,000.
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They were pushing the hardware a 
lot – a lot of graphics that needed 
to move and scroll… and that stuff 
was really hard back then. Now you 
can have thousands of sprites and 
your computer won’t even sweat, but 
back then it was really hard to do,” 
says Gilbert. which begs the obvious 
question – could Thimbleweed Park 
actually have been made back in 1989?

“well, there are two answers. You 
could take our exact game and story 
and puzzles, and it could have been 
made in 1989. There’s nothing weird 
going on there. but, that said, we’re 
relying on modern hardware. as an 
example, there’s lighting in the game: 
walk under street lamps and your 
character is lit, because we have 
shaders and we can do that to enhance 
it. but at its core, it’s still faithful to 
all that stuff. i’ve always thought of it 
as not building a game like you would 
have played in 1989, but like you’d 
imagine playing in 1989. That’s where 
the nostalgia comes in. You remember 
things being better than they were. but 
now we are able to live up to that.”

Nostalgia has been the genre’s 
best friend and worst enemy in recent 
years. with the exception of Telltale, 
which found a new direction with The 
Walking Dead and is now milking it with 
different licenses until the cash-cow’s 
udders drip blood, most adventures 
are more or less based on the same 
designs and concepts laid out in the 
late ‘80s and early ‘90s. mouse cursor. 
Verbs. Though most have cut these 
down to just ‘look’ and ‘use’ based on 
which mouse button the player clicks, 
and others just have the one option: 

‘interact’. This involves using items on 
things in the world to solve puzzles, 
and trying not to think about how fast 
most of them could be solved with $10 
and a trip to a local diY store.

even if you have never played an 
adventure, you’ll have seen the genre’s 
impact at some point. Monkey Island 
2, for instance, introduced the idea 
of an opening chapter, then a hunt 
for four map pieces leading (past 
another obstacle) to the end of the 
game. sound familiar? it’s been the 
structure of every bioware RPG since 
Knights of the Old Republic, as well as 
heavily used elsewhere. ‘Three Trials’ 
design – splitting up an objective into 
three individual goals that can be 
pursued in any order, so you always 
have something else to work on if 
you get stuck or bored – also started 
here. These are both as embedded 
into gaming right now as the idea 
of having three lives. (“a magical 
number. Two isn’t enough, four is too 
many,” comments Gilbert. “You see it 
all over the place. a three-act play, 
jokes coming in threes… there’s just 
something about three.”)

The catch is that while it’s easy to 
see all of the elements, it’s far harder 
to combine them into an interesting 
game than to take the best bits and 
sprinkle them onto something else. 
Role-playing games in particular 
borrowed much from the genre, but 
were able to combine it with swords, 
sorcery, dragon fights and rather more 
important quests than whether or not 
some kid gets to become a pirate, 
so adventures quickly got pushed 
off to one side. This led to a lack of 

innovation, with most designers still 
working in the genre following the 
templates laid down by the old games 
without the same desire to innovate. 
for starters, you couldn’t die in Monkey 
Island. well, technically, you could, 
but you really had to work at it, which 
was a huge departure from how most 
adventures played at the time. Take 
games such as Police Quest 2, Leisure 
Suit Larry 2 and Shadowgate: you could 
die by not looking before crossing a 
road; eating a sandwich that turned out 
to have a tack in it; and opening a door 
with deep space behind it. 

Puzzles, right and wrong
The best games were always the ones 
that not only avoided that, but took 
what worked in a clever direction. 
lucasarts’ biker game Full Throttle, 
for instance, was still in every way an 
adventure, but with puzzles geared 
more around the biker mindset – the 
ability to kick down a door rather than 
find the key. The Dig was largely built 
around archeology, its puzzles about 
picking through the ruins of a lost 
civilisation. most famously, Monkey 
Island featured sword-fighting, 
but instead of doing it as arcade 
sequences, the mechanics were based 
around the scenes in classic movies. 
fighters traded barbs as well as blows, 
with the whole thing becoming insult 
swordfighting, where the clank of 
blades depends on how well you  
match witticisms. 

The games that followed – not all, 
by any stretch – tended to forget this 
bit, focusing just on puzzles and often 
missing the point of those. far too 

T h e  b e s T  o f  R o n  g i l b e R T

Maniac Mansion
one house. one mad scientist. seven 
kids. You chose three of them to 
enter and tangle with the twisted 
edison family in this parody of 
1980s horror movies. still one of 
the most ambitious adventures ever 
made, with each kid having their 
own skills and puzzles, multiple 
endings, and real-time elements.

The secReT of MonKeY island
gilbert’s most beloved game, 
impossible to compress into this 
space. Puzzles that made a rubber 
chicken with a pulley in the middle 
seem useful, unforgettable 
characters, brilliant dialog… it 
broke the mold, reforged the pieces 
into a new mould, then repeatedly 
smashed it with a hammer.

MonKeY island 2
bigger, better, and darker than the 
first one, Monkey island 2 offered 
three islands to explore at will. 
its cynicism and menacing villains 
contrasted beautifully with the 
silly humor. The series later 
continued without gilbert, though 
he’d love to make a third game of 
his own if he ever gets the rights.

f e a T u R e
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many were just roadblocks, and often 
very stupid ones. even good designers 
fell into the twin-trap of seeing the 
lucasarts games particularly as the 
apex of the genre rather than simply 
the best that their creators could do 
at the time. They didn’t want to do 
anything that might offend fans who 
saw their beloved genre being stolen 
and were sick of being told RPGs 
and the like were inherently better. 
This lead to severe stagnation, and 
games that could never live up to fond 
memories of the original titles.

“a lot of people who are trying to 
capture that nostalgia or pay homage 
to it, if they weren’t part of it initially 
then they tend to build something 
that looks like the old games but 
doesn’t play like them. it doesn’t 
have the same humor, the way the 
puzzles were done, all those elements 
that gave those games their flavour. 
i think they’re missing what made 
those games special,” says Gilbert, 
who codified his design philosophy 
in a set of rules written in 1989 and 
called it ‘why adventure Games suck 
and what we can do about it’. it’s still 
depressingly relevant today.

There are still great adventures 
being made today, however, from 
nostalgic ones largely funded by 
crowdfunding site Kickstarter, to indie 
games, to the return of old classics 
like King’s Quest. in look, they can vary 

from classic pixel art (as with wadjet 
eye Games’ fantastic Blackwell series) 
to 3d and traditional artwork (German 
publisher daedalic being the most 
prolific). but what all of them have in 
common is that they’re made for the 
Pc/iPad market. on console, alas, we 
only really get Telltale’s offerings.

something like Thimbleweed 
Park, with its ‘80s esthetic, might 
not immediately look like a great fit 
on xbox one, and it’s certainly not 
going to strain our new-gen console 
too hard. Gilbert was keen to bring it 
across though, not least in the hope of 
recapturing the social element that’s 
long been missing from adventure 
games. “i remember my first experience 

PuTT-PuTT/sPY fox/faTTY beaR
after lucasarts, gilbert made 
educational adventure games for 
kids. These respected the audience, 
serving up cartoon adventures 
that are as well remembered by 
many younger players as the ‘real’ 
adventures are for the previous 
generation. sigh. at this point, 
your writer feels very, very old.

The cave
gilbert’s most recent game stripped 
much of the adventure trappings 
back, but their dna is still present 
in this tale of lost souls given a 
chance to redeem themselves in a 
purgatory-style cave. it received 
mixed reviews, but there’s no 
knocking the imagination on display 
throughout these silent tales.

“part of the fun and charm of 
the genre is discovering things”

of them was on a college computer, 
which was a text game in junior high, 
and it was me and my friends. i never 
played that alone. The thing that 
interests me most about the xbox one 
isn’t the console itself, but where it’s 
played. Pc games are still traditionally 
played at a desk, a home office, 
something like that. with a console, 
you play on a couch – more relaxed, 
more public, with people around. it’s an 
intriguing environment to be in.”

The hope is that this will return us 
to one of the best, and most forgotten 
parts of adventure gaming – working 
with friends to solve puzzles and 
experience the world, to find new jokes 
and responses, and to recapture the 
fun of solving tricky problems instead of 
just going online and having someone 
give you the answer. “They’re not as 
interesting if you’re just sitting there 
with a walkthrough. Part of the fun and 
the charm of the genre is in discovering 
things.” as just one example: “There 
are 3,000 books in Thimbleweed Park’s 
library right now, and every one of them 
has a name! as you scroll around you’re 
going to find some really interesting 
and funny things. i’ve always said that 
an adventure’s main character is its 
world. You need to develop that, let 
people explore it and poke around. 
whether it’s leafing through police 
reports or finding a joke in a library 
book in the background of a scene, 
we’ve got a lot of that stuff because 
it’s fun and builds the world.”

Thimbleweed Park’s charms await to 
be either discovered or rediscovered 
early next year. meanwhile, if you want 
to get up to speed with the genre and 
don’t mind taking a break from your TV, 
many classic adventures have recently 
been re-released. Point, click, prepare. 
it’ll be 1989 again before you know it. in 
a good way, that is. ■

in the 
world of Ron 
gilbert every 
combination, 
no matter how 
ridiculous, 
just might 
work.

Ron gilbeRT
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your imagination  
for children – free 
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1) Lionel Messi, Barcelona  94
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One of these Guardians refused to stick to the color scheme. Still,  
best not to argue with someone brandishing a massive hammer.
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E
ven as somebody who 
liked Destiny – liked it so 
much that i played it almost 
every day for a year – i’m 
surprised by The Taken King. 
the game’s two previous 
mini-expansions, The Dark 
Below and House of Wolves, 

provided a few hours of new stuff and a 
slate of significant-feeling changes to 
the underlying structure of this strange, 
ambitious hybrid shooter/mmo. The Taken 
King could have simply done that again, at 
larger scale, and been fine. but 
it hasn’t. this is more than an 
expansion: it’s a root-and-stem 
redesign, Destiny relaunched, 
last year’s game taken apart and 
made better than it’s ever been.

the new campaign follows 
the events of The Dark Below, 
where players hunted down 
and slew crota – a demigod of 
the spacefaring, necromantic 
hive. crota’s unintelligible final 
wail translated, it turns out, to 
“i’m telling mY dad.” now his 
father has arrived in a massive 
obsidian space fortress to cull 
the guardians once and for all.

oryx – the taken King himself 
– is a much bigger threat than 
his son ever was. he has the 
power to ‘take’ any of Destiny’s 
enemies, returning them to 
the battlefield ‘fixed’ in some 
way. Vulnerable fallen Vandal 
snipers gain a dome shield; squishy, 
tricky cabal Psions gain the power to split 
like amoebas. the taken should be a bit 
of a cop-out, as new enemies go – the 
same guys, but glowing – but they feel 
substantially different, and substantially 
scarier to play against. in a sense, they’re 
a good analogy for what The Taken King 
has done for Destiny as a whole: pulled 
it out of time and space, patched up its 
weaknesses, and returned it shinier.

Your initial encounter with oryx and 
his horde takes the form of a seven-to-

eight-hour campaign that can be played 
single player or co-op. these are the best 
missions that bungie has ever designed 
for the game. the opening reworks 
Destiny as an atmospheric space-horror 
experience as you pick through a cabal 
base that’s fallen under oryx’s gaze. later, 
you’ll climb an ancient colony ship under 
heavy fire, crash-land on oryx’s fortress, 
and see the aftermath of your work in The 
Dark Below during a dramatic last stand.

bungie has taken criticism of the base 
game’s story to heart, and The Taken 

King is much livelier and more 
engaging as a consequence. 
Your robot companion, ghost 
– now voiced by nolan north 
– has more to say, is funnier 
and can be pointed at certain 
objects to explain what they 
are. the core of the drama 
takes place between nathan 
fillion’s gunslingin’, wise-
cracking commander cayde-6 
and glowering hive survivor eris 
morn. their bickering lends life 
to each mission, and the game 
as a whole gains a palpable 
personality through longer and 
better-produced cutscenes.

after the campaign ends, 
the game proper begins. Your 
personal grudge against oryx 
accounts for only half of the 
new missions, with side-
plots dedicated to the war 
with the taken on multiple 

planets. these give other characters, 
such as warlock vanguard ikora rey and 
commander zavala, a chance to step 
into the spotlight. there’s even a series 
dedicated to wrapping up loose ends 
from House of Wolves, almost completely 
separated from the main story.

old Destiny was defined by linearity 
followed by repetition: you’d blast through 
the missions fairly quickly, then replay 
them over and over with lots of different, 
subtle modifiers in order to earn the best 
gear. there’s still an element of that, but 

 PublishEr actiVision / DEvEloPEr bungie  
Format xbox 360, xbox one (reViewed) / rElEasE DatE out now

DEstiny:  
thE takEn king
One year later, Bungie has 
discovered its true Destiny

Chris thurstEn
live exitwarp 
@cthursten

thE knowlEDgE
what is it?
an online shooter 
with heavy rPg and 
loot elements.

what’s it likE?
deep, abidingly 
satisfying, and  
now better than  
it’s ever been.

who’s it For?
Players looking 
for a hobby, not 
a one-and-done 
experience.

rEviEwEr
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the way the game branches after the 
main missions are done means that 
you’ll be discovering things you hadn’t 
seen for much longer.

along the way, you’ll also be picking 
up quests. these are multi-stage to-do 
lists that span missions, action in the 
open world and freeform objectives. 
Quests provide a reliable sense of 
progression with guaranteed rewards, 
and there are side quests that take 
weeks of play and tremendous skill to 
pull off. these carry the best rewards of 
all, as you’d expect. Players who grew 
frustrated with the luck-based loot 
system will be pleased that they can 
now invest effort over time for a certain 
payout. the system has been reverse-
engineered into the entire game: if The 
Taken King is your first experience with 
Destiny, you’ll never know otherwise.

Questing works alongside a 
character-progression system that 

is now much fairer and easier to 
understand than before. the new 
level cap, 40, is reached by earning 
experience through kills and missions: 
returning players will hit it in a 
matter of hours. Your ‘light level’, 
meanwhile, is calculated as an average 
of the attack and defense values on 
the armour and weapons you have 
equipped. this means that you’re 
constantly improving by increments 
as each new bit of gear gratifyingly 
massages those numbers upwards.

You’ll see a lot more loot, too, and 
more of it will be useful. gear can be 
‘infused’, a process where a higher-
level item is grafted onto an older piece 
in order to bring it up to spec. this 
allows you to keep your favorite guns 
and armor competitive over time, and 
provides a reason to be excited every 
time you hear the compelling ‘shing!’ of 
a new goodie landing in your inventory.

all of this builds on what was already 
brilliant about Destiny. its gunplay was 
always best-in-class, arguably the 
finest work bungie has ever done. now, 
the game surrounding that shooting is 
less repetitive and more characterful. 
its various classes, their subclasses 
and their super abilities were always 
deep, interesting and fun: now, with a 
new subclass each and a slate of well-
considered balance changes, each 
feels more rewarding.

taken its place
The Taken King cements Destiny’s place 
as one of the most advanced co-op 
games around. the new raid and strikes 
take the game’s basic vocabulary 
and spin poetry out of it. i thoroughly 
recommend trying to experience these 
without a walkthrough, if you can: 
each is designed as a puzzle, and the 
fun comes through cracking it. one 
early battle, King’s fall, feels more 
like a dance as you weave between 
objectives in pairs. the moment when 
you solve one of these, when the boss 
falls and the loot showers down, is one 
of the best feelings you can currently 
have in a multiplayer game. i can’t 
recommend it highly enough, despite 
the time investment required.

also avoid guides if you’re interested 
in getting the most out of the new 

The new open-world area is far more packed with 
puzzles and things to do than its predecessors.

The use 
of a Super 
ability 
is a game-
changing 
moment 
that feels 
brilliant.

 Full package
Sony’s deal with Activision means  
that Xbox players will always be  
missing out on content. This used to 
be a bigger deal: all of the Year One 
exclusives are now available in The 
Taken King, and you won’t miss the  
new stuff given that there’s so much 
more to do overall.
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open-world zone, oryx’s dreadnought. 
alongside the lightweight repeating 
objectives that existing players will 
be familiar with are mysteries, puzzles 
and co-op encounters on par with 
the raids. there’s a Dark Souls-ian 
eye for detail on display here, with a 
similar sense of satisfaction conveyed 
when you discover just how much has 
been hidden away in the environment. 
for as much as The Taken King fixed 
Destiny, this open-world experience is 
something entirely new.

here’s the kicker: Destiny is actually 
really good now, and i’m saying that as 
somebody who spent almost 500 hours 

playing it when it was only mostly good. 
i can’t think of another example of a 
dev reworking a game this substantially 
after it’s out, while hundreds of 
thousands of people are playing 
it, and while also putting out two 
other expansions. there’s a touch of 
madness to it – and more than a touch 
of activision’s considerable investment.

unless you opt for a cheaper digital 
upgrade to your existing Destiny 
collection, The Taken King is only 
available as a bundle with the base 
game and the two prior content packs. 
this means that its value changes 
depending on the angle from which  

you approach it. for existing fans, 
it’s more than essential – and you’ve 
probably already bought it. this 
represents the next 500 hours of your 
life. for returning players, this is the 
best Destiny has ever been. unless you 
absolutely hated what the game stood 
for, or simply don’t want to commit 
this much time to a single game, 
then chances are you’ll find that your 
grievances have been addressed.

for new players, however, this is 
a chance to begin an extraordinary 
journey in the best possible way. if 
there’s a weakness, it’s that the game 
has improved so much that you’ll feel 
it as you experience it for the first time 
– the original campaign is still a bit of 
damp squib. but at least it no longer 
ends in an anticlimax: oryx is waiting. 
The Taken King promises a much 
better, brighter and more rewarding 
future to come. oXm

“One of the best feelings you can 
currently have in a multiplayer game”

Dramatic set-
piece boss 
encounters 
are a much 
bigger part 
of the new 
campaign.

vehicles 
are still a 
sideshow, 
but creative 
players have 
made good use 
of them.

Always troubled but brilliant, 
now simply brilliant, 
Destiny has undergone an 
extraordinary change. It still 
demands your time, but the 
reward is one of Xbox’s most 
well-rounded games.

Overall

9
The OXM verdict

The game still looks 
pretty impressive on 
last-gen hardware, but 
you will definitely  
notice much slower 
loading times and  
laggy menus.

THe DiFFereNCe ON… 
XBOX 360

KeY iNFlUeNCeS

35% World of Warcraft
35% Halo
15% Serious sci-fi
15% Space nonsense

35 35 15

wHaT HaPPeNS 
NeXT?

? According 
to a leaked 
Activision 
marketing 

slide, we can 
expect another two 
mini-expansions 
this year.

15
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F
ive minutes is all it took. Five 
minutes back behind the 
color-coded drumkit, bashing 
away at simplified licks, 
before that familiar sensation 

returned. Head bopping, whole body 
in the rhythm – I was, if you’ll excuse 
a phrase borrowed from Kanye West, 
the greatest living rock star on the 
planet. Then an actual drummer came 
into the room and told me I was holding 
the sticks incorrectly. That’s what 
Rock Band does, though. Logically, 
you know that you’re not really playing 
an instrument (hell, my experience 
of rock musicianship starts and ends 
with begging my parents for an electric 
guitar one Christmas, which promptly 
began gathering dust), but you’d have 
to have the heart of Simon Cowell not 
to fall for the experience.

That experience is largely the same 
as in games past but, that said, it’s one 
we haven’t had the pleasure of for half 
a decade now. Rock Band 3 – keytar 

and all – came out in late 2010, into a 
marketplace fatigued by rhythm-action 
sequels as seemingly endless as the 
streams of notes they coaxed you into 
hitting. Little wonder it’s taken five 
years for a reunion.

In case you were born post-2000, or 
have been hidden under a rock so long 
you’re still wondering who The Beatles 
are, here’s a swift recap. Clutching 
a plastic guitar, a mic or a set of 
drumsticks (thankfully there’s no keytar 
this time around), you clickety-clack 
along to colored notes – which appear 
in a scrolling line on your screen – in 
a loose facsimile of Slash/Flea/Keith 
Moon. It’s arguably the drum and bass 
parts that have always offered the 
most immersive play. While on lower 
difficulties, guitar lines bear no real 
resemblance to the noise coming from 
the speakers, bashing things to a 
time signature offers up a convincing 
enough ego boost – and everyone 
knows that bassists tend to have the 

easiest job, so their parts are less 
tricky to replicate.

Rock Band 4 makes a big step 
towards redressing this, however, by 
giving the lead guitarist easy means 
by which to shred like a virtuoso. At 
points in certain songs, a solo kicks 
in. But unlike before, where you simply 
followed the notes on-screen, you’re 
freestyling. There’s loose guidance 
given on whether to play high or low, 
fast or slow notes, but other than 
that it’s licence to hammer away 
wildly at the keys like your fingers are 
possessed by the ghost of Hendrix. 
For the most part, pitch shifting will 
make whatever notes you haphazardly 
strike sound awesome. It’s the biggest 
change to the existing formula, and 
while it by no means dramatically 
switches up the gameplay as a whole, 
it certainly feeds into the fantasy of 
being a rock star as you clack your way 
through the simpler settings. Think of it 
as autotune for your fretwork.

Cash or cred?
Further tweaks are evident in the 
career mode. Before embarking on each 
mini-tour, you’re given a choice: do 
you slum to win more fans, or sell out 
for bigger bucks? You’ll need certain 
amounts of fan support to play some 
venues, but cash buys you better gear 
and snazzier threads. These are small 
choices, but they help to bolster the 

The usual multipliers make a return, as well as the 
‘unison bonus’ if you all play certain bits correctly.

RoCk Band 4
 PuBlisheR HArMonIx / MAd CATz / develoPeR HArMonIx / FoRmat xBox one / Release date  ouT noW

A new riff on a familiar classic
emma davies
live oxM emma 
@emcetera

the knowledge
what is it?
The first installment 
of the rhythm-action 
series in five years.

what’s it like?
Soloing comically  
on an air guitar,  
but making  
actual noises.

who’s it FoR?  
Anyone who’s had 
even the briefest 
daydream of 
rockstardom.

RevieweR

 Going solo
When playing a freestyle solo, a blue 
stave indicates you should play on the 
frets at the top of the guitar’s neck, 
while orange indicates the frets by the 
body. The frequency of the horizontal 
lines is used to show you how fast you 
should strum, or if you should hold a 
note. It soon becomes second nature.
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sense that your gaggle of customized 
characters is a band whose career 
you’re the driving force behind. 

You’re also given options to drive 
the crowd wild. If you’ve chosen your 
setlist, you’re sometimes given the 
option to play fan requests – offering 
you a boost in support – or to staunchly 
stick to the plan. And a happy crowd is 
genuinely more enjoyable to play for; 
they wave their smartphones in the air, 
roaring along to the lyrics if you put on 
a good show. If they’re clamoring for 
an encore? It’s your choice whether to 
keep the arrogant mystique intact, or 
to cave. When you’re playing with pals 
(seamless drop-in/out, as you’d hope), 
picking songs is a more democratic 
experience, too. After every tune, 
each of you gets a vote on whether to 
continue or end the show. If you opt 
for the former, you’re given a selection 
of options – some specific songs, 
others more nebulous ('a song from 
1969’, ‘something pop-rock') – and 

the game does a virtual wheel-spin to 
decide between your various picks. no 
more squabbling over whether to play 
Paramore or Judas Priest.

The tracklist is… eclectic. It 
covers ground from elvis’ Suspicious 
Minds through to rush’s A Passage 
to Bangkok, with everything from 
Southern rock to uK indie in between. 
It’s sadly shorter on the well-loved 
classics and instant singalongs than 
previous installments, but there is a 
wide enough track base to appease 
everyone to some degree. What’s more, 
dLC songs you purchased on xbox 
360 are compatible, meaning you may 
already have a larger, more tailored 
library than the 60 on-disc songs.

So, should you put on a reunion 
tour? If you’ve ever enjoyed a Rock 
Band game in the past and now own 
an xbox one, absolutely. What’s more, 
if your old wireless instruments are 
still languishing at the back of a 
cupboard, you’re able to dust them 
off – there’s an included adapter to 
save you replacing your vintage axes. 
And if you’ve never played before? 
Well, it’s time to start learning who 
these ‘Beatle’ kids are, after all. round 
up your friends – because make no 
mistake, being in a band makes for a 
far better time than going solo – crank 
up the volume and lose yourself in the 
illusion that you’re about to hit the big 
time. This is fun turned up to 11. oXm

“The crowd roars along to the lyrics  
if you’re putting on a good show”

Sure, there are no shake-
ups here as radical as Dylan 
going electric, but Rock 
Band 4 takes the core of 
what the series has always 
excelled at and confidently 
drags it on to Xbox One.

Overall

9
The OXM verdict

Guitar solos are satisfying, making even accidental 
notes sound like you really meant to hit them.

vocalists can improvise by singing 
in a different register, as long as 
they stay on-key. Good luck there.

Yep, the 
bassist is 
clearly the 
one slacking  
off here…

COMPleTiON 
ClOCK 

∞ 
HourS

Playing the drums on hard mode or above 
and nailing a fill does wonders for your ego.

The besT biT

Messing up, getting flustered and enduring 
the humiliation of being booed off stage.

The wOrsT biT
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C
an sympathy for EA ever be 
possible? Most gamers would 
say ‘no’… only to find their 
stubborn resolve tested by a 
few hours with the publisher’s 

new basketball effort. It’s comfortably 
the best Live outing in years, and offers 
beacons of hope for the future – and 
yet feels entirely redundant because of 
its main competitor’s excellence both 
on and off the court. 

 Knowing NBA 2K16 has the hardcore 
B-ball fan eating from its palm, EA has 
sensibly focused this year’s game on 
appealing to more casual onlookers, 
with a focus on demystifying tactical 
nuances – successfully, for the most 
part. Case in point: the black line 
projected from your feet when the 
other team has possession, towards 

the opponent you need to be marking. 
It’s an aid that, while a touch crude, 
swiftly ups your defensive game. Even 
better is the small box which pops up 
after any shot, denoting its percentage 
chance of finding the hoop. It means 
that you get to know which players are 
most effective, and from which angles, 
without having to memorize individual 
attributes or earn a math degree. 

The downside to this immediacy is 
that Live isn’t sure how to capitalize 
once new players are hooked. Modes 
are plentiful and matches never 
become dull, yet they lack the intensity 
and variety found within 2K16. Much of 
that is down to presentation; the ESPN-
branded half-time show is a great 
touch, but commentary soon grows 
repetitive and its rival’s exhaustive 

focus on finer details (such as player 
faces) is lacking. Throw in some 
questionable team-mate AI and the 
odd credibility-shattering animation, 
and anyone who owns both is always 
going to hotfoot it back to 2K16.

Therein lies EA’s biggest problem: 
there’s simply no need to own both. 
That 7/10 score might as well be 2/10, 
because there’s no USP to justify 
anyone choosing this over the 2K 
game. Even for those casual players 
mentioned earlier, the latter is a better 
investment because – as we say on 
page 64 – it’s worth learning an entirely 
new sport for. Live is a proficient 
rebound for a long-maligned series. 
But it’s one whose captive audience 
is sadly minimal, regardless of what 
happens on the hardwood. OXM

If nothing else, NBA Live 16 can at least proclaim that 
it has the shiniest floors of this console generation.

Ben WilsOn
live Benzhiyi 
@BenjiWilson

the knOWledge
What is it?
The basketball 
equivalent of Madden 
and NHL, with 
licenses stretching 
to socks and boots.

What’s it like?
Encouraging 
compared to last 
year’s edition, but 
still way beind other 
EA games – and, 
crucially, NBA 2K16.

WhO’s it fOr?  
Anyone who finds it 
for way less than 2K’s 
stellar effort. 

revieWer Our tip-off: you’d be better off not buying it

 PuBlisher EA / develOPer EA TIBUroN / fOrMat XBoX oNE / release date  oUT NoW

nBa live 16

EA’s most accomplished 
basketball simulation in 
years – yet one you’d be  
mad to buy, given that its 
arch enemy doubles up 
as Xbox One’s best  
sports game.

OverALL

7
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✔ Some funky slam 
dunks on offer

✔ Awesome,  
ESPN-branded half-
time show

✔ Very welcoming  
to B-ball newbies

✖ Lacking in depth 
and detail

✖ Too many  
generic faces in  
the lineup

✖ The commentary 
gets old, fast

PrOS/CONs

Ultimate Team is an obvious – and addictive – 
entry point for soccer fans switching sports.

The BeST BIT DID yOu 
kNOw?

? This is only 
the third NBA 
Live game 
this decade. 

Trounced by 2K16, 
the series was 
killed off in favour 
of NBA Elite in 2010. 
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I
f it were a hockey player, last year’s 
NHL debut on Xbox One would be 
Pittsburgh Penguins sniper Phil 
Kessel. It’s certainly flashy and fun 
to watch… but there’s something 

missing, isn’t there?
And in NHL 15’s case, it was, er, 

around half the game. In what’s been 
an unwelcome trend for annualized 
titles on Xbox One, NHL 15 – in its 
scramble to make its release date – 
was forced to either drop or simplify 
most of the game modes that offer 
long-term investment. But one thing 
that was often overlooked is that the 
game made significant forward strides 
with its on-ice product, offering faster, 
more exciting matches with smarter 
player movement, which made it easier 
to cycle the puck and score.

So NHL 16’s roadmap was simple; 
more of that, please, but with the old 
stuff we loved on Xbox 360 crammed 
back in. And so, if you’re looking for 
major in-game improvements, you’re 
skating on thin ice; one-timers have 
been tuned up, and several arenas 
now boast their authentic goal horns 
and songs, but that’s about it. One 
of the bigger changes is actually one 
that’s been imposed by a real-life 
rule change: overtime now starts with 
three-on-three rather than four, after 
a successful trial in the AHL. Thrilling 
in real life, here it feels like hard work, 
and leads to more icing calls.

Lockouts are nothing new to hockey 
fans, but the year off seems to have 
done NHL 16’s modes the world of 
good. GM mode has been modernized, 

making it easier to weigh up trades at 
a glance, and is bolstered by a new 
morale system that asks you to keep 
key players sweet. Be a Pro is treated 
to a much-needed overhaul; instead 
of randomly allocating attributes, now 
you learn by doing. So if you play like a 
greedy sniper, floating the neutral zone 
and neglecting your defensive duties 
like, well, Phil Kessel, you won’t be able 
to develop your two-way game, and ice 
time may be cut accordingly. 

The EA Sports Hockey League also 
returns after a year out, a team-based 
online affair that’s been smoothed out 
to make microtransactions less game-
breaking. So it’s a steady, sensible 
update, then. If it were a NHL player, 
it’d be Jonathan Toews – not showy, 
but a fixture on your first line. OXM

Either this game is being shown on NBC, 
or it’s Mardi Gras time in Edmonton.

AleX DAle
live ChocoboOfDoom 
@SporadicDaler

the knOwleDge
whAt Is It?
‘The coolest game on 
Earth’ checks in for 
another year.

whAt’s It lIke?
Like NHL 15, but with 
NHL 14’s game modes 
and a lick of paint.

whO’s It fOr?  
On-ice trainer makes 
it a perfect launch 
pad for new or 
lapsed players.

revIewer Last year’s game, but with the icing back on top

 PublIsher EA / DevelOPer EA CANADA / fOrMAt XBOX 360, XBOX ONE (rEvIEwED) / releAse DAte OuT NOw

nhl 16

It’s not necessarily an 
update to thrill those who 
dutifully upgrade every year 
– but much-needed do-
overs make this a rewarding 
title, and a welcome 
apology for last year.

OvErall

8
The OXM verdict

NHL Pro Trainer eases newbies into the game, 
and helps even old hands pick up new tricks.

ThE BEsT BiT

NHL 16 Legacy Edition is 
a roster update and little 
more, sad to say.
 Still, if you haven’t 
upgraded to Xbox One 
yet, you should get your 
wear out of this very 
basic update.

ThE DiFFErENCE ON… 
XBOX 360

DiD yOu 
kNOw?

? Edmonton’s 
Connor 
McDavid 
is the top 

ranked rookie with 
82; he’s tipped to 
be the best player 
since Gretzky.
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T  
he most common 
misconception surrounding 
the decades-old PES vs 
FIFA debate is that only the 
on-pitch stuff matters. It’s 

why many plumped for Pro Evo as 
their football game of choice this 
year, citing FIFA’s gamut of licences 
and presentation excellence as little 
more than window dressing. Thank the 
basketball gods, then, for NBA 2K16: 
a sports title that proves trimmings 
matter as much as the main course – 
and that both football games still have 
catching up to do.

Sure, nailing the on-pitch – or in 
this case, on-court – action is a major 
factor in longevity. But as 2K16 proves, 
the incidentals form the glacé cherry 
on the realism cake, sustaining your 

interest even when you are 25 points 
down with a quarter yet to play. Details 
such as the screen shaking when 
an away team player takes a free 
throw, to simulate home fans putting 
him off; replays and camera cuts so 
seamless that you rarely skip them; 
insightful mid-match coach interviews 
and studio analysis; and all the organ 
jingles, mascot antics and cheerleader 
backflips you get from attending live.

And the commentary doesn’t so 
much raise the bar for the genre 
as rocket it into the stratosphere. 
Play-by-play man Kevin Harlan and 
sidekicks Clark Kellogg and Greg 
Anthony never sound less than natural, 
their conversational flow making even 
Martin Tyler and Alan Smith – both 
on garrulous form in FIFA 16 – sound 

forced by comparison. Player and 
team stats are dropped in off the 
cuff, observant anecdotes deliver 
history and context, and – best of 
all – they began final analysis of any 
match minutes before the final buzzer, 
rather than in its aftermath. Exactly 
like real life; not at all like any other 
sports game. Again: this stuff matters.

Court in the act 
NBA 2K16 gives you the best bits of 
being a spectator in the arena and on 
TV. Except, of course, you’re more than 
that. You’re also player, coach and GM 
rolled into one, and that’s where the 
on-court fundamentals become critical. 

This is an area where 2K’s series 
has always been strong, to the point 
of twice running competitor NBA Live 
out of town. As such, you’d almost 
understand the developer settling for 
small tweaks masked by an exhaustive 
roster update. Instead, Visual Concepts 
has subtly honed mechanics such as 
passing and foot-planting to make 
them look and feel a touch more 
believable, and significantly reworked 
defensive play. The latter change is the 
one returning players will probably be 
the most pleased with.

NBA 2K16
 PuBlisher 2K SPorTS / DeveloPer VISuAl ConCEPTS / FormAT XBoX 360, XBoX onE (rEVIEwED) / releAse DATe  ouT now

Hoops so good they’ll have you doing the hula
BeN WilsoN
live Benzhiyi 
@Benjiwilson

The KNoWleDge
WhAT is iT?
The third Xbox one 
instalment of 2K 
Sports’s dominant 
basketball series.

WhAT’s iT liKe?
Xbox’s best sports 
game, making even 
PES and FIFA  
look ordinary.

Who’s iT For?  
Gamers who say 
‘Mcnasty’ and ‘nellie 
Ball’ unironically.

revieWer

 Career slump
2K16’s only real disappointment is 
MyCareer, in which you control a 
fictional player called Frequency 
Vibrations. (No, really.) The dialogue is 
as hammy as his name, and the promise 
of varying story options means, er, you 
get to select which team he plays for. 
Stick with the far superior MyGM mode.
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Staff 
relationships 
have a direct 
affect on 
results in 
MyGM, so it’s 
best to stay 
friendly with 
your team’s 
head coach.

want a game mode more 
like Midway’s classic NBA 
Jam series? Then 2-on-2 
Blacktop is the basketball 
variant made for you.

one flaw with previous editions 
was that matches sometimes felt 
turn-based. It was so tough to steal 
possession that conservative play 
often trumped positivity. now, upgraded 
animations and cannier AI reward 
more aggression on defence – players 
properly attack the ball in the air if you 
tap Y as an opponent launches a shot. 
Tighter control circles, meanwhile, 
enable you to mark a man without him 
sidling free the instant you step right 
or left. Everything’s attribute based, so 
moments of frustration still occur, but 
generally the balance feels fairer. 

That may change as the online 
hordes uncover exploits, but this 
is another area where 2K has done 
its homework. Pick-and-rolls and 
fadeaways – the scoring tactics 

spammed most often in NBA 2K15 – 
have had their success rates toned 
down, although not in an artificial 
manner. Again, AI team-mates are 
that bit smarter at defending them. 
The same is true of attempts to drive 
towards the basket; your charges show 
more physicality, standing their ground 
rather than acting as giant turnstiles. 

The long game 
These changes really sing in MyGM 
mode. on the surface it’s a fairly 
traditional franchise/dynasty mode, 
but scratch beneath and you might not 
see daylight again until the last strains 
of Auld Lang Syne. At 82 matches a 
season before you even reach the play-
offs, it’s a b-ball bonanza. Yet the real 
time-sink comes away from the court. 

owner meetings and press 
conferences deliver a smart rPG twist 
– with substance, as keeping your job 
depends on popularity among media, 
fans and boardroom. My boss at the 
Spurs told me he hated the Clippers 
and demanded I win all games against 
them; two defeats in lA later, his trust 
in me had reached rock bottom.

The new option to relocate your 
franchise is also ingeniously devised. 
Pick a city, choose a downtown or 
suburban arena, change uniforms, 
rebrand and more; again, you can lose 
hours to each element and not be 
remotely bored. like the rest of MyGM, 
it’s near-effortless to navigate yet 
impossible to extricate yourself from.

Tradition dictates fault-picking in 
any review, but applying that to NBA 
2K16 is genuinely difficult. Its much-
hyped MyCareer mode (see boxout) 
underwhelms, and it could do more to 
ingratiate new players, but there’s so 
much good elsewhere that those flaws 
barely matter. The Xbox one court truly 
has an undisputed king. oXm

“Defenders stand their ground 
rather than being huge turnstiles”

Incremental changes in 
all the right places on 
the court, coupled with a 
comprehensive dynasty 
mode, make this the  
sports game to beat for  
the foreseeable future.

OverAll

9
The OXM verdict

DiD yOu 
kNOw?

? Spike Lee 
was involved 
in 2K16’s 
MyCareer 

mode, which 
explains character 
Freq’s abstract 
‘street’ moniker.

✔ So many new 
lifelike nuances

✔ Much improved 
defensive game

✔ MyGM’s moreish 
RPG elements 
add another layer

✖ MyCareer is an 
awkward misstep

✖ No tutorial for 
new players

✖ Online is improved  
– but how long  
will it last? 

PrOS/CONs

sTePheN Curry
2015’s NBA MVP 
is the closest 
NBA 2K16 has to 
a cheat player. 
Very useful if your 
team needs a 
superstar scorer.

COOleST CHArACTer
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B
eauty is in the eye of the 
beholder” is something 
handsome stallions have 
been saying to ugly people 
for centuries. It’s also, to a 

certain extent, true. Take a passing 
glance at Castle Crashers on Xbox 
One, the same machine that runs such 
beauties as Arkham Knight, and you 
might be tempted to rip out your eyes/
power cable in disgust. Sit down and 
play, however, and it’s hard not to be 
won over by the cheap and cheerful 
hand-drawn art style. A colorful, 
charming look – especially in motion 
– that goes a long way to hiding the 
old-fashioned gameplay underneath.

Castle Crashers is a 2.5D hack ’n’ 
slasher reminiscent of Golden Axe. 
Armed with a variety of swords, maces, 

lobsters, umbrellas, axes, lollipops, 
etc, you have a light attack, a heavy 
attack and a magic attack. There are 
a few combos to be unlocked and 
weapons have slight stat differences, 
but it rarely gets more complicated 
than ‘whack bad guys in face ’til dead’.

And that’s not necessarily a bad 
thing. What this lacks in depth, it 
makes up for in accessibility. Up to four 
knights can crash castles together, 
both on- and offline, and swarms of 
soldiers are less likely to overwhelm 
when you’re with friends. Chucking a 
horde designed for multiple players 
at a lone wolf feels like a punishment 
for going solo. Seeing a new enemy is 
great the first time – monsters that cry 
when you defeat them; a hungry, bib-
wearing bug; pointy-eared fire demons 

– but they wear thin through overuse. 
Boss fights are better – they’re just as 
imaginative but don’t get repeated. 

But you’re rarely far from something 
that’ll make you smile. There’s a 
surprise volleyball game, animals that 
react indignantly to being scared, and 
each rescued princess is celebrated 
with an enthusiastic makeout session 
(you don’t get that in Mario). 

New for Xbox One is Back Off 
Barbarian, a mini-game in which you 
avoid enemies by hitting the right 
button to jump between floor tiles. 
A fun diversion, but nothing worth 
upgrading from the 360 version for. Still, 
newcomers should definitely seek this 
out. It’s not perfect, but in a time where 
local multiplayer often gets sidelined, 
Castle Crashers is a rare standout. OXM

The ginger princess is taking this well, comparatively 
speaking. We’ll save her last.

TOM STONE
Live OXM Tom Stone 
@TheTomStrange

ThE kNOwLEdgE
whaT iS iT?
A port of the hit Xbox 
360 hack ’n’ slasher.

whaT’S iT LikE?
Golden Axe, and 
almost every other 
side-scrolling action 
game ever.

whO’S iT fOr?  
Those who want to 
try multiplayer with 
people (gasp!) in the 
same room.

rEviEwEr Can a game where you fight an evil sock puppet ever be bad?

 PuBLiShEr MICROSOFT STUDIOS / dEvELOPEr THE BEHEMOTH / fOrMaT XBOX ONE / rELEaSE daTE  OUT NOW

CaSTLE CraShErS

A great co-op Xbox 360 
game is still fun today. 
Knock off a point if you’re 
planning on playing solo, 
but get a few friends 
together and you’ll be in for 
one hell of a knight. Sorry.

Overall

8
The OXM verdict

DiD yOu 
knOW?

? The Xbox 
One version 
was free for 
owners of the 

Xbox 360 version. 
Probably should 
have told you that 
earlier. Our bad.

There are a number of great moments,  
but the boss fights still steal the show.

The besT biT

Dying near the end of a stage. We’d rather 
slice off our own hands than have to restart.

The WOrsT biT
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SkylanderS 
SuperChargerS

loverS in a 
dangerouS SpaCetime

Rev up for the fastest Skylanders to dateOne giant row for couplekind

We’re not rocket scientists, but that 
doesn’t look like a practical design…

remember when Captain 
Picard gave Commander 
Riker a dead arm for 
steering the Enterprise 

into an asteroid? 
No? That’s because 
the Enterprise was 
conceived by a 
rational being and 
given the crew 
required to pilot it 
safely. No such sense 
in Lovers, where a 
gobstopper of a ship 
has just two co-op 
astronauts juggling 
its steering, shield, 
radar and cannons. 
Death comes quickly. 
Dead arms follow.

Everything’s just 
wonky enough to 
prevent relaxation: 
two turrets can’t 
quite defend 360º; 
the cannon takes 
a touch too long to 
reload; momentum 
is just vicious enough to drag 
you onto jagged rocks. There’s 
a giddy panic in this, sure, but a 
well-oiled team deserves some 
glory. Ignore the name: this 

game isn’t about the beauty  
of co-operation. 

Simple but smart ship 
customization offers some 

respite. It will inspire 
further arguments, but 
it can help sand down 
the punishing edge. 

Upgrades create 
a lurching difficulty 
curve, however, as 
things are never 
harder than at the 
start of each world, 
where things are 
reset. At least the 
(relative) lulls let you 
appreciate the variety, 
from shimmering lakes 
to electrified Ferris 
wheels to expanding 
mushroom clouds. 

And pity the soul 
that goes it alone. 
Being able to team 
up with an AI pet 
is welcome, but its 
inability to pilot the 

ship rules out key strategies. 
And you can’t give a virtual cat 
a dead arm. No, best stick to 
people for this one. And bring a 
mountain of forgiveness. oXm

Some airborne sections are 
reminiscent of Star Fox.

A brilliant example of 
how co-op games can 
create a genuine sense of 
dependance, but almost  
too stressful to outright 
enjoy. Stick with it and 
there’s a lot to love here.

Overall

7
The OXM verdict

 publiSher ASTERoID BASE / developer ASTERoID BASE 
Format XBoX oNE / releaSe date oUT Now

 publiSher ACTIvISIoN / developer vICARIoUS vISIoNS 
Format XBoX 360, XBoX oNE (REvIEwED) / releaSe date oUT Now

Sometimes a good idea is 
so simple that it sounds 
stupid. So a pat on the 
back to whoever was brave 

enough to raise their 
hand and say, “Um, 
how about cars?” when 
it came to spitballing 
ideas for the fifth 
Skylanders game. 

The ludicrous 
story is no more than 
a flimsy excuse to 
break Skylands into 
fragments, which 
are only occasionally 
negotiated on foot. 
Stages regularly 
contrive opportunities 
for you to climb behind 
the wheel and take to 
the road – or sea, or 
sky. Tellingly, this year’s 
portal of power won’t 
spring to life without a 
vehicle present; match 
a Skylander with their 
ride and their powers 
will be boosted. There’s a wide 
range of customizations for each 
vehicle, such that the in-game 
model is often barely recognizable 
from the toy on your floor. 

You can finish the game with 
just the included land vehicle, 
but it’s rarely been more obvious 
that you’re missing out by not 

buying more. Fork out 
for a single air and sea 
type, however, and you 
might find your overall 
spend is much lower 
this year – although, 
disappointingly, some 
tracks are locked out 
until you buy packs. 
That’s not as big a 
loss as you might 
think. while the course 
design is vibrant and 
varied, the races aren’t 
exactly Mario Kart.

Happily, the story 
mode more than 
compensates. It 
sees you rocket up a 
dragon’s spine on one 
level, before engaging 
in a gravity-defying 
jailbreak the next, while 
a storybook sequence 

sees the game morph into a side-
scrolling platformer, a vertical 
shooter and a top-down pursuit. 
Pacy and inventive, it’s worth the 
price of admission alone. oXm

A propulsively paced romp with a 
surfeit of ideas, SuperChargers 
reinvigorates a series that 
appeared to be on the wane. 
As usual, it demands a hefty 
outlay, but this year Skylanders 
better rewards your investment. 

Overall

8
The OXM verdict

ChriS SChilling
live Rockin Stroll 
@schillingc

the knowledge
what iS it?
The fifth edition 
of the game that 
pioneered the toy-
to-life genre.

what’S it like?
Surprisingly great – 
creative, substantial 
and exciting.

who’S it For?  
People with kids 
and/or a healthy 
relationship with 
their bank manager.

reviewer
matthew CaStle
live oXM Pesto 
@mrbasil_pesto

the knowledge
what iS it?
Two pilots drive a 
ship in tandem on a 
quest to save rabbits 
and frogs in space.

what’S it like?
A plate-spinning 
act, only when these 
plates drop, you die.

who’S it For?
Spouses/couples/
friends who are really 
confident in their 
relationship.

reviewer

DiD yOu 
knOW?

? You can buy 
new ships, 
including one 
that rotates 

and another that 
locks each co-
pilots to their own 
half of the ship.

beST 
price

$
64.95
AMAzoN
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N
o game sounds quite like Lego 
Dimensions. Not in the sense 
of its soundtrack – although 
this is the first time We’re 
Off to See the Wizard rubs 

shoulders with ZZ Top’s Back to the 
Future Part III fiddle hoedown – but 
the box itself. Shake it and it rattles, 
the result of the 100 or so bricks used 
to build the interactive gateway. We 
expect our games to be made of bits, 
a tangle of noughts and ones, but 
never of bits and pieces. As a simple 
purchasing experience, the noise of all 
that plastic crunching inside the carrier 
bag is satisfying. It hints at something 
different to come.

And it largely delivers on that early 
promise. Dimensions works harder than 
Skylanders or Disney Infinity to justify 

its real-world plastic, and the money/
living room real estate sacrificed to 
own it. Building the device is relaxing 
and kinda magical, especially if you 
haven’t played with Lego in the past 
20 years. It’s like being a kid again. 
A kid who, thanks to the bundled 
brick separator, doesn’t shatter their 
fingernails prising them apart. Where 
was this invention when eight-year-old 
me was weeping over a blood-specked 
pirate ship? This tool alone is a major 
plus point. 7/10. Would prise again.  

The electronic base is more playful 
than its rival portals. It not only magics 
up to seven figures or vehicles into the 
game, but their physical placement 
factors into play. If the Wicked Witch 
of the West snares you in a spell, for 
example, you need to move that toy 

from the flashing red panel to safer 
ground. Certain powers – such as 
Gandalf’s staff or Wildstyle’s scanner 
– only trigger when they stand on 
a segment lit up in their respective 
color. It’s not rocket science, sure, 
but it helps elevate the figure/portal 
relationship above the cynical ‘content 
keys’ of Spyro and his rip-off buddies.

More substantial gateway puzzles 
unlock as you tackle the story. Hitting 
in-game switches might turn it into 
a shrinking/growing machine, or let 
you teleport to rainbow portals by 
touching the corresponding colors. Our 
favorite trick is the simplest, a game of 
hotter/colder that sees the base turn 
green or red depending how close the 
on-screen hero is to a hidden doodad. 
As eyes dart from TV to gateway, you 
sense that marriage of digital and 
the real that this genre has always 
promised, but rarely delivered.

Unfortunately, even colorful ideas 
can dull through repetition. Shrinking is 
only ever used to navigate translucent 
tunnels, while gigantism lets a co-op 
partner slot missing tunnel parts 
in their path. A series of painting 
puzzles remind us how easily primary-
colored fun can merge into endless 

Want the more iconic Hill Valley of Back to  
the Future Parts I and II? Get thee to a shop!

Lego DimeNsioNs
 PubLisher WArNer BrOS INTerACTIVe / DeveLoPer TT GAMeS / Format XBOX 360, XBOX ONe (reVIeWed) / reLease Date  OUT NOW

The game that’ll have your bank manger bricking it
matthew CastLe
Live OXM Pesto 
@mrbasil_pesto

the kNowLeDge
what is it?
When worlds collide, 
only $500’s worth 
of merchandise can 
save the day.

what’s it Like?
Pressing your nose to 
a shop window and 
ogling the delights 
you could own.

who’s it For?  
Kids from the ’80s 
with money to burn, 
kids from the ’00s 
with parents  
who earn.

reviewer

 Brave new worlds
Any figure from a specific series grants 
access to its respective Adventure 
World, an open-world hub packed with 
studs, gold bricks, races, side quests 
and puzzles. You’ll need to buy figures 
to finish them properly, but the starter 
pack’s DC, Lord of the Rings and Lego 
Movie sets each add five hours of play.
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The 
Ghostbusters 
stage is a 
disappointment 
– it’s 
basically 
New York 
with a funky 
soundtrack.

A trip to the Lego 
Ninjago universe can’t 
help but feel like 
product placement.

brown tedium. And if you plan to use 
wormholes for little more than reaching 
higher ground, don’t do it in Portal 2’s 
Aperture Science enrichment Centre. 
That’s like auditioning for the New York 
Philharmonic with armpit farts.

The bigger problem is how these 
powers are used to flesh out what 
could be the smallest Lego cast to 
date. We say ‘could be’, as whether you 
go beyond the starter set’s Batman, 
Gandalf and Wildstyle depends on your 
willingness to buy more figures. As an 
admirer of Traveller’s Tales’ previous 
work, namely the generosity of its fan 
service, this comes as a shock. every 
fan knows the real game begins in 
freeplay, where you rinse levels with 
a huge cast unlocked using in-game 
studs. Here, it’s essentially paidplay.

Case in point: the game’s very first 
interactive object is a silver barrier 
in need of an explosive character to 
be removed. Up pops a yellow box to 
not only inform us of our limitations, 
but to offer a literal shopping list of 
toys that’ll do the job. faced with a 
ghost wall? Better get Peter Venkman 
($29.99). See those targets? Those 
are for Legolas ($24.65). The funniest 
misstep came in the Doctor Who stage, 
where his companion is trapped in a 
box until Peter Capaldi ($29.95) rescues 
her – and his toy isn’t out for a month.

You are constantly aware of the 
game you aren’t getting: the minikits 
you can’t collect (I managed three 
out of ten, max), the paths you can’t 
take, the icons you can’t possibly 
clean up on the mini-map. The kicker? 

The game you do get is pretty great, 
and suggests all the hidden stuff will 
be pretty great, too. Not even the 
Scrooge-powered paywalls can dull 
TT’s eye for plastic parody. And with 
Dimensions’ series-hopping story, it 
gets to apply that wit to licences that 
would never get standalone games.

Yes, that is the Avengers Helicarrier 
crashing into Back to the Future Part 
III’s Hill Valley. And why shouldn’t the 
riddler take over Minas Tirith? Hey, 
it’s a good excuse to batter down the 
doors with Portal’s Sentry Turret, right? 
It’s one thing to perfectly replicate 
Ghostbusters, Scooby-Doo and Midway 
Arcade classics – it’s another to get 
them to play nice. The sheer audacity 
of the mash-up helps distract from its 
structural woes, if only at first.

everything points to this being TT’s 
boldest Lego outing yet; it’s certainly 
the hardest-working toy-to-life game. 
But what good is innovation that prices 
itself out of your collection? I want 
to shake that beautiful box without 
getting shaken down myself. oXm

“You’re offered a literal shopping 
list of toys that’ll do the job”

Forget what The Lego Movie 
taught you: in the murky 
world of toys-to-life games, 
it’s always Lord Business 
that has the last laugh. But 
if you have the cash, this is 
imaginative and witty stuff.

OVerALL

7
The OXM Verdict

✔ Huge nostalgia 
trip for ’80s kids

✔ Gateway is well 
woven into play

✔ Some inspired 
mash-ups that we 
won’t spoil here 

✖ Constantly aware 
of locked content

✖ Gateway puzzles 
repeat often

✖ Framerate is 
terrible when 
playing in co-op

PrOS/CONs

Doctor Who’s Weeping Angels. Pop in and 
out of the home menu to see what happens…

THe BeST BIT WHAT HAPPeNS 
NeXT?

?We see if 
the extra 
level packs 
on offer are 

much cop – look 
out for our full 
verdict in next 
month’s issue.
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T
he past few years have not 
been kind to fans of the Tony 
Hawk games. Diminishing 
returns, tacky peripherals that 
barely worked and dwindling 

sales have brought us to this: Pro 
Skater 5. The title says it all. The 
Pro Skater entries were all classics, 
mixing accessible controls with deep 
gameplay, great graphics, music and 
unbeatable multiplayer modes. Calling 
this Pro Skater 5 is a clear attempt to 
get back what made the series great.

Did it work? Well, the soundtrack’s 
alright. Otherwise, this is a shambles, 
with all the skating prowess of the 
Birdman with bullets to his kneecaps.

Grinding, manuals, reverts and all the 
basic tricks are here. So, what’s new? 
There’s a move called ‘slam’, about as 

good an idea as slamming your genitals 
into a car door. Press Y when airborne 
and Tony will plummet vertically. That’s 
the height of realism compared to a 
power-up that lets Tony double-jump.  
If the aim was to get back to the series’ 
roots, why include gimmicks?

It looks dreadful, with constant pop-
in and the laziest cel-shading we’ve 
ever seen, nothing more than fuzzy 
outlines drawn around the character 
models. But even cel-shading this 
shoddy doesn’t come cheap, costing 
the game anything resembling a decent 
framerate. It chugs badly enough in 
single-player, but the level editor is like 
playing in a blender.

Our beloved offline multiplayer is 
nixed. Instead, each level is occupied 
by other online skaters. It’s broken, 

too – frequently ignoring our requests 
to try missions. Glitching through 
obstacles is common and the Rooftops 
level never got tired of spawning our 
skater in the sky, sending us hurtling 
to our death. Levels aren’t much better 
when you can play them, with simple 
design that’s often unbelievably lazy. 

Want to know how multiplayer modes 
hold up online? So do we. Several 
times we attempted a game of King 
of the Hill, but when no one joined, 
the game just shrugged and started 
it anyway. So we were alone in the 
skatepark, wearing a giant crown. The 
king of nothing. Possibly the loneliest 
‘multiplayer’ experience we’ve ever 
had. This is easily the worst Pro Skater 
game ever, and a strong contender for 
worst full-price release of the year. OXM

TOM STOne
Live OXM Tom Stone 
@TheTomStrange

The knOwLedge
whaT iS iT?
The fifth entry in 
the once-great Pro 
Skater series. Legacy 
safely ruined.

whaT’S iT Like?
Pro Skater 4, but 
made by a team 
who’s never made a 
good skating game.

whO’S iT fOr?  
People truly 
desperate to play Pro  
Skater on Xbox One.

reviewer The game that takes the words ‘sick!’ and ‘bad!’ literally

 PubLiSher ACTIVISION / deveLOPer ROBOMODO / fOrMaT XBOX ONE / reLeaSe daTe  OUT NOW

TOnY hawk’S PrO SkaTer 5

Like playing Pro Skater 4 if 
it were being described by 
an idiot. One of gaming’s 
greatest series bails 
horribly, loses its high  
score and sinks to a 
depressing new low.

Overall

3
The OXM verdict

OLLiOLLi
$65 cheaper and 420% 
more fun, this side-scrolling 
skater is an absolute gem. 
Don’t be put off by its humble 
portable roots; this is great. 
Easily the best skateboarding 
game on Xbox One.

WOrse Than…

Bailing animations can be funny. The real 
best bit is turning your console off, though.

The besT biT WhaT haPPens 
neXT?

? Two new 
stages 
and five 
characters 

will be released as 
free downloadable 
content. An 
apology, perhaps?

70 / THE OffICIAL XBOX MAGAzINE

r e v i e W

WWW.GAMESRADAR.COM/OXM



T
he wrong question is whether 
Minecraft needs a story mode. 
Of course it doesn’t. It needs 
a linear narrative like an eagle 
needs a set of Monster Truck 

tyres. The question, rather, is whether 
the world needs another Telltale 
episodic drama series – a moderately 
interactive yarn where you pick dialog 
options within a time limit, ‘search’ 
areas by wandering up to highlighted 
objects and duck around hazards 
with tugs of the analog stick. And the 
answer, after a pause, is: yeah, okay.

One thing Story Mode’s first episode 
gets very right is drilling into a seam 
of Hollywood storytelling that chimes 
with Minecraft’s irresistible blend of 

nostalgia and goofiness. The nods here 
are to Pixar’s work, The Lego Movie and 
The Goonies – wacky but sentimental 
stories about the value of friendship.

Your character, Jesse, is a lovable 
loser with a pig sidekick who somehow 
understands English. Their friends 
include a big dumb jock with a heart of 
gold and a tomboy who’s somewhere 
between love interest and big sister. 
You can look forward to a Minecart 
ride through a flock of Ghasts and 
creepy libraries with hidden doors. 
There are moments of self-awareness, 
but mostly the plot embraces its 
inspirations wholeheartedly.

Another thing Telltale almost gets 
right is addressing Minecraft the 

phenomenon. The plot isn’t just a 
love letter to Mojang’s designs, often 
requiring you to craft familiar item at 
worktables to progress. It sets out to 
embody the humor and madness of the 
creator community, kicking off with an 
‘Endercon’ building competition and 
poking fun at things like people leaving 
chests undefended during multiplayer. 

Alas, the script is too busy being 
accessible to be sharp – and the 
challenge, too, is modest even by 
Telltale’s gentle standards, with only 
one real puzzle to compensate for a 
deluge of QTEs. There’s a sense that 
Telltale is resting on Minecraft’s laurels, 
letting the world’s charm compensate 
for less-than-gripping design. OXM

The episode’s handful of combat bits see you 
thwacking away with the trigger. DmC it isn’t.

A knowledge  
of crafting 
recipes helps, 
but isn’t 
essential.

Edwin Evans-
ThirlwEll
live dirigiblebill 
@dirigiblebill

ThE knOwlEdgE
whaT is iT?
Interactive drama 
based on Mojang’s 
world-conquering 
create-’em-up.

whaT’s iT likE?
All other Telltale 
adventures, but  
not as challenging  
or fraught.

whO’s iT fOr?  
Younger players 
and those who love 
Minecraft’s mood  
and esthetic.

rEviEwEr

Telltale gets another Notch on its belt

 PublishEr TEllTAlE GAMEs / dEvElOPEr TEllTAlE GAMEs / fOrMaT XbOX 360, XbOX OnE (rEvIEwEd) / rElEasE daTE  OuT nOw

MinEcrafT: sTOry MOdE –
EPisOdE 1

Telltale’s reinvention of 
Minecraft captures the 
game’s cozy vibe, but  
fails to get the blood 
pumping with its action  
and puzzling mechanics.  
Is it all uphill from here?

OverAll

7
The OXM verdict

You don’t have to craft what the story tells 
you to. Experiment a little at worktables.

PrO TIP

Actually constructing buildings sees you 
mashing buttons while a montage plays.

The wOrsT bIT DID yOu 
knOw?

? The cast 
spans 
film and 
games, with 

voice actors from 
The Goonies, 
Ratatouille and  
The Last of Us.
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W
atching PES and FIFA 
retool every year is 
like watching Spanish 
heavyweights Real 
Madrid and Barcelona 

reshuffle their pack in the transfer 
window. You have to ask yourself: is a 
squad already packed with hundreds of 
millions of bucks’ worth of world-class 
talent necessarily made better by the 
addition of a 19-year-old left back from 
(say) Real Zaragoza?

Perhaps, perhaps not. It’s important 
that soccer clubs refresh their squads 
from time to time to allow for new 
tactical possibilities and to replace 
aging players, but it has to be the right 
fit. Otherwise it’s simply activity for the 
sake of activity – a shiny new toy to 
wheel out during press conferences, in 

the hope it’ll convince wavering fans to 
dip into their pockets.

It’s the same dilemma that faces the 
games’ developers each year. Which 
areas need attention? Are new features 
just bullet points for the box, or part of 
a bigger vision that’ll keep the game 
on top in years to come? Having spent 
considerable time with both of this 
year’s offerings, it’s clear which series 
has woven its new features into the 
existing framework with the greater 
care and attention, and with most 
thought towards the future. Bad news 
for those that wear the colors of FIFA.

PES 2016, which bagged itself 
a 9/10 score last issue, may 
continue to lag behind its rival in 
terms of presentation, modes and 
licensing, but on the pitch Konami’s 

series is beginning to race into an 
insurmountable lead. It’s taken a 
few years, but after several years 
inching up the table, it feels like the 
culmination of a long-term rebuild. The 
areas PES has been hitting the weights 
in are broad areas with long-ranging 
implications to the way matches play 
out - and all of these improvements 
feel like they’ve evolved by symbiosis, 
meshing together to create an open, 
loose-feeling game of soccer.

Ill-advised signings
After spending time with PES 2016’s 
silky passing game, FIFA 16’s plodding 
midfield battles feel as disjointed 
as your typical Man City Champions’ 
League performance. In contrast 
to PES’ brand of total soccer, each 
element that makes up FIFA seems 
bolted on. Take ‘no-touch passing’ - 
pressing LB while on the ball instructs 
your man (or, indeed, woman) to 
separate themselves from the ball, 
enabling you to shake up the pace and 
breeze past defenders. It’s a useful 
skill, not least because congested 
midfields often force you out wide, 
but PES’ more open, organic approach 
allows you to switch gears without 

FIFA’s goalkeepers are more dependable this year, while PES’ 
are less dependable. Reality, eh? It’s what you make of it.

FIFA 16
 PublIsher EA / DeveloPer EA CAnAdA / FormAt XBOX 360, XBOX OnE (REvIEWEd) / releAse DAte OuT nOW

Outfoxed in both boxes by a resurgent PES
Alex DAle
live ChocoboOfdoom 
@Sporadicdaler

the knoWleDge
WhAt Is It?
This year’s FIFA, 
introducing 
enhanced training 
regimes and (gasp!) 
lady players.

WhAt’s It lIke?
new additions shake 
things up, but old 
frustrations soon 
resurface.

Who’s It For?  
Those more 
interested in playing 
as Tottenham than 
playing tiki-taka.

revIeWer

 The train gain
New pre-match training games give you 
an opportunity to get to grips with the 
nuances of the shooting, passing and 
tackling options at your disposal. If you 
prefer to do your training on the job, you 
can click the right stick during matches 
to bring up a context-sensitive guide, 
which eases you into tougher moves.
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Playing as a 
lower league 
team is still 
a little 
unrealistic. 
Meadow Lane 
hasn’t been 
this packed 
since the 90s. 
The 1890s,  
that is.

tying your fingers in knots. These kind 
of dramatic runs feel like an integral 
part of the way matches flow, rather 
than a marketing bullet point.

And that’s a common point of 
difference between the two games. It’s 
near-impossible to tiki-taka your way 
through defenses like you can in PES, 
as both the ball and defenders behave 
in a more predictable, scripted manner, 
so attacks through the middle are a 
case of breaking down defenses and 
delivering an incisive ball at the right 
moment. There are two options open to 
you; driven passes or the time-tested 
through ball. Both can be devastating, 
and parting a defense with a killer pass 
at just the right moment is immensely 
gratifying, but you constantly have to 
nag players to make off-the-ball runs. 

Sorry to keep beating FIFA with the PES 
stick, but Konami has condensed all 
these nuances into the pad without 
making you play finger Twister.

FIFA seems to subscribe to the 
Manchester united ethos of team-
building, fighting last year’s fires rather 
than stepping back and taking a more 
holistic approach. FIFA 14 was too 
slow and stodgy, so 15 ramped up the 
pace; some felt that was too arcade-
like, so the pace has once again been 
dulled. There’s satisfaction to be had 
in wearing down resilience defenses 
but FIFA 16’s not an inherently exciting 
set-up. The murky pace makes it feel 
like you’re playing through treacle. It 
can feel scripted and stuffy right at 
the moments when you most long to 
unleash your creativity.

none of which is to say that FIFA 
16 is a bad game; just that it hasn’t 
come up in the same leaps and bounds 
as PES, and that makes me worry for 
its long-term future. fans will point 
to the series’ ace-in-the-hole, its 
comprehensive set of licensed teams, 
and I’d gladly concede the point. I’ve 
lost many nights to attempting to haul 
my notts County squad out of the lower-
league mires, or making improvements 
to the player-development side of 
things, with young players noticeably 
rising in value as you persevere and 
build up their attributes. As a single-
player pursuit, FIFA has PES licked in 
terms of structure, volume of things to 
do and immersion – but the monotony 
of the matches might wear you down 
over the long haul of a season.

This, then, is the year a spell of FIFA 
dominance lasting over half a decade 
ends; and judging by the way both 
series are rebuilding, it could be a 
while before FIFA recaptures its throne. 
Still, at least there are lots of shiny 
new toys to play with. oxm

“This can feel scripted when you 
long to unleash your creativity”

FIFA’s latest outing is the 
equivalent of spending 
on big-name players and 
playing them out of position. 
Like Liverpool, FIFA has 
talent, but it could be a long 
road back to contention.

OvERALL

7
The OXM verdict

4-3-3 is the best formation. Gives you 
options out wide and down the middle.

PRO TIP

All the gameplay 
innovations make it 
to last-gen, as do the 
women’s teams, but 
some creation features 
had to go. As does Clyde 
Tyldesley’s secondary 
commentary. Sob.

THE DIFFERENCE ON… 
XBOX 360

wHAT HAPPENS 
NEXT?

? The club-
building 
side-game 
FIFA Ultimate 

Team will keep you 
busy, especially 
now there’s a new 
Draft mode.

Is there any moment in a game 
more rewarding than scoring a 
free-kick? Maybe kicking a GTA 
NPC down the stairs…?
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ALSO
 RELEASED
Condensed criticism of  
the other new games in 
shops and on Xbox Live

7

 FORmAt XboX one / REviEwER Jenny baker /  
PRicE $9.99

PEnARium

6

 FORmAt XboX one / REviEwER aLiCe beLL /  
PRicE $12.99

ExtREmE ExORciSm

t asked with taking out ghosts in a 2D 
mansion, the USP of Extreme Exorcism is 
its mimicry system. every spook you  

take out spawns a new one that exactly 
copies the movements you just made, until 
eventually you’re surrounded by an army of 
your past phantoms. in local multiplayer, this 
stacking effect all gets pretty hectic – it was 
obviously designed as a wild party game. 

The problem is, Extreme Exorcism is only 
ever as hard as you are silly. Stand still for 
five seconds, and your next enemy ‘mimics’ 
exactly the same thing. you’ll shoot him just  
to put him out of his static misery. Extreme  
Exorcism requires you to create the challenge 
yourself – we found ourselves 
getting bored and randomly 
popping off shots just to liven 
up the dead. Extreme Exorcism? 
We’ve taken more extreme naps.

4

 FORmAt XboX one / REviEwER ChriS SChiLLing /  
PRicE $9.99

PumPED Bmx+

t he idea of a trick-focused bMX game 
holds promise. you’re presented with a 
series of obstacle courses, wherein you 

pump the pedals, then release just before the 
tip of ramps to get the biggest leaps. once 
airborne you can pull off twists, flips and  
more advanced tricks, but you’ll need to  
leave enough space for sufficient downhill 
speed to make the next jump. Fine in theory, 
but the audiovisual feedback is so feeble it’s  
hard to tell precisely what went wrong on 
any failed attempt. Levels are infuriatingly 
restrictive, such that even the slightest  
miscalculation can prove fatal, and there’s 
no instant restart button. With cheap 
presentation, bland art and pratfalls 
so lacking in impact that it’s not 
even fun to fail, Pumped BMX+ is a 
bare-bones port that struggles to 
earn its place on the big screen.

this is a 2D platformer set in a brutal 
circus where you’re the main attraction. 
Cheered on by a bloodthirsty crowd, 

you smash barrels, burst balloons, chase 
spotlights and catch toppling bottles before 
they smash. as each performance progresses, 
the weapons aimed at you get more varied 
and unpredictable, quicker and deadlier. you 
can forget planning ahead as obstacles shift 
their patterns with every retry. Tackling wave 
after wave of homing missiles, fireworks and 
dragons is unexpectedly rewarding – even if 
there isn’t much aesthetic variety, unlockable 
content is notably scarce and multiplayer is 
limited. but Penarium is ultimately what an 
arcade-style game should be – fun 
and frustrating. it can be enjoyed 
at the drop of a ringmaster’s top 
hat by beginners and arcade 
veterans alike.

PLAguE inc: EvOLvED

You may remember Plague Inc. from a 
couple of years ago, when it popped 
up as an infectious strategy game on 
people’s phones. you’re a disease, 

and your goal is to kill everyone on the 
planet. you pick one of several plague types 
and a starting country, then try to predict 
global responses, while evolving a range of 
traits and symptoms – each geared towards 
different habitats and communities.

it quickly becomes a delicate balancing 
act. ramping up lethality too soon leads 

to early detection and closing of borders. 
Leave it too late and you’ll be cured. it’s 
also affected by your plague pick, each 
boasting varying mutations. Specific world 
scenarios add extra twists, asking you to 
infect teleporting people, say, or trying to 
spread disease in a more xenophobic world. 
it’s not easy, but you do get to 
name your plague, so you can 
enjoy sentences such as ‘your 
Mom has infected thousands’. 
not to be sniffed at. Literally. 

8

Your disease is transmitted across the world thanks to air 
and sea links, as well as between neighbouring countries.

 FORmAt XboX one / REviEwER aLiCe beLL / PRicE $14.99

Visit gamesradar.com/oxm 
for the full reviews
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Blood Bowl 2 is the love child of a football 
simulator, a Discworld novel and a 
particularly violent game of chess. The 

aim is to guide a spiked pigskin ball into the 
opposition’s end zone, but your armored 
players can only be moved once per turn as 
well as performing blocks and attacks. It’s 
classic turn-based strategy design, but one 
that undermines your tactical smarts with the 
digital dice rolls that govern the outcome of 
every encounter. It’s true to its Warhammer 
roots, yes, but robs you of any agency. It’s 
a shame, as the core game is supported by 
a fun story campaign and a meaty league 
mode, complete with character and stadium 
upgrades and an online transfer 
market. It puts some big sporting 
names to shame. Is Rory McIlroy 
embarrassed to be outclassed by 
rabble of fantasy figurines?

ClusterpuCk 99

How to explain this one? It’s like air 
hockey, except it’s team-based (up 
to five per team, handicaps allowed), 
and the paddles are given free 

licence to roam anywhere. And they have 
the ability to ‘bodycheck’ each other. Oh, 
also there are numerous different playing 
arenas to choose from – ranging from 
strait-laced shapes, to torturish, winding 
deathtraps laced with killer spikes, deadly 
drops, bouncy pillars and speed-up strips 
that’ll send you careening uncontrollably 

around the arena – and typically, into one of 
said spikes or pits. A Clusterpuck, indeed.

The lack of online multiplayer is an own 
goal, but as a local multiplayer game it’s 
ideal after-the-bar session fodder. If there’s 
one regret it’s that there isn’t enough 
single-player fun to justify the price – 
Challenge Mode can be bested 
in under an hour. It contains 
great ideas, like the obstacle 
courses, that we would have 
liked to seen fleshed out.

8

 Format XBOX One / reviewer AleX DAle / priCe $14.99
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 Format XBOX One / reviewer DOM ReseIgh-lInCOln 
/ priCe $49.99

 Format XBOX One / reviewer AleX DAle  
/ priCe $14.99

 Format XBOX One / reviewer eMMA DAvIes /  
priCe $6.99

 Format XBOX One / reviewer JOe skReBels /  
priCe $9.99

Blood Bowl 2 inside my radio leo’s Fortune:  
Hd edition

Guns, Gore 
and Cannoli

rhythm action games tend to be simple 
affairs by necessity, putting you in 
control of clapping monkeys, or the 

guy who, er, plucks the hair off onions. here, 
French outfit seaven studio transplants that 
gameplay into an unorthodox platform game, 
with our heroes – a set of funky sentient 
leDs, each with their own rhythm – bound to 
a metronome. All actions – dashing, jumping 
and so on – must be performed on the beat,  
or you’ll get nothing but a big fat fail sound.

It borrows intelligently from other platformers 
to keep the action lively over its four hour run-
time (Rayman legends’ stealth; Mario World’s 
snake blocks), but in the heat of the action 
it’s easy to lose the rhythm, and 
in that instance the game feels 
unresponsive and frustrating. It 
knows it too – which is why the 
training wheels rarely come off.

pity the plight of the rich. After all, leo’s 
titular gold stash has been snaffled from 
under his nose, and he’s on a quest to get 

it back. What follows is a largely uninspired 
2D platformer. You have a wafty jump at your 
disposal, and can inflate yourself in order to 
hover. You also have a cod-Russian accent so 
thick it could turn water to vodka. each level 
tasks you with collecting as many gold coins 
as possible – but there are no alternate routes 
to explore and mine for treasure, so they feel 
a bit like empty trinkets. Bar the occasional, 
steep difficulty spike (which lasts only as  
long as the obstacle you’re stuck on)  
and the prospect of speedrunning, 
there’s little challenge here. This  
slight offering started life as a 
mobile game, and it shows.

t his run ’n’ gun curio is built on the  
bones of a thousand other games  
where 1-4 players run to the right 

blowing stuff up. The setup, that you’re 
caught in Thugtown during a zombie outbreak, 
is engaging but not surprising. The art is 
attractive until anything moves. The gunplay 
is studious without being intelligent 
– shotguns are powerful but slow, 
machine guns are fast but weak. 
Cripplingly safe stuff. But when it’s 
bad, it’s really bad.
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After all, who wouldn’t want to play in a winding deathtrap 
laced with killer spikes, deadly drops and bouncy pillars?
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Dead teammates 
rarely bodes well. 
Though maybe it was 
natural causes?

GEARS OF WAR: ULTIMATE EDITION
The most fun you can have with a chainsaw without going to prison

 
 PUbLIShER microsoft studios / DEvELOPER the coalition / FORMAT xbox one / ORIGINAL ScORE 9/10

W
hen is it okay 
to have a 
bright pink 
gun covered in 
little hearts? 
a) when 

purchasing a romantic gift for 
the beloved hitman in your life, 
or b) when playing Gears of 
War online? if you answered b, 
congratulations! You’ve made 
it easier for us to identify who 
you are on a hectic battlefield. 
Prepare to have your locust 
brains blown out, lover boy.

no offense to fans of 
Gears’ gun decals, but we 
find the best tactic is to be as 

“Prepare to have your locust brains 
blown out, lover boy”

REvIEWER 
Tom Stone
LIvE OXM Tom Stone
@TheTomStrange

WE SAID 
Bloody, beautiful and still a  
brilliant videogame, almost  
a decade later.

Minutes 0 10 20 30 40 50 60

AmAzing

EnjoyAblE

Annoying

RAgE QuiT

ARE WE hAvING FUN yET? Our first hour rendered as a wavy line…

Everyone’s  
great at this. 
Except us.

Why are we 
fighting Level  
80 players?

Five chainsaw 
kills in a row!

Gnasher 
Execution makes 
curb-stop kills 

mandatory.

15 minutes of 
waiting for a game 
of Assassination...

Won first to 180 
by three points. 
King of the Hill  
is essential.

indistinguishable as possible. 
from afar, it can take a split 
second to register if you’re 
looking at friend or foe. trust 
us, you want that split second. 
because far from being game 
over, getting spotted is the start 
of a tense cover-based standoff. 
You could dare exposing yourself 
so you can unleash several 
seconds of machine gun fire, 
or chance getting closer for a 
shotgun blast to the temple. 

or do you risk the ultimate 
prize, revving up the lancer and 
trying for a glorious chainsaw 
kill? tactically, it’s often suicide, 
as an unskippable chainsaw-
to-the-neck animation is the 
perfect opportunity for another 
rival to take you out. but it’s 
so satisfying, it’s hard to care. 
we’ll happily wait ten seconds to 
respawn in deathmatch if we get 
to shred a locust’s head off.

Warzone has no respawning, 
naturally leading to more cautious 
play. Knowing you’re one unlucky 
shot form being blasted out of the 
game leads to some tense action. 
though it can be quite frustrating 

waiting ages to get into a round, 
only for it to be over for you in 
less than a minute. 

those waiting times do vary. 
Popular modes like deathmatch 
and King of the hill fill quickly, 
but we were left staring at 
assassination’s unchanging lobby 
screen for so long, we started 
wondering if we were instead 
admiring the world’s most boring 
painting. Patience is rewarded 
with great-looking matches that 
never stuttered, with no framerate 
problems or other issues during 
the whole time we played.

the new 2v2 gnasher execution 
mode gives you shotguns in a 
tiny arena, and requires you to 
curb-stomp fallen enemies to 
finish them off. a fun addition, 
but it’s King of the hill that’s 
the real treat. all the gore and 
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rivals is oddly engrossing: just you racing times 
on a leaderboard. Dirty laps incur punishment.

FORzA MOTORSPORT 6
Spraying champagne all over the competition

 PUbLIShER microsoft / DEvELOPER turn 10 studios / FORMAT xbox one / ORIGINAL ScORE 8/10

T
here are three distinct 
parts to Forza’s online 
persona. there’s your 
plain vanilla multiplayer, 
divided into various 

car classes, games of tags and 
drift – apart from tag it’s the test 
drive section of single-player, 
translated across to include 
actual human beings instead of 
those charlatan drivatars. we 
have seen this a thousand times 
before. race, results, leave. 

then you have rivals, 
an asynchronous series of 
leaderboards where it’s just you 
racing against times on a track, 
alone. and it’s oddly engrossing.

unlike the career mode, ‘dirty’ 
laps (eg hitting a wall, going 
cross country) affect your lap 
and your position on the board. 
even if a dirty lap is two seconds 
quicker than a clean one, your 
ranking rightly suffers. the  
same spread of categories 
from vanilla multi- and single-
player appear here, but so do 

curated spec-car events using 
stock-standard machines to 
level the playing field. some are 
evergreen, while others flit in 
and out of existence at the  
whim of turn 10. 

what makes it so appealing 
is chewing through the list of 
gamertags that appear top and 
centre of your screen; crank 
up the difficulty by flicking off 
the hand-holding assists and 
you’ll be urging yourself to make 
every tiny adjustment count as 
you pursue that magic number. 
trashing your car means limping 
to the pits or restarting – either 
way, that’s your tyre temperature 
shot and a lap to adjust.

lastly, there’s the leagues, 
forza 6’s new big draw. they’re 
strangely elitist as they’re only 
open at certain hours of the 
day and only for a few days at a 
time – it’s entirely possible that, 
depending on your time zone, 
it’s unfeasible that you’ll be able 
to actually take part. 

however, they’re consistently 
full of racers and probably one 
of the tensest forms of racing 
you are going to find, partially 
because of the potential payout. 
all the racing conditions (damage 
type, car class and suchlike) are 
controlled by turn 10 – you just 
show up and race. 

unlike the meat and potatoes 
multi, leagues reward ongoing 
commitment: you’re placed in 
a certain division according to 
your temperament and skill, 
and ranked. once the league 
finishes, you’re given a reward 
for your placement. 

there’s a certain amount of 
dedication required if you are 
going to reap the game’s biggest 
rewards – but put the time in 
and you’re laughing. and we 
suspect that even though you 
have less freedom than Forza’s  
normal multiplayer, the elusive 
nature of what challenge you 
might face next adds intrigue 
that proves incredibly addictive.

add to this the pretty stunning 
netcode – giving you five  
dozen frames every single 
second – and you’re looking at  
a glossy package. OXM

Part of the appeal is chewing through the list of 
Gamertags. eat my dust, selection of random names!

Very familiar 
gameplay, 
but it’s been 
brilliantly 
refined. An 
inspired mix  
of old and new.

The oXM verdict

8
Technically 
flawless with 
a mode for 
everyone, the 
online version 
proves Forza 
has a soul.

The oXM verdict

8

shooting you want, but with the 
tactical foundations that made 
the single-player so essential. 
each map has a capturable ring, 
constantly changing position. 
whichever team controls the 
ring slowly gains points, the first 
to 180 wins. You still slaughter 
rivals, but it makes you play as a 
team more than other modes.

 that’s true for King of the hill 
in most games but Gears’ cover-
coated maps are an ideal match. 
a mix of wide-open courtyards 
and claustrophobic corridors, 
they’re perfect for a mode that’s 
all about control of space. You’ll 
have to learn the terrain through 
experience to get the drop on 
your rivals. Put the time in, and 
you’ll be rewarded with some 
of the best multiplayer we’ve 
played this year. OXM

not a big fan of gore? 
Maybe you’d be better  
off playing Flower 
Arranging online.

Climbing up stairs 
in those huge Ugg 
boots looks no easy 
task. what a guy.

REvIEWER 
Paul Taylor
LIvE Paulus McT
@mynameispt

WE SAID 
Forza Motorsport 6 offers the best 
racing experience you can get  
on Xbox One, bar none.

r e v i e w
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1  BLOOD BOWL II – LIZARDMEN
The Lizardmen race come with unique AI 
and players. Cheaper and requires less 

responsibility than buying actual lizards.
Price: $6.99

2   PROJECT CARS – FREE CAR 4
The 1952 Mercedes 300SL, now free to add 
to your garage. We checked if the real car 

was free too. No such luck.
Price: FRee

3   EXTREME COMBAT
FOR XBOX FITNESS  

Build strength and become an invincible 
fighting machine (possibly). Pricey, mind.

Price: $29.99

4   MAD MAX – THIRSTCUTTER
A free vehicle, inspired by Rockstar Energy 

Drink cans. Thanks, but energy drinks 
usually give us carsickness. 

Price: FRee

5   PURE HOLD ‘EM  
– KING’S RANSOM CHIP SET

Has your online rival paid for fake chips? 
Go all in. They’re clearly bad with money. 

Price: $2.99

6   ROCK BAND 4 
Weeping over your inability to play  

Gay Bar by Electric Six? Dry those tears,  
it’s one of 2,000-plus Rock Band 4 songs. 

Price: $1.99 each

W
hy has it taken 
Visceral this 
long to create 
a homage to 
John carpenter’s 

assault on Precinct 13? the 
film’s tale of a lone laPd unit 
holding out against aK-toting 
gangs suits hardline’s uneasy 
marriage of war movie and 
copshow right down to the 
ground. the robbery dlc’s 
Precinct 7 map isn’t a replica of 
the film’s set, but when you’re 
defending one of its capacious, 
gloomy stations, there’s the 
same combination of frenzy 
and fear. naturally, you can also 
play the part of the besiegers – 
grappling, perhaps, to the top  
of the derelict building outside 
the main station to snipe at 
struggling coppers lying among 
the snowdrifts in the courtyard.

robbery’s other standout map 
is museum, mainly thanks to 
its dinosaur skeletons – these 
can of course be demolished, 
whether to block line of sight or 
because you’re itching to utter 
the immortal words, “here come 
the tricera-cops.” a cleanly laid-
out interior map built around a 
towering lobby space, museum 

is a good pick for the new or 
rusty player but can become 
an operation metro-style linear 
slog when large groups meet in 
a hall. our tip: bring a riotshield. 
it’s also worth equipping the 
flame mask, one of robbery’s 
new gadgets, as flammables are 
extremely effective when used 
in the map’s tighter corners.

with its 
californian 
beachfront and 
swaying palms, 
the crescent-
shaped break 
Pointe is billed 
as a driver’s paradise. we’ve 
found it’s less pleasant when 
on foot – conquest points are 
situated amid low hills that 
provide good cover for midrange 
campers. it’s most entertaining 
when you tussle for possession 
of the vast seaside mansion – 
there’s a tunnel that takes  
you up through the cellars, cue 
a quintessentially battlefield 
war of attrition on the stairway 
to the kitchen. 

if you’re struggling to get 
your bearings, the new squad 
heist mode is an opportunity 
to explore in relative calm. 

it’s basically rush from bad 
company, but smaller-scale: 
five-man criminal teams must 
destroy a series of objectives 
while the police dig in.

docks, finally, pays tribute 
to battlefield 3’s noshahr 
canals with stacks of shipping 
crates (some of which house 
shortcuts) and an enormous 

cargo vessel.  
it often feels 
very exposed 
– there are so 
many elevations 
to worry about, 
both aboard the 

ship and on the dock itself. but 
practised battlefielders should 
find playing it, and the rest of 
robbery, to be a total hoot. 

this is another smart offering 
from Visceral and proof that in 
dice’s absence, battlefield is 
still in pretty safe hands. OXM

//Practised 
battlefielders 
should find it to  
be a total hoot//

BATTLEFIELD 
HARDLINE - ROBBERy
Visceral takes a trip to the movies

 PUBLISHER ea / DEvELOPER Visceral / FORMAT xbox 360, xbox one / REvIEWER edwin eVans-thirlwell / PRICE $14.99

light levels vary hugely across the maps, from 
sun-drenched Break Pointe to musty Precinct 7.

ALSo  
RELEASED

From best to worst,  
the latest additions to  
Xbox Live Marketplace

Hardline raids 
Hollywood for 
inspiration and 
comes away 
laughing. The 
Precinct is the 
game’s highlight.

the oXM Verdict

8
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FREESTyLE FOOTBALL TRIALS
2D soccer ‘fun’ where analog sticks 
steer a leg each. Baffling controls 
for a score-attack game.

 *****

FOOTBOHOLICS
Not football. Instead, a bland 2.5D 
platformer. We’d rather the critical 
head injuries, thanks.

 *****

HOCKEy ACTION
Hockey? Check! Action? Er, does 
the tedious, repetitive, slow 
gameplay count as action? 

 *****

ULTIMATE DODGEBALL
Tennis with violence? Great! 
Really captures the fun of nailing 
someone in the face with a ball.

 *****

MAGIC SOCCER
More like Tragic Soc… Actually, 
surprisingly well-made arcade 
football. Worth checking out.

 *****

Indie Roundup - Sports Special / A themed look at hidden gems and DIY disasters

Trespasser has 
a little more 
sentiment than 
substance, but 
it’s still a good 
last outing for 
your Inquisitor.

Wicked and mean-
spirited it may be, 
but you’d have 
to dig deep 
to find a more 
generous DLC 
offering than this.

the oXM Verdict the oXM Verdict

7 8

L ast time the inquisitor went 
to the winter Palace there 
was murder and political 

upheaval. given that your 
paramilitary organization still runs 
entire continents even two years 
after the events of Dragon Age: 
Inquisition, it’s hard to believe 
anyone is surprised when the 
same thing happens this time. 
You even climb 
on the garden 
trellises again.

Trespasser 
asks you to 
thwart a coup 
by the Qunari, a 
combative people 
who try to invade by sneaking 
through portals. it’s a clever plot 
device: you fight through mines, 
ruins and a magical upside-down 
library. they all look fantastic; it’s 
just a shame the experience is 
limited to current-gen.

at around six hours long, 
Trespasser is the final dlc for 

Inquisition and ties together all 
the errant plot threads. that said, 
it feels less rich fantasy and more 
family reunion, as you find out 
who now has a dog/significant 
other/new outlook on life. 

it’s these parts that offer 
replay value. the bonding 
sessions can differ a lot based on 
past choices. but they also mean 

that actions 
in the bulk of 
Trespasser feel 
inconsequential. 
this can be 
applied to 
thedas in 
general, since 

the world state doesn’t seem 
that different; your mates just say 
different things.

Trespasser does, however, 
drop revelations about the 
elves, and the entire structure 
of the world, teeing up a number 
of exciting avenues for future 
games in the series. OXM

What’s this? a remixed 
version of the Shovel 
Knight campaign, which 

thrusts bit-part villain Plague 
Knight into the lead role and 
transforms it into a different 
platformer altogether? aww, 
thanks Yacht club games, you 
really shouldn’t have, you [falls 
down a bottomless pit 27 times  
in a row] JerKs.

Yup, Plague 
of Shadows is 
tough. tougher, 
perhaps, than 
even the original 
campaign – some 
achievement, as 
that was as tough as a rhino’s 
toenail clipper. it’s all down to the 
way our new anti-hero moves. he 
skids everywhere – a contrast to 
the pixel-perfect inertia of Shovel 
Knight, and since the platforming 
layouts don’t get any easier, 
you constantly have to make 
provisions for his butterfeet.

also, Plague Knight doesn’t 
have a shovel to hop around the 
environments, but that’s nothing 
a little alchemy can’t fix. Uniquely 
for a 2d platforming hero, he has 
what can only be described as 
a ‘charged jump’ – hold down 
the attack button, whether on 
the ground or in midflight, and 
he’ll begin to glow – release and 

he’ll set off a 
bomb in his 
pants, launching 
him skywards. 
things rapidly 
get spiteful, 
asking you to 
chain together 

charged jumps and swoops – 
your heart rarely has time to 
leave your mouth.

a typically humorous plot, 
laced with nods to the original 
campaign, keeps spirits up where 
platforming strives to crush them. 
it’s not as masterful as the core 
game, but it’s a neat idea. OXM

DRAGON AGE: INqUISITION  
- TRESPASSER

SHOvEL KNIGHT - 
PLAGUE OF SHADOWS

 FORMAT xbox one / REvIEWER alice bell / PRICE $14.99  FORMAT xbox one / REvIEWER alex dale / PRICE free 

don’t let a war get in the way of 
some quality time with nature.

Bignose favors  
throwable bombs.

//lots of 
Trespasser feels 
less fantasy, more 
family reunion//

//it’s tough. 
tougher than even 
the original Shovel 
Knight campaign//

R e V i e w



Chief 
Among Us: 
The mAking 

of hAlo
How the first-person shooter that changed  

everything had everything about it changed first…

s
teve Jobs, wearing his famous black 
turtleneck jumper, smiled as he paced the 
keynote stage of the 1999 Macworld 
conference. It had only been two years 
since the CEO had returned to the company 
that he co-founded in 1976. The iPhone 
was years away. Apple was still regrouping 
after a stretch of barren, difficult years. 

Now, at last, Jobs had something to show the world, and 
he knew that it was something good. “We are starting to 
see some great games come back to the Mac,” he said. 
“But this is one of the coolest I’ve ever seen.” 

As the lights dimmed and the crowd stilled, an 
unseen choir struck up a melancholy chant, a haunting 
melody now oh-so familiar to any player. The  
widescreen behind Jobs lit up. There, hunched over  
an assault rifle, poised in green armor, gold visor 
glinting, stood Master Chief. After a moment, the iconic 

space marine began to run. First, past a pair of Elite soldiers. 
Next he climbed into a 4x4, the vehicle we’d later come to 
know as a Warthog. The car bounced across hills as the 
camera circled its dips and soars while, overhead, a purple 
glider performed acrobatic loops against a bruising sunset. 
Apple, it seemed, was about to change videogames.

None of this vision came true; at least, none of it apart 
from the fact that Halo: Combat Evolved was a game-
changer. A year later, Microsoft bought the game’s 
developer, Bungie. Jason Jones, the studio’s co-founder, 

put the decision to sell to Microsoft down to “the 
chance to work with a company that took the games 

seriously”. Before that, he said, “We worried that we would 
get bought by someone who just wanted Mac ports or who 
didn’t have a clue.” Jobs was so furious at the news that he 
reportedly called Microsoft’s CEO Steve Ballmer the same day 
to complain. But the deal was done. Halo’s team moved to 
Microsoft’s Millennium Campus in Redmond. 

Two years later, Halo launched alongside Microsoft’s Xbox, 
the company’s first console. While much had changed since 
that 1999 demo, much had stayed the same. Master Chief 
was still the protagonist, and hadn’t changed his armor. The 
choir was still in full voice. But the third-person shooter that 
Jobs had showed off so proudly was gone. And in its place? 
A first-person shooter, one that, as its subtitle suggested, 
would rewrite the rules of the genre. 

“Every game I’ve ever worked on, I’ve fully believed will 
come to be regarded as the best one in all of history,” 
says Marty O’Donnell, the composer who wrote Halo’s 
memorable soundtracks. “But as I sat behind closed doors 
in 1999 and saw the vision of the first Halo game, I was… 
it was just so powerful.” Michael Evans, who designed the 
game’s multiplayer modes, agrees. “I think we knew back 
from the Macworld announcement that Halo was going to 
be something special. Some within the studio thought we 
sold to Microsoft for too little. And certainly not everyone at 
Microsoft believed in the game. I remember someone at one 
of the big meetings critiquing the game close to its launch. 
But it’s hard to know if we could have made it all happen 
without Microsoft’s support.” 

Indeed, Combat Evolved had been, if not a troubled 
project, then at least a confused one for several years before 

Early sketches 
of the Master 
Chief show 
him sporting 
a trendy ammo 
bandolier. We 
much prefer 
our Spartan 
more spartan. 
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“The Third-person 
shooTer ThaT Jobs 
showed off was 
gone. in iTs place? 
a game ThaT would 
define an era”

THE OFFICIAl XBOX MAgAzINE / 81 @OXM

Making of Halo



“never before had a 
developer given you The 
sense of being caughT up  
in a much bigger war” 
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the big move to Washington. At one point, Master Chief had 
a travelling companion called Blind Wolf, a dinosaur-like 
creature on whose back the marine could ride. One proposed 
title was ‘Crystal Palace’. Another, ‘The Santa Machine’.

“We were in the south side of Chicago in the fall of ’97,” 
recalls Bungie’s Marcus lehto, art director on the game. “We 
were in an ancient old Catholic girls’ school, on the south 
side of Halstead. Not a great area, but that was all we could 
afford.” The company had recently finished work on the 
real-time tactics game, Myth: The Fallen Lords and another 
team had gone off to start building Myth II. Jones and lehto 
wanted to put the engine they’d created for these to wider 
use, so they began work on an idea for a new game, that 
would work with the technology, “a sci-fi real-time strategy”.

The earliest version of Halo was, in some ways, closer 
to Destiny than the Halo with which we’re now familiar: an 
ambitious open-world exploration game. “It was a huge 
world,” says lehto, “comprised of a block of islands that you 
could travel to. It was a top-down, ‘lead your troops from 
the sky’ type of thing.” More members joined the team and, 
subtly and slowly, the game began to change shape and 
direction. “As the tech and art made things look cooler, we 
began to pull the camera closer to the action,” says Alex 
Seropian, co-founder of Bungie. “The strategy game became 
a third-person game, which became a first-person shooter.”

“I think the Warthog is the real reason Halo became an 
action game,” says designer Jaime griesemer. “In the old 
RTS-style game it was just so cool to watch a squad of jeeps 
driving across the terrain [that] we wanted to drive them 
ourselves. And then we wanted to get out and run around 
as an infantry guy – from there it snowballed into what we 
eventually shipped. In some ways, Halo is the story of the 
Warthog and the universe we built to drive it around in.” 

Nevertheless, the sea change came slowly. Even as late 
as E3 2000, Halo was still a third-person action adventure, a 
far cry from what players would fall in love with the following 
year. When the game became a Microsoft exclusive, Bungie 
rewrote the game engine specifically for the forthcoming 
Xbox. Many of the team claim that it only came together 
in the final four or five weeks of development, a “perfect 
storm” as technical lead Chris Butcher describes it, when the 
hardware settled into its final form.

freedom in boundaries
That ambition, on paper, seems like nothing new: a lone 
space marine and his ghostly AI companion, Cortana, taking 
on the might of an alien invasion. This is the kind of story 
games had been telling for decades, since the release of 
Space Invaders. And yet, here on the ring world upon which 
much of the game takes place, arcing spectacularly up and 
overhead in the distant sky, everything felt different, urgent. 

In part, this was thanks to the now-ubiquitous evolutions 
the game brought to the first-person shooter. There was 
the rechargeable shield, an ingenious piece of design that 
makes ducking for cover not only a way to dodge 
bullets but also a respite in which to recuperate. Ten 
seconds spent cowering behind a rock or tucked in 
a doorway is an evasive maneuver that allows your 
shield defences to refill, a simple yet momentous 
tweak that infuses battles with a rhythm of assault 
and cover that, in turn, infused the FPS landscape 
beyond it. That rhythm became so infectious, in 
fact, that game designers would refer to it as Halo’s 
30-second combat loop, a concept that many have 
tried to borrow since, usually in vain.

Then there was the revolutionary two-weapon 
limit. Prior to Combat Evolved, most FPS games 
allowed players to carry around a virtual armoury 
in their TARDIS-like pockets. Master Chief 
forced us to select just two guns at any given 
time. New had to be swapped for old; there was 
no stockpiling of weapons. This simple restriction 
added a neat layer of strategy not seen before in the 
genre, ensuring that every combination of guns chosen 
changes the fundamental way you approach each battle. 
Enter a skirmish with a sniper rifle and a pistol and your 
experience will be different to the one you run into with 
a shotgun and a Needler, with its shocking-pink homing 
shards. The reduction in choice revealed itself as a 
simplification that, in turn, added complexity. 

The joy of the game’s mechanics aligned 
with the game’s enemy designs. Rather 
than sending out identikit waves, Bungie 
divided the Covenant into ranks and 
body types. There are the plucky grunts, 
dwarf soldiers with comically tubby arms 
who will either run at you clutching live 
plasma grenades in a kamikaze attack, or flee squealing. 
There are the rangy Elites, with their four-way splitting lips, 
and guttural war cries. And there are the malformed Flood, 
shuffling the halls of the notorious library level, exploding to 
release a nest of clicking minions.

“The idea was that the Elites were like graceful, predatory 
cats and the grunts were like crazy little monkeys,” says 
griesemer. “The Covenant are a tool for the users to play 
around with.” The fine balance of enemy designs and their 
attack patterns came late, however. “Before we knew what 
we were making, we had most of the environments in place 
but none of the enemy encounters,” says Butcher – who 
programmed the AI, giving the aliens their tumbling, lurching 
attacks and retreats. “We designed their behaviours that 
way because we knew we wanted to have wave attacks. In 
this way, we went from that bunch of concept designs to a 
full-on console title in a very short time.”

The influence for these designs, and the wider fiction 
in which Halo takes place, were drawn from numerous 
science fiction sources. “There’s a book by Christopher 
Rowley called The Vang about an alien species that was 
invading and assimilating people,” says griesemer. “The 
Vang were basically The Flood but it took days for their 
gestation period to transform people.” Halo’s story, which 
has become increasingly arcane and difficult to follow as 
the series progressed, was perhaps at its clearest in the 
first game, which follows Master Chief and his AI companion 
Cortana, the survivors of a crashed spaceship, as they try to 
reconnect with other human soldiers and push back the twin 
invading forces of the Covenant and the Flood. Never before 
had a developer given the player a sense of being caught up 
in a war that they were neither driving nor orchestrating. 

“When we were starting out on PC, we had 
designs on a much more text-based 

narrative,” says griesemer. “Hints 

Having three 
factions in 
the mix made 

for some chewy 
battles as you 
tried to play 
the two sides 
against one 

another.

Early unSC 
prototypes 
have curvier 
designs. they 
were changed 
to distance 
them from the 
Covenant’s 
organic ships. 
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of that exist in Cortana’s log books. All of us at Bungie are 
huge fans of sci-fi literature. Of course there are shades of 
Iain M Banks’ Consider Phlebas, what with the ship being 
destroyed. But the influence of something like [larry Niven’s] 
Ringworld isn’t necessarily in the design – it’s in that feeling 
of being somewhere else and the sense of scale. One of the 
main inspirations was Armor, by John Steakley, in which a 
soldier has to constantly re-live the same war.”

This wide-angle mythology is grounded in the relationship 
between Master Chief and Cortana – a kind of platonic 
love story – and in the camaraderie that develops with 
the marines you find scattered across the landscape. The 
soldiers fight alongside you, driving the Warthog or manning 
its mounted gun while cheering you on. When you lose a 
man it can be upsetting. “With the marines, we had originally 
designed their animations vastly different to how they turned 
out,” says griesemer. “The initial idea was that when you 
jumped in the Hog they’d be clinging to the minigun, crying 
their eyes out. But we wanted to encourage the player, so 
that’s why we decided to change it and have them hollering 
and screaming ‘woo-hoo!’. They’re behind you all the way.” 

This excitable marine banter composes the majority of 
Halo’s 8,087 lines of dialog. But it brings the game world to 
vivid life, in a way ten thousand scripted cutscenes could 
never do. O’Donnell’s soundtrack is instrumental in this work 
too. “From the outset I wanted that soundtrack to be epic,” 
explains the composer. At the time only a tiny proportion 
of games employed live orchestras for their soundtracks. 
O’Donnell pleaded with Bungie. “I said, ‘If you can cover the 
costs I can get the Chicago Symphony Orchestra and I will 
make something truly special.’ It paid off. That said, let it be 
known that I didn’t turn a profit on the first game.”

Unlike most other action games of the era, O’Donnell’s 
soundtrack mixes the bombastic with the tender. 
“Juxtaposition is a very powerful tool, one that’s woefully 
underused in videogames,” explains O’Donnell. “When writing 
for an action game I think it’s important not to take what is 
happening on screen for granted from a musical perspective. 
One must try something unexpected, fresh and imaginative; 
something to interest listeners without distracting them.” 

As the game neared launch, Microsoft began to put 
pressure on Bungie to reconsider the title. “At the time, 

Microsoft marketing thought Halo was not a good name 
for a brand,” says griesemer. “It wasn’t descriptive 

like the military games we were competing 
with. We told them Halo was the name. The 
compromise was that they could add the 
subtitle. Everyone at Bungie hated it, but it turned 
out to be a very sticky label… so in hindsight it 
was a good compromise.”

Bungie continued to make drastic changes 
to the game, right up to the final few weeks of 
development, including redesigning the entire 
final level, in which Master Chief must drive a 
Warthog at speed through an obstacle course 

as he tries to escape the destruction of the 
titular ring. “The escape came about in the last 

weeks,” says Butcher. “We originally had planned 
just a cutscene with the Chief taking off, but then decided 

we wanted a real climax. It was originally going to be a 
driving and fighting section, but we thought that 
was too much. The real problem was the Warthog. 

We’d refined it throughout the campaign and then 
suddenly you couldn’t land a jump. We had to really 

tweak the feedback for that section.”

While the game did not launch with online multiplayer, 
it had one of the best local multiplayer modes of its day, 
allowing players to link up consoles and play together on 
separate TVs. This feature also came punishingly late in the 
day. “I joined Bungie to work on Oni,” recalls Evans. “After we 
got acquired by Microsoft, we first had to finish Oni. Then we 
realised we were going to join the Halo team. Hamilton Chu 
came to me with the idea of having me take over multiplayer, 
which had been cut. That sounded like a feature we had to 
ship and I, along with Hardy leBel, agreed to take it on.”

Working toward the fixed deadline of a console launch 
meant that Evans and leBel’s primary enemy was time. 
“We had a cool engine, some largely working synchronous 
networking code and a bunch of single-player assets,” 
explains Evans. “But we basically had no support from the 
art team and very limited support from the rest of design or 
the sound team. All the maps were made by contractors, or 
people sneaking some work in on top of their other jobs. 

Despite the pressure, it’s a time that Evans, who now 
works at Riot games on League of Legends, looks back 
upon with much fondness. “Working on Halo was a magical 
experience, one that I am really glad to have gotten a chance 
to have been part of. Everyone worked so hard and there 
were so many super talented people there. We became 
deeply engaged in the way that teams under fire often do.”

A lack of belief
Despite the camaraderie among team members, Microsoft 
had reservations about the game even up to its launch 
date. “When I remember those days,” says Phil Spencer, 
then corporate vice president of Microsoft game Studios, 
“the game we were really excited about, the game that had 
the most internal buzz, was Munch’s Oddysee. That was the 
game we really thought was going to cement our reputation 
[on Xbox]. Bungie hadn’t done any console stuff, and it was 
unclear if these Mac guys were going to make the jump.” 

Spencer and the others were proved wrong. Buoyed 
by gushing reviews, the game sold a million units in five 
months and three million by the summer of 2003. Halo: 
Combat Evolved earned Microsoft and its brave venture 
into videogame hardware a respect that would have taken 
far longer to earn had the game not been part of the Xbox 
launch lineup. It made a company known as a spreadsheet 
publisher become known, almost overnight, as a game-
publisher with exquisite taste. In this way Halo had a 
legitimizing effect for Xbox, a system that prior to release 
had been viewed as a bulky folly from a mistrusted outsider.

looking back, that success can be difficult to pinpoint. 
“There were a lot of very talented people working on Halo, 
but it was also about timing,” says griesemer. “I think the 
world wanted an epic, heroic story in the fall of 2001 – they 
wanted to see the world saved.” Perhaps, although Halo 
was hardly the first videogame to send its player off to save 
the world. Whatever the reason, Halo’s mark on the medium 
is both clear and lasting, while its stoical space marine 
protagonist casts a long and enduringly iconic shadow. ■

Having killed 
50,000 Elites 
over the years, 
it’s easy to 
forget just 
what a cunning 
foe they were 
in their first 
appearance.

this is the concept art for the Pillar 
of autumn, the unSC ship that carried us 
into Halo, and ended it with a big bang.
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“bungie made 
drasTic changes 
righT up To The  
final weeks 
of The game’s 
developmenT”

for all the elements cut 
along the way, did no one 
ever wonder about axing 
the flood? these freaky 
guys give us the heebie-
jeebies to this day. 

there are plenty of 
echoes of the game’s 
third-person origins, 
such as the vehicles 
and turrets. Part of 
us would still like 
to see a game with the 
Chief on screen.
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Squeezing more from your machine every month

metal gear solid v
those guards won’t terrorize themselves...

88 Now Playing:  
metal gear solid v 
outpost guards pray that snake will put them  
out of their misery, rather than face the 
demented madness of mark green.

90 Now Playing:  
the Witcher 3 
alex Wiltshire explains how the Witcher 3 is  
the perfect game to discuss with his kids. er, is 
he playing the same game we are?

91 Now Playing: gears of War
alex shares the guts and glory that finally got 
him onto act two. it’s about time…

92 live spotlight 
For the rainbow six siege beta, we let martin 
Kitts loose online. may god have mercy on us.

94 oXm replay 
Before adam Jensen was the unsmiling misery-
guts of mankind divided, he was the unsmiling 
misery-guts of Human revolution. growth!

98 16 Ways FiFa is truly 
realistic soccer 
Now so realistic, we can’t even play five 
minutes without passing out from exhaustion.
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beCaUSe… “those guards aren’t going to terrorize themselves”
 Loving The dog. He is very cute and has a knife    Hating people who shoot my dog. How Dare yoU SHooT My Dog?  

W
hat’s the most un-
snake-like thing  
that snake does in 
Metal Gear Solid V?  
if you said, “that 
pained arnie-in-

Terminator-2 grin after you successfully 
infiltrate another player’s base online”… 
well, yes, it’s that – 1,000 times that. 
and, seriously, those teeth! either we’ve 
found the limitation of the fox engine or 
he went to the horse dentist by mistake.

but the other out-of-character thing 
that snake does is to turn the lives of 
two particular guards into a perpetual 
groundhog day of baffling misery. or is 
that just in my copy of the game?

the pair are only trying to do their job 
and drive a hostage between bases. on 
one attempt, they suddenly find their 
path blocked by a cardboard box, leading 
to many exclamation marks when i pop 

boss. (“Uhhh… continue mission by other 
means?” he says – you can practically 
hear his exasperation.) Knock them out 
with sleeping gas, and, adorably, their 
support tank deliberately wakes them 
up with a casual toot of its horn.

i blame The Phantom Pain’s limitless 
arsenal – i’m up to 141 items unlocked 
– for getting happily stuck on single 
missions for hours. Upgrades are 
more like cheats, turning snake into a 
superhero who can run faster than a car, 
become 100% invisible and terrorize two 
poor hostage-transporting guards by 
chasing them with a genuine, no-joke 
detachable rocket-powered flying fist. 
it’s all so much more satisfying than 
new game Pluses, where enemies 
scale and better loot never has a truly 
transformative effect.

not much fun for the guards, though. 
at some point, i’ll fly them back to my 
base with the fulton balloon-extraction 
device, and they can patrol safely with 
no more little ‘accidents’. except getting 
punched out and then mysteriously 
falling from the top of a tower into the 
sea, as i look on with a toothy grin. ■

//block guards with a vehicle and they 
call their boss. Knock them out and 
their support tank wakes them //

Released
Sept 2015

Dev
Kojima 
productions

Pub
Konami

Format xbox one

Score 10/10

Recap 
blockbusting 
stealth 
series 
becomes a 
staggering 
sandbox, with 
the Kojima 
dial turned 
down to 
‘tolerable’.

DetaiLSout and pop off their heads. on the next 
go around, they’re electrocuted, thrown  
out of their jeep, lifted back into their 
jeep (still unconscious), and taken on  
a long drive over the nearby sand dunes. 
we almost felt like a little family on a 
jaunty sunday roadtrip.

Dazed and bemused
true, all this sometimes exposes little 
holes in MGSV’s sumptuous sandbox. 
such as the way that tranquilized  
guards will wake up, and, a bit dazed  
(or perhaps just fed up), ditch the 
hostage and trot off down the road to  
a fort half a mile away. (i know they do 
this, because i followed about a meter 
behind them. In their own jeep.)

but Kojima’s team is often lurking in 
the details, ready with a neat response 
to all my silliness. block guards with a 
vehicle, and they sheepishly call their 

attempts to start  
a rousing sing-song 
did not go down well.

Mark Green is playing… 

 Metal gear Solid v: 
the Phantom Pain
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W
hat happened last 
night, Dad?” For the 
past few weeks, 
the morning walk to 
school with my two 
children has been 

time for storytelling. Very carefully edited 
storytelling, I’ll add, from my experiences 
playing The Witcher 3 – a game that, for 
me, is all about stories.

“Did you kill the griffin?” I sure did, 
and they’re proud of their old dad. “Did 
you find the brother who was lost in 
the battle?” Yep, case closed. “Where 
was he?” “Well,” I explain, “I found the 
brother, wounded, in a hut. And guess 
what? He was with an enemy soldier.” 

“What? Did the soldier hurt him?” 
“No,” I reply. “They’ve become friends.” 

idealistically wants to save the soldier. 
It’s a good lesson about making hard 
decisions, deciding what’s important.

Another day, there was the scary 
tale of the orphaned children living with 
an old lady in a swamp and the three 
horrifying witches. There’s the one about 
a rich man who thinks his new house is 
haunted. That one’s a favorite, but I skip 
the bit where a scantily clad psychic 
writhes suggestively on a bed. 

That’s the thing about The Witcher. 
Lots of it is rather off-limits to kids, such 
as most of the Bloody Baron storyline, 
with the domestic violence and that 
dead baby. But there’s still so much 
humanity when you delicately remove 
the beheadings and rutting, enough to 
spin new tales, tales that pose intriguing 
questions and offer new insights into a 
rich world that’s not so unlike our own. 
They ask what I did about the soldier – I 
saved him – and want to know what 
happened next. I don’t know yet. That’s 
a story for another day. ■

Alex Wiltshire is playing… 

 The Witcher 3: Wild Hunt
BECAUSE… “It’s great for telling stories to my kids”

 Loving A new story lies behind every hill and down every alley    HaTing Okay, it could run a little more smoothly  

Released
May 2015

Dev
CD Projekt RED

Pub
CD Projekt RED

Format Xbox One
Score 9/10
Recap 
You’re a 
mutant with 
magic hands, 
two swords 
and a way with 
the ladies, 
navigating a 
fantasy world 
torn apart 
by bloody 
conflict. 
More fun than 
it sounds.

DeTaiLSJack, who’s ten, is wide-eyed. This is 
inconceivable. We’d talked about the 
invasion the day before and he demands 
an explanation. Although injured himself, 
the soldier saved the peasant’s life and 
decided to desert the army. The peasant 
won’t leave his new friend, fearing he’ll 
either die of his wounds or be executed 
by his own side. But the peasant’s 
brother is afraid that his own people will 
hang them all if they help him. 

And so we’re faced with a quandary. 
Do we leave the soldier or help him? I ask 
my kids what they’d do. Kids’ stories are 
rarely morally ambiguous, and they’re 
totally absorbed by the decision. After 
a lot of deliberation, Jack’s pragmatic 
and wants the brother to leave so he, at 
least, will be safe. Hester, who’s seven, 

//One story is a favorite, but I skip 
the bit where a scantily clad psychic 
writhes suggestively on a bed//

“And then,  
kids, Daddy took 
his sword and 
made a lot of 
blood appear…”
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E
veryone has to have a nemesis; 
a foil that they just can’t foil. 
And mine is, er, the second 
hour of the first Gears of War. 

For that’s when you 
encounter a Berserker for the first time; 
a snarling, ten-foot wrecking ball of 
cartilage and spit that’s capable of 
knocking Marcus Fenix’s head clean off 
his shoulders with a single claw-swipe. 

They can be easily defeated with 
the Hammer of Dawn, but the satellite-
powered laser only works outdoors. And 
wouldn’t you know it? Marcus and his 
Fun Crew find themselves locked in with 
one inside a dank, church-like chamber. 

I’ve completed everything from Ikaruga 
to Viewtiful Joe. I beat Halo 1, 2 and 3 on 

S
occer players aren’t renowned 
for their searing intellect.  
So it sounds like a mark 
against PES’ much publicized 
authenticity to say that its 

players are smart. 
In fairness, the game’s biggest stars 

demonstrate intelligence in a different 
way: they know when to make and when 
to delay a run; how to read the velocity 

door first slammed shut on me, I 
finally vanquished the beast. It took 
meticulous studying of the level layout, 
the parameters of the roll move and 
the beast’s movements. But I finally got 
Marcus to shift his podgy ass in time. 

Redemption. The nemesis I couldn’t 
foil, foiled. The rest of Sera is my oyster. 
Now, what’s this about a driving bit? ■

midfielder drops into the gap left behind. 
It’s there when you’re in control, too: 
the best players hop over outstretched 
boots, and subtly shift their weight to 
put more oomph into a shot. 

If they can generally maintain their 
mental strength for the full 90 minutes, 
however, that’s not always the case 
when it comes to the physical side of the 
game. Stamina plays a more crucial role: 
you’ll find tired players are more easily 
bullied off the ball and less capable of 
keeping pace with nippy forwards. In 
other words, a well-timed substitution 
can make all the difference. 

PES 2016 is brilliant because it credits 
those on the pitch with a soccer brain, 
while demanding intelligence from the 
person controlling them, too. ■

Alex Dale is playing… 

 Gears of War

Chris Schilling is playing… 

 Pro Evolution Soccer 2016

BECAUSE… “It’s time to face my ultimate nemesis. Er, Act One”

BECAUSE… “It’s the smartest soccer game ever”

 LovinG Act One hasn’t aged a day    HatinG Act Two has grown old waiting for me  

 LovinG Injury-time winners resulting from a game-changing substitution    HatinG Jim Beglin  

Released
Nov 2006

Dev Epic Games
Pub Microsoft 
Studios

Format Xbox 360
Score 9/10

Released
Sep 2015

Dev Konami
Pub Konami
Format Xbox One
Score 9/10

DEtaiLS

DEtaiLS

Legendary. It left me with worse blisters 
than a fire-juggler, but I did it. But there 
was something about the Berserker 
setup that had me perplexed. The 
idea is to coax the blind Berserker into 
smashing through a door by standing 
in front of it, drawing its attention with 
gunfire, then bounding out of the way at 
the last second. Rinse and repeat until 
outside in the open. But Marcus’ leap 
is so stodgy that, for whatever reason, 
I just couldn’t do it. My patience thins 
with one-hit kill sections at the best of 
times, but this was ridiculous.

But, buoyed by the release of the 
Ultimate Edition, I tried again for the 
fourth time – and in September 2015 
– ten years to the day that chamber 

and trajectory of the ball; what kind of 
connection is required whether they’re 
preparing to head it clear, to volley 
goalward, or to cushion a high ball to 
bring it under control. When we say  
the game’s virtual players are as 
intelligent as the real thing, that’s not  
a criticism – it’s a compliment.

This, perhaps, is The PES Difference 
this year, the thing that really sets it 
apart from both last year’s game and 
its heavily moneyed rival. You’ll bomb 
down the wing and bring the ball in close 
as an opponent approaches, waiting 
for the moment to slip in the full-back 
you instinctively know is haring down 
the touchline on the overlap. When you 
intercept a through ball as center-back 
and stride forward, your defensive 
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F
or a brief moment, the 
Rainbow Six Siege closed beta 
lit up the start of October like 
a hastily thrown flashbang. 
With the afterimage of its 
three maps and two modes 

still burned into our retinas, we can 
reflect on the good, the bad and the ugly 
of Ubisoft’s one-track online SWAT sim.

First up: yes, it does feel a bit like 
a bonus mode from a ‘proper’ game. 
Presumably we’ve only had a sample of 
the full content that’s coming our way 
in December, but unless there are major 
surprises in store, then the finished 
game will be tightly focused on a small 
number of core versus and co-op modes.

Siege is going to live or die on the 
strength of its online community, so 
spreading players too thinly isn’t the 
way to go. For example, matchmaking 
in Terrorist Hunt initially took a very long 
time, until we realized that everyone was 
skipping the first two difficulty settings 
and going straight to ‘realistic’.

The maxed-out aggressive AI certainly 
put up a good fight in the early days, but 
soon enough we were getting matched 
with specialist players who’d clear out 
their sections of the level without even 
needing to communicate. Sometimes 
we’d painstakingly infiltrate the building 
only to find that our random squad of 
Jack Bauers had already annihilated 
everyone inside. The resulting ‘flawless 
victory’ award seemed a bit unmerited.

Teamwork is much more important in 
the versus mode. The odds are stacked 
so heavily in favour of the defenders, 
only a well-co-ordinated attacking 
squad can dig them out of their hole. 
(Unless you have a really inept team – 
there was no skill-based matchmaking.) 
Rounds pass quickly, and with two 
evenly matched teams, a victory for the 
offence is like a break of serve.

It’s a very different sort of online 
shooter, but it’s anyone’s guess as to 
how big a player base it will attract, and 
for how long. Will it be Counter-Strike or 
Evolve? If it’s the latter, then single-
player content wouldn’t go amiss. ■

//Sometimes we’d find our 
random squad of Jack Bauers 
had cleared the building//

Rainbow Six Siege
Breach and clear! Online beta evaluation is go!

Those headphones 
will doubtless 
be playing some 
top tunes as they 
breach and enter.

on the clock

Details   Dev Ubisoft Montreal / Pub Ubisoft / Reporter Martin Kitts

How do they expect to hide 
convincingly with that glow?

Spectator cam lets you snoop 
on matches without playing.

IF you Do one thIng In RaInbow SIx 
SIege thIS month, make It…  
Finding a group of friends who are 
going to want to play regularly.

How we spent our 
time in the game

15% Waiting for 
matchmaking  
to find some  
other players 
25% Running away 
from armored 
suicide bombers 
40% Blasting 
unnecessary holes 
in walls 
20% Hobbling 
slowly through 
entire rooms filled 
with barbed wire 
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S
ix months after the launch of online Heists, Rockstar has 
dropped another massive update on the connected GTA 
world in the form of 11 new Freemode events. These are 
triggered at random intervals – and once initiated, anyone 
in the current session can get stuck in. 

Some feature a specific item that you need to acquire, such as 
Hot Property’s briefcase of contraband, or a particular vehicle in 
moving Target. These quickly turn to chaos as large numbers of 
heavily armed players descend on the target location, although 
normally someone is aggressive/well-armored enough to break 
the stalemate before too long. Others tweak the mechanics to 
create new metagames – Hunt the Beast sees one player develop 

lycanthropic strength, 
speed and excessive 
hair as they attempt 
to visit a series of 
landmarks while 
evading pursuers.

Two new Adversary modes are also included, with Hunting 
Pack a highlight of the update. In scenes reminiscent of a certain 
Hollywood movie, one team needs to escort a large vehicle such 
as a fire truck or taco van rigged with speed-triggered explosives, 
while their rivals try to slow it down and secure victory with a bang.

last but by no means least, a large range of new challenges 
have been thrown into the mix, including stealing the most cars, 
getting the most melee kills on other players, and freefalling as far 
as possible without going splat at the end. Put all of this together, 
and you have plenty of new opportunities to make San Andreas a 
bustling hive of online activity once again. ■

a
fter mission 22, The Phantom Pain really begins. This is the 
moment you build your Forward Operating Base (FOB) and 
earn the right to start invading other people’s. For theirs, like 
yours, are generating materials, making them giant piggy 
banks ripe for the cracking. most are staffed with a security 

team, the members of which are just a balloon trip away from becoming 
members of your security team. Bored of picking on AI Soviets? Time to 
go after a human who’ll actually feel the loss. The result is a gaming 
community mischievously set at odds with one another. 

And not everyone likes it. Detractors see it as a permanent vulnerability, 
a backdoor to resources and manpower that they’d rather keep in the 
solo campaign. Preventing invaders from conscripting your men means 

either catching them in the 
act, having an online ally 
step in if you aren’t online at 
the time, or relying on your 
carefully picked AI defences to 
bring them down (ironically, 

placing more guards means more can be taken). That invasions can occur 
when you are not playing is a cause for restless nights, a point the impish 
Kojima will have taken great pleasure in devising.

But the negativity, to me, misses the point. For one, the act of 
defending is the rare chance to play the active aggressor, inviting you 
to explore the more lethal branches of mother Base’s tech tree. Out at 
sea there’s no one to judge you for playing with a grenade launcher. On 
the flipside of that, the invader gets the thrill of taking on familiar guard 
patterns, knowing that there’s a human joker in the pack. In fact, with even 
the slightest engagement the odds become stacked against the invader; 
it’s a much easier life for that rat if you don blinkers and ignore the FOB. ■

Dev rockstar North / Pub rockstar games /  
Reporter iain Wilson

Dev Kojima productions / Pub Konami  
Reporter Matthew Castle

grand theft 
auto online
Freemode events breathe new life into  
the San Andreas sandbox

metal gear Solid V: 
the Phantom Pain
Kojima invites you to indulge your  
(mother) basest desires

IF you Do one thIng In gta onlIne thIS month, make It… Trying 
to deliver a bomb-laden truck to safety in Hunting Pack mode.

IF you Do one thIng In mgSV thIS month, make It… Researching 
something really nasty for your security team to use on thieves.

one player goes 
full Teen Wolf 
in Hunt the 
beast mode.

ah, home sweet 
home. There’s 
nowhere quite 
like it.

//One player develops 
lycanthropic strength, 
speed and hair//

//Ironically, placing 
more guards means 
more can be taken//
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E
ven now, in 2015, the idea 
of augmenting our bodies 
sounds terrifying and futuristic 
– despite the fact we do it all 
the time. We drink coffee and 

energy drinks to stay awake longer. We 
wear glasses to improve our eyesight/
hide our secret identity as Superman. 
We wear clothes to hide our shame and 
rub butter into our shins to improve our 
ability to knee slide on parquet floors. 

But we’ve got nothing on 2027’s 
Adam Jensen, head of security for 
Sarif Industries. After a terrorist attack 
leaves Adam near-fatally wounded, his 
boss has the company augment him – 
new bionic limbs, eyes with advanced 
hacking powers and sunglasses that 
are literally built into his face. Hmm, 
that last one doesn’t sound like an 
essential medical bill to us, Adam.  
We’ll be discussing company expenses 
at your next appraisal.

As augmentations start becoming 
available to the super-rich for the 
first time, Adam tours the world on a 

mission to track down the terrorists 
who made him into a badass robocop/
ruined his life, and uncover a global 
conspiracy. That’s the setup for Human 
Revolution – a prequel to Deus Ex, one 
of the most acclaimed PC games ever. 
It updated the best ideas, including 
alternative routes through levels and 
the option to play it as a shooter or a 
stealth game (a few rubbish bosses 
notwithstanding, you can complete 
it without killing anyone), then added 
some brilliant new abilities through 
Jensen’s upgradable augmentations.

You can upgrade his eyes so he can 
see through walls, then upgrade his 
arms so he can punch people through 
them. You can run faster, fall from 
greater heights and hack any computer 
in no time. He can even generate 
a controlled explosion, essentially 
turning himself into a living grenade. 
Great fun, although he never unlocks 
the augmentation to wear sunglasses 
at night without looking like a fool. 

A blast to play, Human Revolution 
is also a tightly plotted adventure, 
one that isn’t afraid to engage with 
big ideas about corporations’ impact 
on society and what it means to be 
human. It is soured a bit by Adam’s 
lousy perma-grump attitude, mind. 

Clearly his voice actor went to the 
Christian-Bale-as-Batman school of 
vocal growling. Would it kill Adam to 
smile? Perhaps he should install a 
ticklishness augmentation.

Interesting as the story is, what 
makes Human Revolution stand out 
for me is the use of flavour text to 
flesh out the world and its characters. 
The cities and offices you explore 
aren’t huge, but they’re full of secrets 
if you’re good with a hack. A great 
moment early on has you break into 
the office of Sarif employee Frank 
Pritchard. He’s a hacker who hates 
Jensen, and is about to get a taste 
of his own medicine. Break into his 
email server and you’ll find a rejection 
letter from a TV studio for his script, an 
awful-sounding vanity project about a 
hacker who fights crime. There’s also 
a poster in his office for Final Fantasy 
XXVII – which is funny, because 2027 is 
when that remake of Final Fantasy VII 
will probably be finished.

The game is full of details such as 
this. Knocking out a guard and finding 
a security code on him is something 
we’ve done in countless games. But 
in Human Revolution, you’ll also find 
a note chastising him for constantly 
forgetting his code and having to 

//He never unlocks the aug 
to wear sunglasses at night 
without looking like a fool//

DEtails   
Dev Eidos Montreal
Pub Square Enix 
Released 
Aug 2011 
scored 10/10

Deus Ex: Human Revolution
There’s few better ways to indulge your inner snoop, argues Tom Stone

Look how calm he is. 
In 2027, people know 
how to take a fatal 
stabbing like a man.
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tHis montH… 

Every month, oxM dips into 
its Games Cupboard of doom 
and plucks out a random 
game from xbox history. Will 
it be a classic or a howler? 
let the balls decide...

ninJa BlaDE

s
et in the dystopian future 
year of 2015, Ninja Blade 
sees Japan infected by 
worms that give people 
super strength. oh, plus 

horrible mutations and the tendency 
to eat people. Upset, the prime 
minister hires an elite group of 
ninjas to save us 
all. Shakespeare, 
eat your heart 
out. Still, it’s a 
fun setup for a 
solid, if over-
simplified, Ninja Gaiden clone. Half of 
Ninja Blade is a perfectly serviceable 
maggot-monster slashing romp. 
It’s the other half, made entirely of 
button jabbing quick-time events, 
that makes us want to feed this to 
the worms.

QTEs are often used as lazy 
shortcuts, a trick for developers 
who want to show amazing action 
but can’t be bothered with getting 

it to work in the game itself. So we 
shuddered on seeing ‘features QTEs!’ 
advertised on Ninja Blade’s box. A 
threat the game happily acts on, 
constantly snatching away control 
for ‘press A’, ‘press Y’, ‘press eyes 
to wake up’ tedium. Meanwhile, the 
ninja flips through the air, crushes 

a giant spider 
with a wrecking 
ball and surfs 
a heat-seeking 
missile up a 
skyscraper, all 

with minimum of input from you. 
There’s almost no connection with 

what you’re doing and the on-screen 
action. The controls might as well 
be ‘press A to be amazing’. Miss one 
and you get an instant retry. “oh, you 
didn’t watch that bit of the cutscene 
properly. Hit rewind and try again.” 
Proof an irritating gimmick is enough 
to make an okay game into a disc 
destined to be worm chow.

//You didn’t watch that 
bit of the cutscene 
properly. Hit rewind//

GAME ROULE
TTE

have it written down for him. or the 
employee sending complaints to 
security about someone downloading 
animal pornography onto his computer. 
Visit the security offices and you’ll 
find they’re the ones putting it on his 
computer, just to mess with him.

I originally tried playing Human 
Revolution on a non-Hd TV, making the 
text an unreadable blur. But playing 
this without the readable ebooks/
emails/files would be like playing Halo 
without the guns. Audio logs might 
have become the preferred storytelling 
tool in recent years, but for me they’ve 
never captured the voyeuristic thrill 
of breaking into someone’s apartment 
and going through their computer. So 
I’ll be playing Mankind Divided next 
year in pin-sharp Hd, and have already 
augmented myself some reading 
glasses, just to be safe. I’m sure 
Adam’s mission will be very important 
and his enemies must be stopped. 
Sadly, I’ll probably be too busy trying to 
guess their Gmail passwords. ■

Love playing laser tag with friends, but wish 
there was more gore involved? Stop reading  
our magazine, sicko.

influEncED By… 
DEUS EX 

A classic, with an even 
growlier protagonist. 

influEncE on…
 BLACK OPS III  

Augmented soldiers in a 
dystopian future, eh?

WHat HaPPEnED nExt
Mankind Divided will hopefully prove 
a hacker’s dream. Find out more in 
our hands-on on page 26.
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Yours for $20
Discount games 
worth getting

battlefield 4 
If the cops-and-robber shenanigans of 
Hardline have you longing for a simpler 
time of pure war, this has you flanked. 
Score 9/10 buy it $13.90 amazon.com

Metal GeaR SOlid V: tHe PHaNtOM PaiN
PubliSHeR: KONaMi
We thought war was supposed to be hell? Instead, we get  
a 50-hour, open-world, set-piece-stuffed adventure where  
no two playthroughs are ever the same. Hideo Kojima’s series 
swansong is one of the finest stealth games ever made.

1

alieN: iSOlatiON
PubliSHeR: SeGa
Pop a Valium and buy some brown 
trousers, because this tense 
masterpiece will trick you into 
thinking you’re safe. You’re not.

4

faR CRy 4
PubliSHeR: ubiSOft
It’s like a zoo, but with explosives 
and guns and dictators and 
gyrocopters and homicidal tapirs. 
Top-notch open-world shooting.

11

tHe biNdiNG Of iSaaC: RebiRtH
PubliSHeR: NiCaliS
The dungeon crawler, finally 
exposed for the nightmare it always 
was. A mastery of the genre that’s 
relentlessly addictive.

13

PRO eVOlutiON SOCCeR 2016
PubliSHeR: KONaMi
Presentation can be lacking, but 20 
years of tweaks and improvements 
have given us the best pure soccer 
game we’ve ever played.

10

dRaGON aGe: iNquiSitiON
PubliSHeR: ea
Enormous, handsome and in love 
with the subtleties of world design, 
storytelling and combat. One of the 
best RPGs on Xbox One so far.

8

batMaN: aRKHaM KNiGHt
PubliSHeR: WaRNeR bROS. 
Rocksteady finishes its Arkham 
trilogy on a high. Take the Batmobile 
for a spin and you’ll wonder how you 
ever explored Gotham without it.

7

fORza HORizON 2
PubliSHeR: MiCROSOft StudiOS 
Arcadified Forza fun for those that 
can’t tell their exhaust from their 
elbow. Tearing up the Mediterranean 
brings a tear to our eye.

9

ORi & tHe bliNd fOReSt
PubliSHeR: MiCROSOft StudiOS
Imagine a lavish, beautiful 
storybook world… that slams  
shut on your stupid, bleeding 
fingers for seven brutal hours.

12

KaliMba
PubliSHeR: MiCROSOft StudiOS
Steer two totem-pole stumps 
through a dastardly platforming 
gauntlet in the puzzler that’ll tie 
your fingers up like Flumps.

3

GRaNd tHeft autO V
PubliSHeR: ROCKStaR
What was already an excellent, 
brutal and beautiful open-world 
game is made even more so on Xbox 
One. Now: first-person beatings!

2

HalO: tHe MaSteR  
CHief COlleCtiON
PubliSHeR: MiCROSOft StudiOS
Buffed-up, revarnished and back  
in the shop window, leaving us to 
wonder if it always looked so lovely.

5

tHe WitCHeR 3: Wild HuNt
PubliSHeR: NaMCO baNdai
One of the most immersive RPGs 
ever, with side quests deeper than 
most main campaigns. Beautiful, 
rewarding and essential.

6

   XboX one essentials
 Our shortlist of the finest games  currently available
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the best in show from the xbox 
360’s ten-year catalogue

baD but GooD
we shoulDn’t 
like it, but we 

really Do

RySe:  
SON Of ROMe

Shallow, 
repetitive, overly 

linear and, for only 
$18, a gore-

soaked guilty 
treat. Ripping out 
throats in Rome 

wasn’t our 
proudest gaming 

moment, but  
we’d be lying if we 

said it wasn’t 
damn enjoyable.
$17.93 amazon.com

   XboX 360 benchmarks

Call Of duty 4 
PubliSHeR: aCtiViSiON
The game that strapped a rocket 
to the series and made it a 
cultural icon is also still the 
best, with a unique intensity.

best shooter

Red dead RedeMPtiON
PubliSHeR: ROCKStaR  
This emotional tale of the Wild 
West’s dying days takes place in 
a landscape so authentic, you 
can taste the tumbleweed. 

best open-worlD

batMaN: aRKHaM aSyluM
PubliSHeR: WaRNeR bROS
Tighter and more focused than 
City, this trawl through a prison 
made us feel so Batman-y our 
voices dropped an octave.

best action

daRK SOulS
PubliSHeR: baNdai NaMCO  
Punishing but rewarding open-
world affair, where the limits of 
your exploration are defined by 
skill rather than by numbers.

best rpg

PORtal 2 
PubliSHeR: ValVe
Takes the original’s central 
conceit of portal-spewing  
guns and expands it in brilliant, 
mind-melting ways.

best puzzler

ultRa StReet fiGHteR iV
PubliSHeR: CaPCOM
Street Fighter II’s poise and 
balance, refreshed and remixed 
with the technology of today. 
Also: mad alternative costumes. 

best fighter

SPeluNKy
PubliSHeR: MOSSMOutH 
Randomized levels aren’t 
usually classics. But Spelunky’s 
tightly-governed stages put 
custom designs to shame.

best platformer

fORza MOtORSPORt 4
PubliSHeR: MiCROSOft StudiOS
With more cars and tracks and 
less emphasis on draining your 
wallet, Forza 4 is still the serious 
racing sim pace-setter. 

best racer

aSSaSSiN’S CReed iV:  
blaCK flaG
PubliSHeR: ubiSOft
Forget those landlubbers: this 
pirate-’em-up proves the parkour’s 
better down where it’s wetter.

14

MiNeCRaft
PubliSHeR: MiCROSOft StudiOS
want to go hiking? explore the 
depths of hell? recreate the white 
house? go ahead – all possibilities 
are open to you.

16

deStiNy
PubliSHeR: aCtiViSiON
An insanely addictive MMO 
spaceshooter that’s got some  
of the nicest skies you’ll see this 
side of your front door.

17

SHOVel KNiGHt
PubliSHeR: yaCHt Club GaMeS
Brutal platformer that’s as fun as  
it is punishing (read: very). Packed 
with ideas and lets you smack 
people with a shovel. Sublime.

18

RaRe RePlay
PubliSHeR: RaRe
30 classic games for a measly $30? 
Short of stealing, that’s the best 
deal you’ll find on Xbox One. Legal 
disclaimer: don’t start stealing. 

19

ReSideNt eVil ReVelatiONS 2
PubliSHeR: CaPCOM
Two’s company in this episodic 
survival horror, which pairs weakling 
with bruiser. We came out with a 
whole new respect for flashlights.

20

GeaRS Of WaR:  
ultiMate editiON
PubliSHeR: MiCROSOft StudiOS
The gold standard for remakes. If 
this is the quality The Coalition is 
capable of, Gears 4 is in safe hands.

15

Why you should buy…

tom stone  
@thetomstrange

RaRe RePlay 
There’ll never be a game that someone out 
there won’t hate, but I challenge anyone to 
boot up Rare Replay and not find a winner. 
I’d rather drink a bucket of sewage than 
endure more Knight Lore, but I’ve found 

myself surprisingly enthralled by Battletoads Arcade. 
Invest in this, and you’ve got 30 chances of finding a lost 
classic that’s perfect for you. Those are winning odds.
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Isn’t progress amazing? Just as microchips get smaller and smaller, so too do EA’s FIFA games 
get more and more realistic with every passing year. It’s hard to imagine now, but until FIFA 08, 
matches had to be played without a ball! FIFA 16 sees EA top itself once again, and here’s how…

the final countdown

next issue of oxm onsale dec 8. subscribe and save money: see page 54 for details

02 FIFA Executive 
Adventure

A luxurious RPG mode set in 
soccer’s Middle East heartland. 
Uncover the identity of the next 
World Cup host while tracking 
down missing diamonds, shiny 
Rolexes and brown paper bags 
stuffed full of cash.

03 Sugar Daddy award
Randomly bestowed on a 

middle-ranking, mediocre club, 
whereupon a galaxy of superstar 
players suddenly realize they’ve 
always dreamed of playing for you.

04 Create-a-dive
Express yourself through 

the medium of simulation. Glide 
above the turf in post-dive bullet 
time. Earn combo multipliers to 

16 ways FIFa 16 Is truly 
realIstIc soccer

extend your flight duration and 
press Y to brandish an imaginary 
yellow card upon touchdown.

05 Far East betting 
syndicates

Selected matches streamed live to 
Hong Kong betting parlors. Will 
you follow Jimmy Three Fingers’ 
advice and get yourself a first-half 
red card? Will your knees still 
bend the usual way tomorrow?

06 AdSeizure™ FX
New for 2016! Animated 

pitchside advertising is now 
200% brighter and more 
distracting by far.

07 Enforced break for 
internationals

The game actually locks you out 
during international weeks and 
forces you to watch the United 
States reserves labor through a 
goalless friendly in Belize.

08 Management dilemmas
Do you reprimand your  

star player after he has an affair 
with the babysitter? Or do you 
award him a new contract and 
the club captaincy?

09 The status quo
When playing as a big club 

against a little one, the longer you 

13 CrowdFist™ 
technology
Visiting 

supporters celebrate 
victory at a bitter rival’s 
ground by demolishing 
parts of the away end. 
The effects last for the 
remainder of the season.

01 Be the Ref
Play as the most 
hated man on 

the pitch. Make snap 
decisions based on a single 
viewing, while the other 
players watch replays 
from 20 different angles 
and flood your inbox with 
abusive messages.

dull-witted observations 
repeated over and over in a 
dreary monotone. It’s exactly like 
watching ESPN.

14 Shirt lettering
Add your own name to 

the back of your player’s shirt! 
Customise your MLS
 experience for just a small  
charge per letter.

15 New ‘peccadillo’ stats
Your veteran number 

10 rates 85 for passing, 79 for 
heading, and ‘highly  
susceptible’ for alcoholism, 
gambling and inappropriate 
feelings towards mascots.

16 The hardy few
Unless the match involves 

one of the half-dozen teams  
that can actually sell out a 
stadium, there will be authentic 
swathes of empty seats visible in 
the background.

go without scoring, the higher 
your chance of being awarded 
a penalty and/or having an 
opponent sent off.

11 SnotCam® HD
Squeeze the left trigger 

to hawk up a gobful of phlegm, 
and hold until the camera shows 
your player in close-up. Tap A 
to deposit a ‘footballer’s omelet’ 
onto the pitch.

12 Authentic commentary
A limited selection of 

10 GelTech2.0 hair engine
Models the interplay between sweat and gel, 
causing quiffs to degenerate stylishly over 45 

minutes. Half-time wash and blow-dry (DLC available 
separately) keeps players looking their best.
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Fantasy Violence

WHERE PLAYERS CREATE AND CREATORS PLAY

JOIN THE FREE BETA

CREATE interactive levels,
games andworlds.

PLAY and remix a constantly
expanding universe of games.

INSPIRE andbe inspired
byProject Spark’s unique
gaming community.

PROJECTSPARK.COM
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