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Old classics and new IP meet 
head on this issue as we 
investigate the fantastic range 
of games coming to Xbox One 
in the coming couple of years.  
As we began to realise just 
how broad and rich the lineup 

for Xbox One had become, we couldn't resist 
bringing every game we could to you this issue.

Leading the pack is the franchise that has 
a special place in the hearts of most Xbox 
gamers: Halo. With a new piece of concept 
art released and further confirmation that we 
can expect a 2014 launch for the Chief’s next 
mission, the time was right to dig a little deeper. 
We’ve delved into the lore and clues of the 
last few games as well as speaking to experts 
to find out what comes next for Halo. We 
also asked you to give us your thoughts and 
suggestions of ways 343 Studios can improve 
on Halo 4.

But that’s just one of 70 amazing games you 
can read about in this issue that includes the 
likes of Destiny, Titanfall, The Division, Dragon 
Age: Inquisition, The Witcher 3 and many more. 
From shooters to brawlers and action-packed 
sneakers, there isn’t a genre missing on Xbox 
One in the coming months.

We were also delighted at the response 
we got to our most recent debate online this 
issue, ‘Are we ready for MMOs on Xbox One?’ 
There was a lot of passionate discussion about 
subscriptions, DLC and value for money. We’d 
love for more of you to have your say on the 
big topics by getting in touch via any of the 
links above. And let us know what you think of 
the issue too. I hope you enjoy it.

WWW.IMAGINESHOP.CO.UK
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Jonathan Gordon
EDITOR
jonathan.gordon@imagine-publishing.co.uk
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W
hen we say Halo, what comes to mind? Perhaps it’s 
big, bodacious battles, considered science-fiction 
storytelling or maybe you think of it as just a time 
sink to keep your twitchy trigger fingers occupied. 

Halo is all of those and more, but 343 Industries took the franchise in a 
new direction. It quietly made Halo 4 a character study of everybody’s 
favourite green Spartan and made us question what it is to be human, 
even in the middle of an intergalactic war. It's because of this that the 
next stage of Halo's story is in need of investigation. We used to know 
who the we had to fight, but now the enemy isn't so clear to us.

the team lends itself to a great 
deal of exploration and poking 
around. After all, you have an 
entire galaxy with millions of years 
of history. Hard to go wrong when 
you’re playing with scale like that. 
It’s a raw sense of wonder, and I 
think that is part of what science 
fiction’s raw appeal is.”

“Our duty as soldiers is to 
protect humanity, whatever the 
cost,” Chief asserted as the screen 
faded to black in 343 Industries’ 
debut effort. “You say that like 
soldiers and humanity are two 
different things,” countered 
Commander Lasky, “but soldiers 
aren’t machines, they’re just 
people.” We may be bringing 
about our own rampancy trying 
to work out where Halo is headed 
next, but perhaps 343 placed the 
answer right there in front of us 
the entire time. 

2014 is the year everything 
comes together for Microsoft. 
Halo for Xbox One is coming, 

Master Chief Petty Officer John-
117 has spent thirty years neck-
deep in conflict at the behest 
of the UNSC; he is, after all, a 
carefully moulded super soldier. 
Hand-picked for the SPARTAN-
II Program at the age of six – or 
perhaps the culmination of a 
thousand lifetimes of planning, as 
Halo 4 suggests – whatever his 
origin, the Chief remains one the 
most dangerous men in the known 
universe. We can count on that.

Perhaps we are too quick to 
forget that he is exactly that 
though, a man. Underneath that 
hefty MJOLNIR armour is just a 
battle-weary guy who, for the 
first time, has found himself alone 
in the world. Doctor Halsey has 
defected and Cortana is dead. 
Where does he go from here? 
Where can he go? There’s a war 
to be fought on three fronts, a 
universe to secure, and an Earth 
in-need of some serious TLC; 
perhaps now isn’t the best time 
for John-117 to go rogue. But his 
world has been shattered, and 
he likely needs something new to 
make the fight seem worthwhile.

The scope for exploration 
within this world may be too 
much to resist according to New 
York Times bestselling author of 
Halo: The Cole Protocol, Tobias 
Buckell. “The amount of world 
building that has been done by 
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Precursors 
populate the 
galaxy with 
sentient life.

THE DAWN 
OF TIME

The 
Precursors 
create 
humanity.

HUMANITY 
IS BORN

The Flood, a hive-
minded parasitic 
species designed to 
test the capabilities of 
the Forerunners and 
humans, is formed. 

THE FLOOD ARE CREATED

Mantle of responsibility is 
passed to humanity by the 
Precursors – essentially 
entrusting the universe to 
their hands. This enrages 
the Forerunners. 

THE MANTLE

Forerunners are deemed unworthy 
to rule the universe by the 
Precursors. The Forerunners aren’t 
very happy with the decision and 
go to war with their creators, 
(somehow) destroying them. 

FORERUNNER-PRECURSOR WAR

150,000 BC 110,000 BC

Forerunners colonise 
much of the Milky 
Way. Now they are 
a peaceful race 
dedicated to elevating 
underdeveloped races. 

NEW BEGINNINGS

Humanity and the 
Prophets make first 
contact with the 
Flood and go to war 
in a fight for survival. 

FLOOD FIRST 
CONTACT

Humanity begins 
to expand into the 
galaxy with Precursor 
technology. 

HUMANITY 
EXPANDS

Forerunners are created 
by the Precursors on 
the planet of Ghibalb. 
Born to succeed the 
Precursors as stewards 
of the galaxy.

FORERUNNERS ARE CREATED

1,000,000,000 - 150,000 BC

U N I V E R S E 
T I M E L I N E

WHAT'S NEXT FOR HALO?

but 343 is keeping 
(understandably) tight lipped. A 
short teaser showing Chief striding 
purposefully through the desert 
in a raggedy-ass cloak, with an AI 
data chip clutched tightly in his 
right hand and cracks across his 
visor, may have set the community 
ablaze but it’s best to think of it 
as a playful red herring. It’s an 
opportunity for Microsoft to brag 
about its biggest property on the 
global stage, and state its intention 
of hitting the 1080p at 60fps next-
gen benchmark that so many of 
the Xbox One launch titles failed 
to reach. 

So, what’s next for Halo? That’s 
the question on everyone’s mind. 
Curiously, Cortana turned out 
to be Master Chief’s emotional 
anchor and so, in many ways, the 
last remnant of his humanity died 
along with companion on the 
Didact’s ship. With her seemingly 
KIA it’s easy to see 343 let the 
Spartan make his own decisions 
for the first time in the franchise’s 
history. But where would he 
go? Our money puts Chief on a 
collision course to find Halsey at 
the heart of the Covenant Empire, 
but then again, we aren’t the 
richest folks in the world. 

There are plenty of you that 
weren’t overly satisfied fighting 
the Forerunners and Prometheans, 
so we wouldn’t be surprised to 
see Chief going all-out against 
Jul’Mdama, the Supreme 
Commander of the Covenant, for 
a chance to speak with Halsey. If 
anyone can find a way to revive 
Cortana, after all, it’s going to be 
the AI’s creator. Then there’s the 
little matter of the Arbiter. Last we 
saw, the UNSC Infinity and a team 
of Spartans were accompanying 

the Arbiter and offering protection 
as peace negotiations broke down 
between his Covenant splinter 
group and the Brute chieftains. It 
looks to us like everyone is running 
in separate directions, but is on 
route to the same destination. 

According to Buckell, there’s 
also a lot of as of yet unexplored 
back story that could be mined 
for detail. “As a fan I was curious 
to reveal a bit more about the 
nature of the Insurrectionists, 
which is why I wrote Halo: The 
Cole Protocol,” he told us. “The 
other area that intrigues me is 
the Elite/Sangheili civil war that is 
implied throughout the games as 
the Covenant falls apart. I wonder 
what that power struggle looked 
like up real close (though we see 
some hints of it, particularly in the 
second Halo game).”

Perhaps we are looking too 
closely at the lore, when in reality 
we know exactly where Halo 
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THE KEY PLAYERS

The creators of everything. 
The Precursors were 
supposed to create a 

successor to the universe. 
Instead they ushered in an 

age of death and destruction.

The alliance between Elites 
and Prophets, they seek 

control over the universe and 
view the Forerunners as gods. 

They became divided after 
the events of Halo 2.

The leader of the Forerunner 
military, the original Didact 

led his people to victory 
against humanity. He can 

float his consciousness to new 
bodies when he dies.

The Librarian is responsible 
for cataloguing and indexing 

all sentient life in the universe. 
She prompted the devolved 
human species back towards 

civilisation.

A legendary soldier and 
one of the most celebrated 
defenders of humanity. If 
there’s a fight that needs 
finishing, Chief is the guy 

to call.

Created by the Precursors, 
they believed their legacy 

was to oversee the universe’s 
evolution. They created the 
infamous Halo rings to halt 

the Flood.

The Prometheans are the 
warriors of the Forerunner 
army. The fallen see their 

consciousness merged with 
AI by the Didact to continue 

the fight.

THE PRECURSORS

THE COVENANT THE DIDACT THE LIBRARIAN MASTER CHIEF

THE FORERUNNERS THE PROMETHEANS
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MOST POPULAR HALO 3 WEAPONS

Sniper Rifle 6.2 billion

Shotgun 4 billion

Assault Rifle 10.4 billion

Melee 13.4 billion

Battle Rifle 15.4 billion

Halo: CE 3,000
Halo 2 14,000

LINES OF DIALOGUE

Halo 3 39,000

HALO 2 KILLS
= 1 BILLION KILLS

37 BILLION 
KILLS

109,000 BC

Humanity is successful in driving back the 
flood, though it leaves them scattered 
and defenceless. What’s worse is that the 
humans also ventured into Forerunner 
territory – which the misguided 
Forerunners took as an invitation for war. 

HUMAN-FLOOD WAR

Forerunner general, The 
Didact, strikes out at humanity 
and claims victory. Humanity 
is devolved, stripped of its 
technology and history before 
being sectioned on Earth. 

HUMAN-FORERUNNER WAR
The Forerunners 
learn of the Flood 
and begin to 
construct Halo Array 
(rings) in a desperate 
attempt for survival. 

PLAN B

The Librarian 
begins archiving 
species and 
placing samples 
of each on the 
Ark. 

THE LIBRARIAN

The Didact 
opposes Halo 
construction, 
is imprisoned 
on Earth. 

IMPRISONMENT

Construction of 12 
Halo rings begins, as 
well as Shield Worlds 
to protect organic 
life in a worst case 
scenario situation.

HALO EXPANSION

109,000 – 101,300 BC 101,300 BC

Forerunner first 
contact with the 
Flood on planet 
G617 g1. War 
begins. 

FLOOD-
FORERUNNER WAR

Mendicant Bias 
AI created to 
combat the flood. 
Placed on Halo 
installation 07. 

MENDICANT 
BIAS

Halo 07 is test-
fired, freeing a last 
surviving Precursor 
that was sealed 
away by humanity 
before the first war.

HALO 07

That poor Precursor 
is captured and 
interrogated on Halo 
07 by Mendicant Bias. 
This lasts for 43 years.

SHORT-LIVED 
FREEDOM

100,043 BC

A Halo ring 
is 6,214 miles in diameter 
and 198 miles wide.

HALO ARRAY

Halo 2 5.4 billion
Halo 3/ODST 11.5 billion

ONLINE GAMES PLAYED

Halo: Reach 3.9 billion

games since 09-09-0420,880,250,123

Halo 3 0.82 million
Reach 2.7 million

BETA POPULARITY 

WHAT'S NEXT FOR HALO?

HALO REACH
DMR 6 billion

Melee 3.6 billion
Sniper Rifle 1.7 billion
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The Didact is freed 
by the Forerunner 
Bornstellar after 
1,000 years of 
imprisonment on 
Earth.

Species archived on 
the Ark, and various 
Shield Worlds, are 
returned to their 
home planets by the 
surviving Forerunners.

Mendicant Bias betrays 
the Forerunners and 
seizes control of five 
Halo rings, which are 
promptly destroyed by 
the new Didact.

As the end 
approaches, The 
Librarian places a 
Forerunner artifact 
in Africa, bridging 
Earth and the Ark.

THE DIDACT IS FREED NEW BEGINNINGSA BETRAYAL SEEDS PLANTED

100,000 BC HALO: CRYPTUM HALO: PRIMORDIUM 100,000 BC 30,000 BC

The Didact dies in battle, 
and quickly transfers his 
memories to Bornstellar, 
who becomes the new 
Didact.

343 Guilty 
Spark is 
created.

Homo sapiens 
rise and become 
the dominant 
human species 
on Earth.

THE DIDACT IS DEAD, 
LONG LIVE THE DIDACT

343 GUILTY 
SPARK

HUMANITY 
RETURNSWith no options 

left, The Didact 
fires the Halo rings 
to stop the Flood 
from wiping out all 
sentient life.

THE END

is heading – technically at 
least. Halo’s prominence means 
we can expect nothing less than 
the 1080p at 60fps benchmark. 
Of course it will take advantage 
of the Azure Cloud technology 
– think Halo’s AI has been good 
before? Imagine hundreds of 
Elites, Prometheans and UNSC 
forces battling it out while we 
get to weave between the chaos 
in a Warthog. Are we setting 
our expectations too high? Of 
course we bloody aren’t, this is 
Halo we are talking about. It’s 
easy to overlook the franchise’s 
importance, especially with all the 
fuss over emerging new IPs from 
Bungie’s Destiny and Respawn’s 
Titanfall, but when it comes down 
to it, there’s no other franchise 
and no other protagonist that 
enjoys such a strong association 
with quality or has had such a 
massive impact on the world of 
science fiction.

“It’s a billion-dollar franchise that 
has created not just the games 
that introduce players to some 
very cool science fiction concepts 
and has probably worked as a 
great gateway drug, but it has 

created a number of novels 
written by some great SF writers,” 
Buckell enthused. “And they’re 
getting into a TV series on Xbox, I 
hear, which I’m looking forward to 
seeing. It’s hard to miss the impact 
it’s had. I’m very appreciative to 
have played a small role in it. My 
new Xbox One is all ready for the 
new releases!”

Halo on Xbox One is coming 
in 2014, and we are really looking 
forward to seeing how Chief 
might factor into Microsoft’s 
broader entertainment priorities. 
The publisher has already 
experimented in bringing Halo to 
a wider audience with its Emmy-
nominated webseries Forward 
Unto Dawn, but now Microsoft 
owns TV studios in London and 
Los Angeles and even has Steven 
Spielberg’s legacy attached to 
its next live-action Halo venture. 
Then there are the books, the 
comics and the spin-off games… 
what’s next for Halo? Master 
Chief is unleashing a devastating 
assault on the world of 
entertainment, and we're itching 
to see not just the next game, but 
the next generation of games. 
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YOUR HALO WISHLIST

The Prophet-
Elite war ends, 
and the factions 
form an alliance 
named The 
Covenant.

Humanity 
forms the 
United 
Nations Space 
Command 
(UNSC).

Where would the galaxy 
be without this event? 
John-117 AKA Master 
Chief himself is born. 
He’s going to have a 
pretty shitty childhood.

The Spartans are 
equipped with 
Mjolnir Mk IV 
armour and engage 
the Covenant 
above Chi Ceti IV.

It turns out the 
Forerunners weren’t 
as successful as they 
thought they were. 
Humanity makes contact 
with The Flood. 

THE COVENANT UNSC A LEGEND IS BORN MJOLNIR EMERGES HALO WARS

938 BC 2517852 BC 2174 2511 25252080 2490 2351 2552

The Prophets and 
Elites go to war 
elsewhere in the 
galaxy, unaware of 
humanity’s evolution.

75 children are entered 
into the UNSC’s 
SPARTAN-II super 
soldier program. John 
is among the first to be 
selected. 

THE PROPHET-
ELITE WAR

SPARTAN-II PROGRAM
Humanity’s 
first off-world 
colony is settled 
on Mars.

Humanity expands 
across eight 
hundred worlds, 
including the 
planets of Reach 
and Harvest.

UNSC Spirit of Fire 
engages Covenant 
troops of the 
partially-glassed 
planets Harvest and 
colony world Arcadia.

The Covenant are 
unable to locate 
Earth, so attack 
humanity’s 
second home –
Reach – instead.

TO THE STARS EXPANSION HALO WARS HALO REACH

Someone who helps Master Chief has a 
more high tech suit, then betrays him. 
Yup. But then, somehow, another plot 
twist: hovering ships, the baddy’s own 
people turn against him, seeing how bad 
he became. @panicatthelena

X-ONE: While John-117 is no stranger to 
facing seemingly insurmountable odds, 
it’s rare that he has to take on an enemy 
who is genuinely stronger or superior in 
some way. The Arbiter was pretty tough 
and the Brutes were no pushover at times, 
but really, the Chief had them covered. 
Halo loves a betrayal twist too.

Get rid of Active Camo. Invisible 
squatters camping in the back of the 
maps w/DMR/sniper is why many quit 
#Halo4 thanks @JawJitsu

X-ONE: Invisibility is cheating, right? We 
agree entirely with that. Plus camping 
feels completely against the spirit of Halo 
multiplayer. It should be about running 
and jumping around, grav-lifts, man 
cannons, vehicles and sticky grenades. 
Standing still just isn’t what makes this 
game great.

*spoiler alert* I know most people are 
wanting better multiplayer, as do I, but I 
mainly just want Cortana back... 
- @I_Am_Branson

X-ONE: We have a feeling that getting 
Cortana back could well be the focus of 
Master Chief’s mission in the next Halo. 
She’s been an important part of his life 
for a long time and could yet play a 
part in the battles to come against the 
Prometheans, Covenant Remnant and 
Forerunners.

They tried to make it like a movie, with 
these long elaborate cutscenes with new 
ideas that didn’t need to be introduced. 
- @enrico_cusimano

X-ONE: Simplicity can sometimes be key. 
Story scenes played out in gameplay from 
Master Chief’s perspective work for us. 
We’ve got books and comics to build out 
the rest of the narrative, so we’re keen to 
see a focused, all-action adventure.

Make the multiplayer more like Halo 2/3
- @Cole_B77

X-ONE: You’re not alone in wanting that, 
as this is a common theme from players 
we’ve spoken to. The consensus seems 
to be that 343 got a little too caught up 
in making Halo multiplayer more like the 
most successful shooters right now, rather 
than doubling down on what has always 
made Halo popular in the past.

W H A T  Y O U  W A N T  T O  S E E  F R O M  H A L O  O N  X B O X  O N E

Flag running, descoping when shot, no 
flinching, no sprint, no bullshit. 
- @IanBealio

X-ONE: A little too much of everything 
in Halo 4, right? Too many ingredients 
so that all the big flavours ended up 
competing against one another. Less can 
be more is the key, and these elements 
are really tasty morsels. We’re getting 
hungry just thinking about it.

20,000 pounds of pizza 
consumed in three years 
making Halo 3, plus 
24,000 gallons of soda 
and a half ton of bananas

WHAT'S NEXT FOR HALO?
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WHAT 
IS YOUR 
FAVOURITE 
HALO GAME?

HALO 3 
28.86%

HALO 3:
ODST 
4.03% HALO: 

COMBAT 
EVOLVED 
14.09%

HALO 4 
16.78%

HALO 2 
18.12%

HALO: 
REACH 
18.12%
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Almost all of humanity’s interstellar colonies have fallen to the Covenant war. Reach is humanity’s last defence 
against the alien forces finding and destroying Earth. Noble Team, a unit of Spartan soldiers, are dispatched to 
protect the planet at all costs. We are introduced to Catherine Halsey, creator of the SPARTAN program and 
super-advanced AI Cortana. Noble Team successfully get her off Reach, and manage to get Cortana’s AI core 
aboard The Pillar of Autumn. This is all incredibly useful by the time the Autumn discovers a Halo ringworld, 
sparking the events of Halo: Combat Evolved. 

The Covenant is searching for an 
item called the Ark and in looking for 
it, finds the location of Earth. Master 
Chief, having returned to Earth 
and upgraded his armour, follows 
Covenant forces back to Halo 05.

THE FALL OF REACH ATTACK ON EARTH

2552 SEP 2552 OCT 2552

Awoken from cryosleep. Spartan John-117 must 
protect Earth by leading a Covenant ship away 
from its location. In the process the Halo 04 
ring is discovered, its Monitor, 343 Guilty Spark, 
attempts to convince Master Chief to activate it 
but it is ultimately destroyed.

JOHN-117 DESTROYS HALO RING 4
Forces looking for the Ark 
attack New Mombasa. 
An ODST squad takes on 
these troops, defending 
the city as depicted in the 
events of Halo 3: ODST.

Upon discovering the true purpose of the 
Halo rings to wipe out all sentient life in 
the galaxy, information that had been 
hidden from them before, the Elites and 
Prophet controlled races of the Covenant 
split, leading to the Covenant Schism.

ODST THE SCHISM

Four-player local coop campaign. 
- @AddieJosh

X-ONE: We miss local co-op. Not enough 
games support this in general and the 
arena shooter heritage of Halo actually 
suits four-player split screen rather nicely. 
That said, there’s nothing that beats an 
old school LAN party.

Tons more custom game options. 
- @the_red_thirst

X-ONE: Hell yes. There’s a massive 
difference between packing your game 
too full of features and packing it full of 
potential options. One can be a confusing 
mess, the other lets players make their 
own mess. We’re looking to see big 
things from Forge in the next Halo and 
we expect that to be matched in online 
shooter mode options.

Three things: BETA, dedicated servers 
(Halo 4 has too many “black screens”), 
and matchmaking ranking thats more like 
Halo 3 - @mMmP4NDA

X-ONE: First, we think a Beta is a nailed-
on certainty. Since Halo 3 it’s been 
an essential part of the multiplayer 
development process. Since Halo on Xbox 
One is coming this year, that beta may 
even be just a few months away. Second, 
thanks to Microsoft’s Azure Cloud 
servers, dedicated server room for Halo 
is guaranteed. That should be a massive 
improvement. Third, Halo 3 seems to 
be the game that gets referenced more 
than any other as the Halo to beat. 343 
seems to be listening to fans on a lot of 
features, so hopefully it’s paying attention 
to Master Chief’s first Xbox 360 outing 
ahead of his arrival on Xbox One.
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John-117 kills Covenant figure, Prophet of Regret, destroys the Halo 
installation again and makes contact with the Flood Gravemind, the 
collective consciousness that controls the galactic menace.
Meanwhile on Earth the portal to the Ark located near Voi is 
activated by the Covenant. The Ark is now believed to be a central 
control key to activate all Halo rings in the galaxy.

UNSC and Covenant work together 
using Forerunner technology to repair 
and recover from the war. UNSC 
starship Infinity is built as the first 
ship built from combined Forerunner 
and Covenant knowledge.

Catherine Elizabeth Halsey, the 
creator of the SPARTAN-II program 
is held at the Ivanoff Research 
Station and interrogated about her 
research and the perceived damage 
done by the SPARTAN program. 

HALO 05 DESTROYED RECOVERY HALSEY INTERROGATION

2553 2554 2556NOV 2552 DEC 2552

Combined UNSC and Elite forces attempt to stop the Covenant from activating the Ark. 
Master Chief and Elite leader, the Arbiter, activate the new Halo 04 ring and escape via 
the Voi portal. The ring wipes out the Covenant, Flood and Gravemind. The portal is 
however cut off mid-transfer by the destruction, and UNSC Forward Unto Dawn is cut in 
half with John-117 aboard. Master Chief is believed to be lost. The Arbiter returns to Earth, 
the Elites take over the Covenant and a peace is reached with humanity.

While awaiting assistance aboard the 
Forward Unto Dawn, AI Cortana records 
a report chronicling the history of the 
Forerunners and humanity. The report also 
documents her failing mental state, likely to 
lead to an overload known as Rampancy.

DESTRUCTION OF THE ARK RAMPANCY

WHAT'S NEXT FOR HALO?

IMPROVING HALO’S MULTIPLAYER
FOUR CHANGES WE WOULD LIKE TO SEE MADE TO HALO ON XBOX ONE’S MULTIPLAYER

DITCH LOADOUTS
What was 343 thinking? It’s tough to remember a time before Call 
Of Duty’s obsessive loadout tinkering became the norm, but Halo 
was always the go-to for skill-based multiplayer. Equally levelled 
players would go toe-to-toe with nothing but an Assault Rifle, 
two Frag grenades and littered weapons to claim victory. The 
opportunity to create loadouts – custom armour permutations 
and various weapon combinations from the outset of a game 
– threw the balance of Halo into disarray. 343 needs to ditch 
loadouts and let players duke it out over the Rocket Launcher.

REDUCE THE WEAPON POOL
Look, we love guns as much as you guys, but Halo has too many. 
As hard as it is to believe we actually just said that, we can’t help 
but dream of a time when the weapon pool is reduced in favour 
of simplicity. There’s no need to have the Battle Rifle, DMR, Light 
Rifle, and Carbine – they serve a similar purpose and are entirely 
unnecessary. Halo on Xbox One would do well to refine each 
weapon to its core purpose, simply introducing a Covenant and 
UNSC version of each. Oh, and bring back dual wielding, we miss 
the SMGs. 

PLAY TO WIN
“No I’m not running for the flag, I’m watching my kill to death 
ratio.” There was a time when Halo was punishing. Every player 
obtained a rank that would rise with success and fall with failure. 
It made every game count – you weren’t fighting for an arbitrary 
average, you were fighting to increase your permanent rank, to 
take you into tougher fights and more lucrative bragging rights. 
This was shelved, and it’s let the K/D ratio-obsessive ruin the core 
experience. Bring back true skill ranking and force the campers 
and objective avoiders out into the open for an easy kill.   

TAKE ADVANTAGE OF THE XBOX ONE
Back in November, 343’s Brad Welch took to Twitter to offer the 
slimmest hint as to what we can expect from Halo on Xbox One’s 
multiplayer. “Going to make whatever future 60fps, dedi server 
Halo we may make as awesome as possible to as many fans as 
possible.” While he addressed issues like map size and loadouts 
directly, it’s this mention of dedicated servers that has us excited. 
Halo still suffers from host advantage problems, and dedicated 
servers would all but irradiate this particular nuisance. We can’t 
wait to see how the Cloud alters the multiplayer landscape.

Over the last nine 
years, we’ve sunk 
more hours into Halo’s 
multiplayer than we’d 
feel comfortable 
revealing. And as 
much as we love the 
ongoing struggle 
between red versus 
blue, we can’t help 
but wonder if Bungie 
(and subsequently 
343 Industries) has 
led the franchise into 
uncomfortable territory.  
Halo’s multiplayer 
found success iterating 
on the classic FPS-
action born from arena 
shooters. Halo’s at its 
best when it’s forcing 
eight evenly matched 
players into a tight 
a-symmetrical map; 
with whoever could 
best take advantage 
of what’s placed 
inside emerging the 
victor. Halo: Reach and 
Halo 4 changed this; 
introducing elements 
like customisable 
loadouts and character 
persistence. It felt out 
of place, a reaction to 
the success of Call Of 
Duty and Battlefield. 
But Halo doesn’t need 
to imitate. Halo 3’s 
simple-yet-addictive 
multiplayer served over 
11.5 million sessions, and 
343 Industries would 
do well to remember 
that Halo leads the 
way when it comes to 
precariously crouching 
over an enemies face 
post-firefight. Here are 
four changes that can 
help Halo regain the 
multiplayer crown: 
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Master Chief is awakened 
from Cryosleep as the 
Forward Unto Dawn 
encounters Covenant 
Remnant forces orbiting a 
Forerunner Shield World.

The Didact travels to Earth and 
before he can be stopped by 
John-117 he fires on the city of 
New Phoenix, killing its entire 
population. Master Chief boards 
the Didact’s ship and killed him.

RECLAIMER BEGINS NEW PHOENIX MASSACRE

FEB 2558

The splinter group of the Covenant referred to as the Remnant, 
who oppose the peace with humanity, and a reawakened AI 
form of the Forerunners called the Prometheans combine to 
attack UNSC forces on the planet Requiem. Former Forerunner 
leader, The Didact is also awakened, turning on humanity and 
leading the Promethean forces against them.

FIRST BATTLE OF REQUIEM
Catherine Halsey is contacted by Jul ‘Mdama, leader of the Covenant Remnant 
who claims he can help her contact the Forerunner known as the Librarian. 
Accused of withholding information by her superiors, Halsey continues to search 
for the Librarian, makes contact with her, but is ultimately captured by Jul ‘Mdama. 
Believing that the UNSC were going to assassinate her, she offers her assistance to 
the Covenant Remnant in exchange for revenge against her former employers. 

HALSEY ASSISTS THE COVENANT REMNANT

UNSC attempts to negotiate peace with 
Covenant loyalists, the Brutes, but an 
attack by Covenant Remnant forces and 
attempted assassination of Tel ‘Vadam, 
known as the Arbiter and Admiral Hood of 
the UNSC leads to the Battle of Ealen IV.

BATTLE OF EALEN IV

UNSC forces continue 
to fight at Requiem. 
The planet is ultimately 
pulled into a star, 
causing a supernova.

SECOND BATTLE 
OF REQUIEM

JULY 2557 MAR 2558

INSPIRATION FOR 343
THERE ARE NO SHORTAGE OF GAMES THAT THE NEXT HALO CAN FIND INSPIRATION FROM, SOME EVEN VERY CLOSE AT HAND

MULTIPLAYER BIG 
OR SMALL?

DESTINY & TITANFALL
Both of these games have 
taken a little from the Halo 
multiplayer formula and 
in return it seems fair that 
343 should take a look and 
see what might transfer 
back again. Since Bungie 
is developing Destiny it’s 
really no wonder it would 
feel a little familiar, but 
the scale of what’s being 
attempted is far beyond 
anything so far. Titanfall on 
the other hand has some 
of the pace and movement 
of classic Halo multiplayer 
thanks to its jetpack 
propelled pilots. The 
tight six-on-six gameplay 
could well prove useful 
on smaller Halo maps. We 
expect Halo on Xbox One 
to sit close to the middle of 
these two games, finding 
the balance between 
sandbox and chaos.

DON’T FOLLOW 
THE TRENDS

COD: GHOSTS & 
BATTLEFIELD 4
If anything, there were a 
few too many traits from 
these modern shooters in 
Halo 4 for our liking. The 
structures of Call Of Duty 
work great for that series, 
but Halo has consistently 
been a breath of fresh 
air thanks to its very 
different tone and anarchic 
gameplay. The loadouts of 
Halo 4 didn’t really work 
for us as they betrayed 
some of the arena shooter 
traditions of the series 
that made it so different 
from the masses. There’s 
much to be said for the 
realism and teamwork of 
a game like Battlefield, 
of course, but that’s not 
what Halo has traditionally 
been about and we’d really 
prefer it stayed that way.

BE SMART ABOUT 
SMARTGLASS

RYSE & DEAD RISING 3
So, Battlefield had 
Commander mode, which 
was impressive, and The 
Division is attempting 
pretty big things in terms 
of influencing multiplayer 
games and assisting 
teams, but does Halo need 
that complexity? We think 
that Ryse and Dead Rising 
point the way for how Halo 
can use SmartGlass simply 
and effectively. With full 
matchmaking control and 
profile access on your 
tablet or smartphone for 
instance, such as Crytek 
implements in its action 
game, you can play on as 
normal and still have online 
plans in the background. 
Dead Rising’s fun use of 
maps, in-game character 
calls and item location 
added a little extra 
interactivity too. 

SHOOTATAR?

FORZA MOTORSPORT 5
When we spoke to Forza 
game director Dan 
Greenawalt about Drivatar 
and using the cloud to 
store player-inspired AI, 
he suggested it had wider 
applications. “The Drivatar 
concept itself could lend 
itself to first-person 
shooters, squad based 
games and all sorts of 
things… Any new tool you 
place in our tool belt, we 
can’t help but play with it.” 
So could we fill out larger 
matches online with bots, 
based on the behaviour of 
your friends? Could your 
‘Shootatar’ be earning you 
points and credits in the 
cloud while you’re at work 
or in school? We know Turn 
10 is sharing its knowledge 
of this technology, so why 
wouldn’t 343 take a look at 
it? We think it should.

GAME BUILDING 
WITH FORGE

PROJECT SPARK
This incredible game-
making title is still in beta, 
but its use of Kinect and 
SmartGlass as tools to 
help you build and sculpt 
worlds is already very 
impressive. Now, we have 
to ask, could it be used 
in a new Forge mode? 
The multiplayer arena 
customisation we enjoyed 
in the past was fine, but 
the ability to really design, 
build and refine your own 
shooting pit would be 
something else entirely. 
Even if it’s ultimately not 
that complex, we’d be 
surprised if Kinect and 
SmartGlass didn’t come 
into it in the object moving 
and placing stages. Given 
the power of the Xbox One 
and all these tools 343 can 
draw on, we're expecting 
big things from Forge.
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Thanks but no thanks. 
Back to the old days you 

buy a game end of story, no 
dlc, no subs - @TOKOPHOTO

I think there should be two 
sub options, a cheap pay 

as you play or pay for a certain 
amount of game time, and a 
monthly sub. - @POMPEYLADBFP

That subscription price 
is where it’s at… you 

realize that means micro-
transactions don’t exist in 
TESO, right? Sure, you’re 
paying a sub… but you get 
constant DLC/Updates for 
100% free EHCSLATER

I know MMOs are different 
to Battlefields & CODs but 

does the average gamer see 
it that way? I don’t think the 
model for online gaming on 
the PC works with the console 
generation HOLLYWOODA

I don’t 
think 

console 
communities 
will respond 
well to MMO 
monthly fees 
@HOOKSAN

The game quality 
speaks for itself. If it is 

deserving of a monthly sub 
then people will pay it :) But 
other models work too. 
@MUCHORANDOM

It’s not as simple as yes 
or no. Yes I’d be prepared 

to pay a nominal fee (say 
£2.50 per month – but then 
the game should be £20 or 
less to start with (or include 
the first 4-6 month in the £50 
price tag) DAVID HOOK

I have mixed feelings 
about MMOs, on the one 

hand they engender quite 
spectacular communities. 
I look at EVE Online; with 
its factions and almost 
governmental infrastructure, 
its skirmishes on bordering 
territories and all-out 
wars that escalate almost 
uncontrollably, the friendships 
built between like-minded folk 
in an alternate universe, and 
think it's cool that something 
can grow almost organically, 
it's something I'd like to get 
involved in… Then I remember 
MMOs are the most boring 
form of gaming ever. No 
thanks MULLERED MOOSE
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For whatever reason, console players and massively 
multiplayer online games have had a turbulent 
relationship over the years. Outside of the traditional 
theme park experience found in Final Fantasy XI 

Online, the fun but forgettable Phantasy Star Universe, 
and the frantic shooter action delivered by Defiance, 
Xbox owners have had little in the way of MMOs to get 
excited about in the last decade. The Xbox One is looking 
to change that, and while we’re still excited, our Network 
– spanning Twitter, Facebook, our Forum and YouTube – 
seems hesitant to agree. 

No one seems to doubt the expected fun factor and 
quality of upcoming ZeniMax release The Elder Scrolls 
Online, but the fear of a fee is pushing the keyboard 
warriors into an insatiable frenzy. The dreaded subscription 
fee is something PC gamers have had to come to terms 
with, but the vast majority of Xbox owners still (seemingly) 
have a hard enough time coming to terms with the £40 
yearly Xbox Live Gold subscription – let alone an extra fee 
just to play a game. 

Believe us, we hear you, folks. Paying a subscription fee 
just to play a game monthly seems like a foreign concept, 
but ZeniMax needs to recoup that rumoured $200 million 
dollar budget somehow, right? We're kidding of course; 
but there are additional costs to running an MMO on any 
platform. MMOs are incredibly expensive to develop and 
upkeep post-launch. Servers need to be maintained and 
extensive DLC packs need to be developed. And that’s 
going to run you £8.99, in the case of TESO at least. 

But there’s still so much we don’t know, and so much that 
Bethesda is unwilling to confirm. The publisher is reportedly 
in talks with Microsoft to circumvent the Gold requirements, 
and we are still yet to receive confirmation on The Elder 
Scrolls Online base cost. If it’s anything like other console 
MMOs, the game will release at a lower price and include 
a free month to try the game online – whether this will be 
enough to sell the disillusioned masses on the concept 
remains to be seen. From what the community is saying, 
money speaks louder than good gameplay. 

GET IN TOUCH, GET INVOLVED, JOIN THE X-ONE NETWORK

/XONEmag forum/xb1 twitch/XONEmag@XONE_magazineyoutube/XONEmag
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I think for MMOs to 
work on consoles they 

are going to need to give 
somewhere, full price game 
with 3 months free sub or a 
heavily discounted release 
price SCIARA

CAN MMOS 
WORK ON 

XBOX ONE?
MMOs are going to fi nd it tough to succeed on 
the Xbox One, according to the X-ONE Network

I'm already paying for 
Xbox Live, take it out of 

that - @CHAOSRIOTZERO

I like a game that's 
balanced & challenging 

throughout, with lots to do, 
but with enough desirables 
to draw you back. - 
@ODNOMIAR78

If I am paying for gold 
already, why the hell 

would I be happy to pay for 
different subscriptions? Yes 
I pay for Netflix, but I didn’t 
pay £40+ to download [it] 
ALEXANDER ROBERTS 
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NETWORK

THE MMO INFLUENCE

FABLE LEGENDS
Lionhead is keeping tight lipped 
about Fable Legends, but the studio 
is eager to make the franchise 
bigger than it has ever been before. 
Slapping a five to ten year lifeline 
on Legends sounds suspiciously 
MMO-like to us, so we wouldn’t be 
surprised to see it go online only and 
expand upon its vision. 

THE DIVISION
The Division is one of next-gen’s 
hottest properties, and it’s no 
surprise to see it dipping its toes into 
MMO waters. Pitting players against 
the end of the world through the 
five boroughs of New York, you’ll 
have to contend with the infected AI 
as well as bands of roaming player-
controlled antagonists. 

MICROTRANSACTIONS 
The microtransactions found 
throughout many of the Xbox One’s 
launch titles have caused concern, 
but it’s likely the success of free-to-
play MMOs that have influenced this 
troubling trend. Microtransactions 
aren’t going anywhere, though we 
can be thankful games like TESO are 
steering clear of them, for now. 

DESTINY
Destiny is the most obvious example, 
borrowing the MMO template and 
attempting to merge it with the 
frantic FPS gameplay Bungie is known 
for. We still have questions as to how 
grouping will work on this ambitious 
shared world shooter, but we can see 
Bungie expanding on the systems 
found in Defiance. 

100million
500
million

A SMALL AMOUNT OF NEW 
CONTENT EACH MONTH - 
WEAPONS, UPGRADES, 

ARMOUR, ETC

A LARGE 
AMOUNT OF 

NEW CONTENT 
EACH MONTH - 
NEW REALMS, 

MISSIONS, 
CHARACTERS, 

STORY, ETC

JUST A HIGH QUALITY 
OF CONSISTENT 

EXPERIENCE

NOTHING

24.66%

46%

24.66%

46.58%

4.11%

ARE YOU WILLING TO 
PAY A SUBS FEE TO 

PLAY AN MMO ON XBOX?

WHAT  
MIGHT CONVINCE  

YOU A MMO SUBS  
FEE OF £9-10 WAS  
WORTH PAYING?

71.43%

NO
28.57%

YES

LIFETIME PLAYERS OF WOW

MORE THAN THE 
POPULATION  

OF THE  
UK AND  

IRELAND

CHARACTERS 
CREATED IN WOW

THAT'S

9
million
WOW GUILDS 

CREATED

$136,986 $0.49ESTIMATED COST OF RUNNING 
WOW SERVERS PER DAY

SUBSCRIPTION 
PRICE PER DAY

MORE THAN THE 
POPULATION OF 

THE USA

58%

I don’t see the 
logic in paying for 

Live AND for an MMO 
*cough* @TESOnline 
@JOSSPACKMAN

Subs usually mean 
no microtransactions 

and regular updates. 
If the content is good 
I’ll gladly pay a sub @
SHOUSYOURTWITS
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With so much backlash against the 
subscription model from the Xbox community, 
we took your comments directly to developers 
to get the definitive answer on whether 
consoles are ready for the traditional MMO 
experience. “I believe console gamers are 
always ready for a fun game,” argues The 
Elder Scrolls Online director Matt Firor. “We’re 
concentrating much of our effort on controls, 
UI and communication because we know that 
making sure those features feel good will make 
sure The Elder Scrolls Online experience is top 
notch,” he says, adding. “I do believe console 
gamers are ready for Elder Scrolls Online.”

If there’s any doubt about the validity of the 
MMO experience on console, one only needs to 
look at the success of Trion Worlds’ Defiance 
as a proof of concept. 
“Our largest market right 
now is the Xbox 360, 
which surprised me. 
Xbox has a huge shooter 
audience but they really 
got drawn to the tons 
and tons of players 
thing,” senior producer 
Rob Hill told us back at E3 2013, and its success 
hasn’t wavered over the months. “Defiance was 
the first of its kind on a console,” says Trion’s 
CEO Scott Hartsman when we checked back 
in. “It gave gamers a really satisfying, co-op 
shooter experience in an MMO package. Add 
uniquely massive events, and that’s something 
that hasn’t ever existed outside of PC games. 
Defiance is more than just a game: it’s an 
ongoing experience and story, and people 
became invested in that idea.” 

Between developers, the general consensus 
is that Xbox One is ready for MMOs – and the 
subscriptions that they might bring, but our 
polls and Twitter hounding seem to indicate 
otherwise. The next-generation is all about 
the introduction of new experiences; this time 
around it seems to be about us console fans 
getting experiences the PC master race have 
only had access to. 

“They were definitely ready for an entirely 
new kind of fun, that’s for sure!” continues 
Hartsman. “The reactions from console gamers 

in particular when seeing massive events for 
the first time have been some of the greatest 
reactions. Gamers want new experiences, 
no matter what platform they are playing 
on. Successful games have a unique hook, 
something new and different that makes them 
stand out and keep gamers coming back, 
session after session. The more we focus on 
that as an industry, the better all our games will 
be in the end.”

At the end of the day, The Elder Scrolls 
Online is going to be an incredible proof of 
concept. In many ways, the struggles that 
faced Final Fantasy XI Online and Phantasy 
Star Universe probably accounted for the 
lack of MMOs on Xbox 360, and so much is 
riding on ESO to be a success. And that’s not 

from a pure studio 
perspective, but a 
gamer’s perspective 
– we want MMOs to 
come to Xbox One, 
there’s nothing else like 
them. It’s easy for us to 
wish they were free-to-
play or even for corners 

of the community to prefer them to be 
microtransaction-ridden (really?), but the 
chance of that is unlikely at this stage. Console 
games are expensive to make, and developers 
need to make their costs back somehow. That’s 
the price of hundreds of hours of emergent 
gameplay. Firor is confident, in the face of so 
much negativity, that if the game is good – the 
players will come. 

“While it is hard to speak for anyone who 
might be displaying these doubts, people 
tend to support models where there is recent 
success, especially if they prefer a game that 
uses the model,” says Firor, adding. “Buy-to-
play games with in-game cash stores and 
free-to-try games with in-game cash stores 
have enjoyed success, specifically in the last 
couple of years. There have been amazing titles 
released under those models. I think that is key.

“I’d like to believe the quality of the title 
influences more of the model’s success rather 
than the model’s success influences the 
perceived quality of the title.”

I do believe 
console gamers 

are ready for Elder 
Scrolls Online

 Defiance was something of an 
unlikely success on Xbox 360, 
proving to be the most popular 
platform for the transmedia shooter. 
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XBOX ONE COMPLETE 
MANUAL
An essential read for anyone 
looking to know more about 
their new console or who feels 
like they need a little assistance 
setting it up. This new guide will 
help you out with everything 
from making sure the Xbox One 
is properly connected and logged 
in to Xbox Live, to mastering its 
many apps.

NOWGAMER
For breaking gaming headlines, 
industry interviews and the 
latest videos, reviews, hand-
on impressions and more 
in-between issues of X-ONE 
you need look no further than 
NowGamer.com. It’s a one-stop 
resource for all your gaming 
needs. Check it out now! 
www.nowgamer.com

MAX: THE CURSE OF BROTHERHOOD
Take a look at our live stream gameplay of one of Xbox One's best downloadable titles.

FIFA 14
Any excuse to play FIFA for an hour, we'll take it.

TOMB RAIDER
Is it as good as it ever was?

YAIBA: NINJA GAIDEN Z
Does the Ninja Gaiden series still have 
something to offer? See for yourself.

ALIEN: ISOLATION DEV DIARY
What could possibly have possessed Creative Assembly to take on an Alien 
game? We hear the exciting strategy straight from the team.

TOM CLANCY’S THE DIVISION
As if the co-op gaming of this new Ubisoft shooter wasn't exciting enough, 
the engine is going to blow you away. Give it a look on our site.

TITANFALL
We get a closer look at the Ogre, the 
monster Titan of Respawn's shooter.

WEBSITE

www.twitch.com/XONEMag

www.XB1.co.uk

The videos, trailers and live gameplay sessions 
we’ve been giving you on our on social networks

READ X-ONE ON TABLETS
Have you got a tablet or 
smartphone that you can sync to 
your Xbox with SmartGlass? Then 
you may be interested in reading 
future issues of X-ONE as well 
as our X360 catalogue digitally. 
Check out the GreatDigitalMags.
com for details.
www.greatdigitalmags.com

NETWORK

THE WITCHER 3: 
WILD HUNT

Take a look behind the scenes 
of CD Projekt's RPG

TUNE IN TO WATCH US THE LATEST GAMES LIVE EACH WEEK

THINGS WE ARE SHARING THIS ISSUE…
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1

GEARS OF WAR IS COMING
Microsoft announced that it had bought the full rights 
to Gears Of War from Epic Games and that Black Tusk 
Studios is working on its first Xbox One outing. Yes!

HALO: SPARTAN ASSAULT
Has the mobile design of this game 
transferred well to Xbox One?

TOMB RAIDER
Xbox One and Xbox 360 versions 
compared side by side.

ACIII: LIBERATION HD
From handheld to XBLA, we find out if 
this Creed spin-off is worth your time.

DARK SOULS II
We celebrate the good 
looks of the 360 sequel.

D4
Our most anticipated Kinect 
game on Xbox One.

2

BROADCASTING MAY BE A WHILE
We rather like the Twitch app on Xbox One for 
watching live streams, but we'd rather be broadcasting. 
That functionality is still some way off it appears.

4

FORZA HORIZON 2 INBOUND?
Such is the cycle of racing games, one speeds off down 
the track and another lines up on the grid. As such, 
mutterings of a Horizon sequel are building.

3

LEGO TITANFALL WOULD BE COOL
Not much chance of this happening, but some cool 
Lego build of the Atlas Titan by a Microsoft employee 
definitely got us interested in the concept.

5

MORE TEE TIME ON XBOX ONE
Powerstar Golf was fun and all, but not groundbreaking. 
New golf sim, The Golf Club promises procedurally 
generated courses, which would be pretty amazing.

THINGS WE 
LEARNT 
THIS ISSUE

XB1.co.uk

Get your daily fix of Xbox One news, 
opinion and more at www.XB1.co.uk

X-ONE VIDEO REVIEWS

www.youtube.com/XONEmag

 Features     Network     Previews     Reviews     X-ONE Live     

ALIEN: ISOLATION 
Creative Assembly gives a 
much needed new lease of 
life to the Alien franchise

THIEF
We delve deeper into the art 
style of this stealth game.

GET EVEN
3D scanning tech gets its 
chance in this FPS.

DESTINY 
Find out why Bungie’s 
massively multiplayer 

shooter is so innovative

ALSO 
ON YOUR 

FREE 
DISC
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WIN £400 WORTH 
OF GAMING GOODIES

To enter, take the X-ONE Reader Survey at XB1.co.uk/survey

e have £400 worth of 
games and goodies to 
give away. Thanks to our 
friends at Namco Bandai, 

Capcom, Titan Books, Sumthing 
Else Audio and Tokyoflash watches 
we have a swag bag that includes 
art books, music and a swanky 
LED watch that you’ll definitely 
want to get your hands on. All you 
have to do to stand a chance is 
enter our X-ONE Reader Survey 
and you’ll be entered into the draw. 
The goodie bag includes copies 
of F1 2013, Defiance and Armored 
Core thanks to Namco Bandai, 
and Lost Planet 3 and Dragon’s 
Dogma from Capcom. Plus, Titan 
Books brings us a collection of art 
books for Titanfall, Thief, Assassin’s 
Creed and Castlevania as well as 
an Assassin’s Creed graphic novel. 

We also have a the soundtrack to 
Thief from Sumthing Else and the 
lovely looking Seven Watch from 
Tokyoflash. Head to XB1.co.uk/
survey by 30 April 2014 to enter.

TERMS AND CONDITIONS
This competition is open to residents of 
the UK and Ireland. Imagine Publishing 
has the right to substitute the prize for 
a similar item of equal or higher value. 
The image above is for illustrative 
purposes only. Employees of Imagine 
Publishing (inc freelancers), their 
relatives, or any agents are not eligible 
to enter. The editor’s decision is final 
and no correspondence will be entered 
into. Prizes cannot be exchanged for 
cash. Full terms and conditions are 
available upon request. From time to 
time Imagine Publishing or its agents 
may send you related material or special 
offers. If you do not want to receive this 
state it clearly on your entry.
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FIRST REVIEWS MMO CHANNELBIG INTERVIEWS

EVERY GAME. EVERY FORMAT. 
ONE CHOICE

FIRST WITH THE BIGGEST GAMES
 GTA V  Titanfall  Pokémon X & Y  Dragon Age: Inquisition

w w w . N O W G A M E R . c o m

IN-DEPTH GUIDES

VISIT NOWGAMER.COM TODAY
facebook.com/NowGamer twitter.com/NowGamer_Feed

Follow 
NowGamer_feed

Win a game 
a day!

BREAKING NEWS

Available on the following platforms
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DID YOU KNOW? There’s likely to be a second screen app for The Witcher 3 for inventory control and navigation.

For all that The Witcher has been a particularly smart, well-told 
story with mature themes and ideas, there have been some rather 
silly ideas in the series. Collectable cards of naked women for 
instance won’t go down as a shining example of how games have 
grown up. We’ve seen nothing like this attached to The Witcher 3 
though, and we hope we won’t do. 

LESS OF THIS PLEASE
MATURE SHOULD MEAN MORE THAN NUDITY

 The larger world of The Witcher 
3 offers a lot more opportunities 
to show off Geralt’s powers.
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THE WITCHER 3: 
WILD HUNT
The devil is in the detail

We’re still in the early 
days of this generation 

and as such the question 
of ‘What makes this next-

gen?’ remains relevant with 
each new game. What would make 

an FPS next-gen? What makes sports 
games next-gen? For RPGs, CD Projekt 
Red thinks it has the answer with The 
Witcher 3: Wild Hunt.

“Each region [of The Witcher 3] is 
beautiful on its own, but what really 
makes you realise this is next-gen is 
how they seamlessly transition into one 
another to create the open world you’ll 
get to explore,” gameplay designer, 
Andrzej Kwiatkowski explained to us. 
“Personally, I love the darkness of No 
Man’s Land, the murky swamps, the 
dead forests – all this creates a really 
frightening ambience. You can see 
this for yourself in the last trailer we 
released. Look at the trees…”

The level of detail that’s been 
achieved in this game is certainly 
impressive, not that that’s something 
new to this series. As we got to find 
out when The Witcher 2 was released 
exclusively on Xbox 360, CD Projekt is 
great at immersing us in this world, but 
that’s about more than textures and 
swamps. As Kwiatkowski mentions, it 
takes an ambience and that’s about far 
more subtle enhancements.

“Lighting such a big game as The 
Witcher 3 is a great challenge,” he 

admitted. “We’ve got a dynamic 
day-and-night cycle, various weather 
conditions and diverse environments 
that require different techniques of 
lighting. We can achieve the level of 
visual fidelity you see in the videos 
because we’re working on our own 
proprietary technology: REDengine 
3. We have a dedicated ‘core’ team 
here in the studio and the guys and 
girls are focused solely on developing 
the engine.”

You can see how good it looks 
yourself on these pages, and the 
glimpses of gameplay we’ve seen in the 
trailers so far. That doesn’t count for a 
whole lot though if it doesn’t impact 
on gameplay or your interactions with 
characters. While tone is important, CD 
Projekt is well aware it needs to have 
consequences for the player.

“Witnessing a giant thunderstorm 
while tracking a monster in a deep and 
dangerous forest is a really visceral 
experience. Similarly, the freezing cold 
winds will chill you to the bone while 
you traverse the icy islands of Skellige. 
The world will also react to the weather 
– people will seek shelter when it rains, 
and monsters may act differently 
based on the current weather or time 
of day. And don’t forget that sailing in a 
storm is a really bad idea.”

Given the dynamic way NPCs can 
react to things like the weather, we 
asked Kwiatkowski if you could follow 
them around and see what they 
get up to during the day. While CD 
Projekt isn’t ready to reveal exactly 
what behavioural systems it’s putting 
in place, he did reaffirm that Geralt’s 
action can have a massive impact on 
the local population.

“The whole world is dynamic; it 
reacts to what you do. Your choices (or 
inaction) directly influence gameplay. 
This extends from simple things, like if 
you kill off drowners – creatures that 
live in swamps and other watery areas 
– the villagers nearby may start to fish 
more and prices might change; to 

XBOX ONEDETAILS
PUBLISHER 
Namco Bandai
DEVELOPER 
CD Projekt Red

CREDITS 
The Witcher [2007]

The Witcher 2: Assassins 
Of Kings [2011]

Cyberpunk 2077 [2015]
PLAYERS 

1
KINECT? 

TBC
SMARTGLASS? 

Yes
RELEASE DATE 

Q2 2014
WEBSITE 

www.thewitcher.com
TWITTER 

@witchergame

“The whole world is 
dynamic; it reacts to 

what you do. Your 
choices directly 

influence gameplay”

PREVIOUSLY
THE WITCHER, 2007
Using BioWare’s Aurora 

engine and based on the works 
of Andrzej Sapkowski, The 
Witcher was a strong opening 
title from CD Projekt introducing 
Geralt of Rivia to the world.

1 THE WITCHER 2: 
ASSASSINS OF KINGS, 2011

Released first on PC and then on Xbox 
360 as a special edition, Geralt’s second 
adventure was bolder, with a greatly 
enhanced combat system that impressed 
newcomers to the series.

2
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HOW’S IT LOOKING? Simply put, this is 
currently the most exciting RPG coming to 
Xbox One this year. It’s hugely ambitious 
with incredible visuals and a commitment to 
story that puts others to shame.

more serious stuff like who ends up 
being the local big-shot. We want the 
world you explore to really seem alive.”

Part of that living world is the 
variety of places you can visit. From 
large, bustling cities that look like 
something from Grand Theft Horse & 
Cart, to small villages that feel more 
like typically quaint RPG fair, The 
Witcher 3 is rich with different cultures 
and lifestyles. A great deal 
of thought has gone into the 
practicality of where people 
would choose to live too.

“It’s hard to feed a buzzing 
city when there are swamps 
all around that cannot sustain 
crops,” Kwiatkowski points 
out to us. “The places you visit in the 
game are greatly influenced by where 
they are and what their current political 
standing is. Civilisational development 
is also a factor – on one hand, you 
have Novigrad and its surroundings, 
a beautiful and huge city full of 
wonders from all over the world; 
and on the other you’ve got battle-
hardened settlements in the North that 
are far from luxurious. Expect a lot of 
that diversity.”

The commitment to these smaller 
elements that don’t necessarily play 
a huge role in the story or minute 
to minute action of The Witcher 3 is 
impressive. That it’s married to a game 
that’s offering a 50-hour plus story, 
potentially 36 different endings and is 
still pushing forward with its combat 
system only adds to its allure. With 

the open world offering plenty of new 
challenges, CD Projekt is keeping much 
of its approach to the bread and butter 
of good role-playing games as familiar 
as possible, albeit with its own special 
flavour and approach.

“We’re not reinventing the wheel 
here,” Kwiatkowski told us with regards 
to rewards and side quests. “The 
Witcher 3 is an RPG so we’ll deliver 

what RPG fans love – loot, experience 
and a whole lot of unique items used 
for crafting and equipping Geralt. 
However, the new monster-hunting 
missions are very cool: you really 
have to use the knowledge you gain 
as a witcher, as well as your skills and 
investigation to track monsters.”

Geralt’s swordsmanship will also 
be even more impressive, although 
fans will be pleased to know that one 
combat trick other developers like to 
use won’t be making it into the game.

“The number of combat animations 
for Geralt has been greatly increased, 
rendering the whole experience much 
more fluid. We’ve also decided not to 
include any QTEs during combat as 
this would break the flow of the fight. 
Geralt will be able to dodge attacks 
instead of only rolling around as a 

 It’s clear that as Geralt enters this tale, 
the land is neither a safe or peaceful 
place. Your actions can either heal those 
wounds or make them deeper.

means of self-defence. Also, he’ll use 
potions similarly to skills, though he’ll 
still have to prepare himself before 
combat to do so.”

There’s also one new layer for fans 
to play with in combat, thanks to 
destructibility being brought to the 
series. “Destroyed objects have weight 
and can injure NPCs on collision. You 
can drop a beehive on unsuspecting 

enemies or push enemies 
from ledges with your Aard 
sign. All of this adds an extra 
layer of gameplay on the 
already fun combat system.”

As the last chapter in The 
Witcher’s story, CD Projekt 
seems to be throwing 

everything it has into this finale. Rather 
than simply attempting to build on 
its reputation for constructing really 
solid RPG narratives with a flowing, 
fun combat system, it’s set its sights 
firmly on the likes of the epic The Elder 
Scrolls and gone for it. The results so 
far are deeply impressive, promising 
the kind of immersive open-world 
experience we’d expect more from an 
Assassin’s Creed or Grand Theft Auto 
than from a fantasy RPG. We’re fully 
expecting The Witcher 3 to set the 
watermark high for role-playing games 
to come this generation.

 JONATHAN GORDON

“You can drop a beehive 
on unsuspecting enemies or 
push enemies from ledges 

with your Aard sign”

COMMUNITY 
REACTION

“Open world is a 
different beast 

from what
@CDProjektRED is used 
to. But I have faith 
because they have skill 
and passion.”
@L20599Y82

“Really looking 
forward to it. I’m 
ready for a new rpg 
#Witcher3”
@NextGenJon

“Open world and 
story-driven can be 
quite the discrepancy. 
I’m looking forward to 
seeing how TW3 plays 
that out.” 
@FieryPhoenix7

“It makes my loins stir. 
Can’t think of a game 
I’m looking forward to 
more – and I haven’t 
even played the first 
two.” @MckKirk

“It makes me implode 
with joy, can’t wait for 
it to release!” 
@owenllevy

“Almost looks too good 
to be true. I can’t wait, 
I’m sick of fps games, 
they’re all the same” 
@zzUNKNOWNz
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WATCH THIS
 Take a look at 

the most recent 
gameplay trailer to 
see how smoothly 
Geralt lays waste to 
his enemies.
www.XB1.co.uk

 Horses, boats and likely other 
forms of transportation are going 
to be vital for getting around.

 The scale of this game is very 
impressive, especially since it’s 
the first of its kind for CD Projekt.

A WITCHER BESTIARY
JUST A FEW OF THE MONSTERS YOU’LL BE HIRED TO SLAY

ICE GIANT
Fun fact: The Ice Giants are believed to 
reside on the island of Skellige.
These hulking masses of malcontent 
are your typical action heavies. Expect 
slow movement, but a crushing blow 
if you get caught beneath one. We 
would think a lot of rolling and attack 
dodging will be in order. Fire is thought 
to be a good weapon given their icy 
demeanour.

LESHEN
Fun fact: Large concentrations of 
crows in the sky could indicate a 
Leshen is close.
This woodland creature has the ability 
to impose its influence on other wild/
plantlife, obstructing you with vines 
and sending a pack of wolves or crows 
at you. Its influence may also extend to 
the local population. You must destroy 
its totems to truly kill it.

FIEND
Fun fact: The fiend has a third eye 
that it can use to hypnotise its victims 
before attack.
The Fiend is one of the first witcher 
hunting targets that’s been revealed, 
posing a challenge for Geralt given 
its size and speed. Taking out its third 
eye is a priority in order to remove its 
best defensive tactic of disorientating 
Geralt in combat.
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ALIEN: ISOLATION
Fear, trepidation, distress… and that’s just the fans

028 | X-ONE MAGAZINE 

DETAILS
PUBLISHER 

Sega
DEVELOPER 

Creative Assembly
CREDITS 

Total War: Rome II [2013]
Stormrise [2009]

Spartan: 
Total Warrior [2005]

PLAYERS 
1

KINECT? 
TBA

SMARTGLASS? 
TBA

RELEASE DATE 
Q4 2014

WEBSITE 
www.alienisolation.com

TWITTER 
@alienisolation

After the punishingly 
dreary Aliens: Colonial 

Marines arrived last 
February to smash an entire 

generation’s hopes and dreams 
to pieces, it seemed somewhat 

likely that Sega’s other Alien project 
(which was announced very quietly in 
mid-2011) was going to get canned in 
the aftermath. Fast forward to January 
this year, and Alien fans the world over 
are rabidly excited once again, for a 
game that promises to offer up the 
nourishing flip-side to Gearbox’s noisy 
and aggravating shooter.

The 1986 film Aliens always seemed 
almost custom-built to give birth to 
a videogame spin-off or two (which 
makes last year’s lifeless calamity all 
the more bewildering) but its less 
obvious 1979 predecessor is Isolation’s 
main source of inspiration. While 
Aliens was all about deafening action, 
Alien was all about hushed suspense. 
And despite the fact that Creative 
Assembly’s new game has poached 
a couple of things from the sequel – 
those iconic bleeping M314 motion 
trackers never appeared in the first 
film, for example – this promises to be 

XBOX ONE a survival horror experience through to 
its very core.

That first Alien film was frequently 
described by its writers as being a 
story about a “haunted house in space”, 
and Alien: Isolation is pursuing a similar 
vibe. It’s a game that doesn’t appear 
to feature a single firearm, and is set 
15 years after the events of the first 
film, with your character (Ellen Ripley’s 
daughter Amanda) searching for the 
Nostromo’s missing Black Box. When 
you watch the debut gameplay trailer 
online (or better yet, one of the many 
demo playthroughs currently available 
on YouTube) it’s impossible not to 
think of the 1979 film: the developer’s 
attention to detail is peerless, with the 
iconic sets, props and costumes all 
recreated to a pitch perfect degree.

But Colonial Marines imitated 
the world of Aliens in a similarly 
painstaking fashion and that did 
precisely nothing to help it; if 
Isolation’s gameplay isn’t utterly tip-
top, the handsome window dressing 
definitely won’t save it either. Crafting 
a memorable horror game is an 
exceedingly tough gig, and Isolation 
has been likened by its creators to 

2011’s Dead Space 2: a suspenseful 
game certainly, but one in which the 
suspense is frequently leavened by 
non-stop bouts of splattery combat.

There’s no traditional combat in 
Alien: Isolation, and some of the 
gameplay footage that’s currently 
available suggests that you’ll be 
asked (more than once) to go and 
find an important MacGuffin or two, 
in order to unlock a door or clear a 
pathway. What’s more, whenever 
you’re discovered by the alien, you’re 
treated to a sudden extreme close-
up of the xenomorph’s drooling face, 
briskly followed by a black screen. If 
this makes it sound a bit like Slender 
– horror gaming’s equivalent of a one-
joke skit – then it rather worryingly 
looks a bit like that too. 

But after a matchless run of 
hugely profitable, critical smash hits, 
Creative Assembly has one of the best 
reputations in the business. The team 
may be operating way outside of its 
RTS comfort zone, but the last time 
it tackled something unconventional 
– in 2008’s brutal action romp Viking: 
Battle For Asgard – the results were far 
from disastrous. 

“If Isolation’s gameplay isn’t utterly 
tip-top, the handsome window 

dressing definitely won’t save it”

WWW.XB1.CO.UK

Don't expect quite so much 
detail in this version.
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HOW’S IT LOOKING? Great horror games 
have never been easy to come by, but if 
Isolation avoids the clichés that crop up in 
the trailer, expect something stylish and 
interesting at the very least.

 The xenomorph in Isolation is 
actually going to be intimidating: it’s 
more than three in-game metres tall

 Even perfunctory background items 
like toys and crayons look like they’re 
straight out of the Seventies

WWW.IMAGINESHOP.CO.UK

While it’s still unclear if the raw simplicity of Alien: Isolation’s gameplay is going to be a good 
thing or not, it’s tantalising to speculate on what the game’s crafting system will offer up. As 
combat has taken a back seat, you’re surely going to be creating stuff solely to distract your 
enemy rather than battle it. A fresh approach. 

MORE OF THIS PLEASE
SCRAP METAL + NEWSPAPER + NAILS = CHAINSAW? NO CHANCE

 Features     Network     Previews     Reviews     X-ONE Live     

WATCH THIS
 The X-ONE team 

talks about its 
hopes for Creative 
Assembly's new 
horror driven take on 
a classic series.
www.YouTube.com/XONEMag

IT’S A FAMILY 
AFFAIR

In an interesting move, 
you play as Ellen Ripley’s 
daughter Amanda. All 
that was revealed about 
her in the films is that 
she died aged 66.

1
HIGH FIVE

ALIEN ONE
Don’t expect to 

see several xenomorphs 
scurrying around your 
screen at once like in every 
other Alien game. You face 
a single enemy here. 

2

HEY, GOOD 
LOOKING

Not only does the game 
look pretty stunning 
at present, Sega has 
announced that it’s 
“aiming” for a native 
1080p resolution on 
Xbox One at launch. 

3

CLASSIC 
TUNES

Jerry Goldsmith’s 
unusual (and still 
unsettling) musical score 
from the 1979 film has 
been re-recorded and 
embellished especially 
for the game. 

4

HURT LOCKER 
As there are no 

guns available to you, 
your best option is 
often going to involve 
hiding, with large lockers 
constantly at your 
disposal. 

5

Some information is deeply 
encouraging, such as the news that the 
Alien won’t stalk you by simply moving 
along pre-set pathways: instead it will 
react dynamically to shifts in sound 
and light. This means that you’ll have to 
be extremely careful when brandishing 
a flashlight, and if you’re smart you’ll 
duck away from all doors after opening 
them; waiting for their loud, grinding 
mechanisms to stop drawing attention 
to your location before moving on. 

CA’s intense enthusiasm for the 
source material is encouraging, but 
then so was Gearbox’s. It’s heartening 
that a game as good as Dead Space 2 
has been cited as an influence, but 
hasn’t Dead Space always been Aliens-
lite anyway? And is the developer’s 
skill for real-time strategy epics going 
to be a blessing or a curse? And 
how do you make a series of empty 
rooms compelling anyway? Questions, 
questions, questions. 

 CHET ROIVAS
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DESTINY
A hitchhiker’s guide to the solar system

We’re now less than 
eight months away 

from the launch of Destiny, 
which makes a game that’s 

felt so far off into the future 
both in terms of its release date 

and its ambition, seem wonderfully 
close. Have you got your affairs in 
order yet? Have you considered 
booking some time off in early 
September? School might be tricky 
to get around, but if you haven’t had 
your tonsils out, then that’s something 
to consider. It’s good to get your plan 
together early.

You should also start thinking 
carefully about who you want on your 
Fireteam. The core of the Destiny 
experience is this tight band of three 
fighters, travelling the solar system and 
recovering humanity’s lost colonies. 
This is essentially Destiny’s ‘story 
mode’, and it’s something that’s best 
experienced with a couple of trusted 

friends. Do you have a couple of peeps 
you can count on to be there for you? 
Will they stand tall against the Archon 
Slayer? Will they have your back if you 
venture to the Moon to help rid it of the 
Hive infestation?

What Bungie is looking to create is 
not only a real bond between you and 
your Fireteam buddies, but a bond 
with the game too. That’s why even 
though weapon drops and upgrades 
are important to the progression of 
Destiny, story still plays a massive role 
too. With millions of players potentially 
online at any given time you may think 
that narrative wasn’t exactly the most 
important thing on Bungie’s mind 
right now, but it’s about giving players 
something to strive for beyond a 
shinier gun (which is nice, we’ll admit). 
If you can start to feel more attached 
to the tale of your Fireteam and its 
achievements in this world, then that’s 
a big win for Destiny.

HOW’S IT LOOKING? Great looking, pacey 
and exciting. The only real question now 
is does it have the variety of missions and 
does it have the infrastructure to support so 
many players online?

XBOX ONE
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DETAILS
PUBLISHER 

Activision
DEVELOPER 

Bungie
CREDITS 

Halo: Reach [2010]
Halo 3: ODST [2009]

Halo 3 [2007]
PLAYERS 

1-TBC
KINECT? 

No
SMARTGLASS? 

TBC
RELEASE DATE 

9 September 2014
WEBSITE 

destinythegame.com
TWITTER 

@DestinyTheGame

THE MARTIAN PROBLEM
The coolest thing about Mars is the buried city, taken 
over by the elements and hiding 30 floors of human 
endeavour. If you can find an access point, all of those 
floors could be open to you to explore, but the Cabal 
could well be waiting for your down there if you do. 
These hulking enemies are not to be trifled with.

The undercurrent of this will be 
cycles that help to incentivise playing. 
These cycles will start out small like the 
aforementioned gun upgrading and 
tinkering to earning enough to have a 
ground vehicle and eventually working 
your way up to the kind of large 
activities that you may want more than 
just three Guardians to take care of. 
Though you can play some of Destiny 
solo, these end-game missions are 
one of the few examples of challenges 
that demand you find yourself a team 
before taking them on, although talk 
of other high-stakes missions and 
locations that will require teamwork 
and coordination to complete at lower 
levels has also been circulating.

 JONATHAN GORDON

WWW.XB1.CO.UK

ALSO ON

Since it appears Activision 
will be using its own servers, 
we hope it’s prepared for the 

traffic on 360.

“Do you have a couple 
of peeps you can count 

on to be there for you?”

 Watch 11 
minutes of 
gamplay to see 
how far Destiny 
has come.

www.XB1.co.uk
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HANGING WITH BUZZ
The Moon is important to Destiny 
both in terms of being a vital 
location and in its history. It’s the 
first location humanity expanded 
to after the arrival of the Traveller 
and it’s now the home of a rather 
large Hive infestation. With deep 
caverns, massive craters and 
abandoned stations, it’s a prime 
shooting gallery.

WE LOVE VENUS
Used as a scientific 
research outpost during 
humanity’s peak, Venus is a 
glorious mix of nature and 
science. The jungles of this 
terraformed planet have 
mixed with impressive 
towers to create an 
imposing landscape. Throw 
in a sulphuric atmosphere 
and active volcanoes and 
that’s a recipe for mayhem. 
Here you will find the Vex 
at large and in charge.

WWW.IMAGINESHOP.CO.UK

DID YOU KNOW? Day missions will be entirely different from night missions in the game due to the day/night cycle.

 Features     Network     Previews     Reviews     X-ONE Live     

CHANGING 
YOUR MIND 

Destiny won’t commit 
you to the choices you 
make through the game. 
Just because you like 
a weapon or armour 
upgrade for a time, 
you won’t be forced to 
stick to it.

1
HIGH FIVE

PRESTIGE 
INFLUENCE 

Some of the loose 
approach to upgrading 
has been influenced 
by the Prestige system 
in COD, which showed 
players don’t mind 
starting fresh.

2

AUTO 
LEVELLING

Things like armour and 
weapons will upgrade 
through use rather than 
needing to allocate points 
to them. Favour a gun 
enough and it will just get 
better and better.

3

CATERING TO 
MODES

Bungie’s weapon tuning 
systems mean you can 
create an arsenal that’s 
built for any purpose. 
You can have a gun set 
for multiplayer, one for 
co-op and another for 
solo play. Even different 
enemies may favour a 
new approach.

4

IT’S A KIND OF 
MAGIC 

Probably our favourite 
class at the moment 
is the Warlock, which 
has a variety of fun 
specialisations. You can 
go around throwing Nova 
Bombs or you could use 
Radiance to buff allies 
more like a medic. It’s 
very versatile.

5
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EVOLVE
If it bleeds, we can kill it

You might not 
recognise the studio by 

name, but you’ll certainly 
be familiar with its creations. 

Turtle Rock Studios has spent 
over a decade refining the 

multiplayer shooter. In fact, its efforts 
delivered one of the finest co-operative 
games of the last-generation – show of 
hands, who here didn’t spend a good 
portion of 2008 and beyond fighting 
for survival in Left 4 Dead? There’s one 
arm raised in the crowd – there always 
has to be one… Okay, speak up, why did 
you skip out on all the good times, you 
miserable bastard? Well it’s not our fault 
that you only had a PlayStation 3 and no 
friends, now is it? 

The appeal of the studio’s latest, 
Evolve, is immediate. Right now it looks 
like every FPS developer in this fine 
industry is preparing to bolt the MMO 
structure onto every facet of multiplayer 
design, and as seemingly ‘next-gen’ as 
that may be, Turtle Rock’s step back 
from that model is deliciously refreshing. 
When it comes down to it, sticking us 
in a four-strong fire team of gun-toting, 
planet-colonising hunters and pitting 
us against a player-controlled ever-
evolving 30-foot monster is enough to 
get our trigger fingers itching. Evolve is 
Turtle Rock trying to once again refine 
the shooter to its purest essence of fun. 
It’s an ambitious mixture of co-op and 
competitive play, and a few hours of 

lighting up a jungle as both man and 
beast is enough to convince us that 
Turtle Rock has the capacity to deliver 
an early smash hit for the Xbox One. 

Our time with Evolve focuses on the 
game’s Hunt mode. While Turtle Rock 
is eager to assure us that it will come 
equipped with other modes at launch, 
we have little doubt that this’ll be the 
one the community rallies around. As 
a hunter, your job is to track down and 
kill the monster. Sounds simple enough, 
and it might well have been were the 
monster’s head filled with simple AI 
pathfinding systems, scripted attack 
patterns (and the occasional glowing 
weak point for maximum damage), but 
Evolve has other ideas. A fifth player 
takes control of the beast; guiding it 
through a three-tier evolution process 
that sees it grow from a relatively 
small-but-deadly threat, to a towering 
behemoth that has the power to 
unleash devastating breaths of fire, rip 
the earth out from beneath your feet 
and generally disrupt the colonisation 
of Shear – the backwater planet your 
battalion of hunters has been left to 
protect – the best it can. The monster’s 
goal is simple: incapacitate or kill all four 
hunters at the same time, or complete 
a level specific objective – for example, 
bringing down the shied generator 
protecting a mining facility. 

Our foray into Evolve has us taking 
on the role of a hunter, and the core 

XBOX ONEDETAILS
PUBLISHER 

2K Games
DEVELOPER 

Turtle Rock Studios
CREDITS 

Condition Zero [2004]
Left 4 Dead [2008]

Left 4 Dead 2 [2009]
PLAYERS 

1-5
KINECT? 

TBA
SMARTGLASS? 

TBA
RELEASE DATE 

Autumn 2014
WEBSITE 

Turtlerockstudios.com
TWITTER 

@Turtlerock

HIGH FIVE
STUDIO 
PEDIGREE

Turtle Rock Studios joined 
Valve in 2008 as Valve South to 
finish development on Left 4 
Dead, though it had returned to 
independent status by 2009.

1 HUNT
Like Left 4 Dead, Evolve 

throws you into a tight four-
person team and puts you up 
against an insurmountable 
threat. Teamwork is the name of 
the game here. 

OR BE 
HUNTED

Or, should you feel like it, you 
can take control of the monster. 
You’ll need to guide it through 
a three-tier evolution process to 
win the day.

AGILE THREAT 
By the time you reach 

the final stage of evolution, 
the monster will be 30-foot 
in size, able to breath fire and 
unleash devastating attacks 
against the hunters. 

SOLO
While it has been 

designed with multiplayer in 
mind, Evolve will still allow 
you to play solo if you want 
to – with AI jumping into any 
unfilled shoes. 

2 3 4 5

 While the Goliath can win 
through brute force tactics, it can 
also complete a level-specific 
objective to obtain victory.

 Not a surprise considering 
the developer’s legacy, but 
teamwork is essential to make 
it through a game alive.
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The jungle you are dropped into is impressive in size and 
detail, and Turtle Rock wants you to explore it. You’ll need 
to track the monster before you can kill it, keeping an 
eye open for footprints and setting sound traps to alert 
your Trapper to its movements through the trees and 
undergrowth. 

MORE OF THIS PLEASE
YOU ARE CALLED HUNTERS FOR A REASON

“The core 
experience will 

be very familiar 
to those Left 4 
Dead veterans 

amongst us”
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DID YOU KNOW? Turtle Rock Studios split from Valve following the completion of Left 4 Dead 2 and reformed as an independent studio in 2009.

MEET THE HUNTERS
HERE ARE THE FIRST TIER HUNTERS YOU’LL BE SPENDING TIME WITH

MARKOV
ASSAULT CLASS
Markov doesn’t have a surname, though 
his middle name is probably Danger. He’s 
on the front lines; pumping bullets into 
the Goliath with an array of assault and 
lightning rifles for maximum damage. He 
also likes long walks on the beach. 

HANK
SUPPORT CLASS
Gruff, unpredictable and rocking a 
sweet beard – Hank takes up support 
duties. Not only is he able to blast 
monsters with a huge laser cannon, but 
he’s also able to call down orbital strikes 
in a tight spot. 

VAL
MEDIC CLASS
Sure she can heal with AOE health burst 
or give direct aid with a medgun, but 
she’s also a capable fighter. Her anti-
material sniper rifle will ravage foes, 
leaving a bull’s-eye on the target that lets 
your group inflict double damage if hit. 

GRIFFIN
TRAPPER CLASS
Griffin is not only able to effectively 
track monsters through the jungle, 
but he can also tether himself to the 
creature with a harpoon gun impeding 
movement and lay down a mobile force 
field, trapping the Goliath temporarily.

 The Goliath gets progressively 
more dangerous as it evolves, 
gaining the ability to breath 
waves of fire over the hunters. 
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HOW’S IT LOOKING? It’s Predator meets 
Godzilla and it’s awesome. Suit up with 
four of your best buds and hunt a massive 
beast? Yes, we very much want that.

experience will be very familiar to 
those Left 4 Dead veterans among us. 
Though Evolve has more depth than 
its estranged zombified cousin; each 
player takes on a specific role to get 
the job done – the classes are a mixture 
of the new and traditional multiplayer 
archetypes. Sure, you’ve got the assault, 
support and medic classes, but Turtle 
Rock has done a fine job of balancing 
each one’s assault and defensive 
capabilities. Assault, for example, may 
focus on damage dealing with its array 
of large calibre assault and 
lightning rifles, but the class 
also has the ability to deploy 
a personal shield granting 
temporary invincibility. The 
Medic gets similar treatment; 
not only responsible for keeping the 
entire crew alive, but the med also packs 
an anti-material sniper rifle – a unique 
weapon in that it’ll paint a bull’s-eye at 
the point of impact, awarding double 
damage for teammates who are able to 
strike the same area for a short period. 

Turtle Rock is only showing off the 
first tier of classes at this time, but by 
once Evolve ships it’ll have multiple 
characters in each job role to choose 
from. While they will share the same 
basic class ability, the gear will be 
unique – this lets the studio twist 
expectations, first ushering in roles that 
shooter fans will be familiar with before 
letting you run wild with your dream 

team of monster killers. Of course, we’d 
be remiss not to introduce the last of 
the first-tier characters: the Trapper. 
Undoubtedly the ‘expert’ class of the 
group, the Trapper’s involvement can 
make or break a run. Equipped with 
a harpoon gun, the Trapper is able to 
temporarily tether itself to the monster – 
impeding its mobility and any chance of 
escape – though this does, for obvious 
reasons, make you public enemy 
number one for whoever is controlling 
the 30ft jungle terror. The Trapper is also 

able to deploy a mobile arena, a short-
range force field that traps the Goliath 
monster in a confined space, giving your 
team a chance to get healed up and 
make a new plan of attack.

The Goliath isn’t the only danger in 
the forest either. While the monster will 
be out to hunt and feast on local wildlife 
in an effort to speed up its evolution, the 
hunters will need to focus on combating 
Shear’s unruly tenants as they continue 
to track the monster. The jungle is full of 
other dangers; from man-eating plants 
– a truly embarrassing way to die, by the 
way – to other more capable animals. 
Dinosaur-like creatures, called Sloths, 
will produce early scares as they wander 

into your path. They’re just as big as a 
tier-one Goliath, and just as deadly, but 
will only attack when fired upon – in 
fact, we found ourselves escaping an 
early death by leading the Goliath into 
a pack of Sloths and promptly leaving 
the creatures to slug it out as we 
regrouped with our fallen comrades at 
the dropship. 

Evolve has been in development for 
three years, and it shows. On average, 
sessions take between ten and 15 
minutes to complete and they are 

nothing short of exhilarating. 
From the moment your 
combat boots hit the jungle 
floor until the moment the 
30-foot Goliath crumbles, it’s 
a tense and wildly entertaining 

affair. Autumn 2014 feels like forever 
away, but we are already confident 
that Evolve has the capacity to bring 
about a new breed of co-operative 
shooters, despite the industry’s apparent 
insistence on expanding multiplayer 
scope and scale. Whether you plan on 
rocking it Godzilla-style or gearing up as 
a monster hunter, Evolve has the early 
polish, insane fun factor and supreme 
pedigree to define the direction of 
co-op shooters this generation.

 JOSH WEST

“The hunters will need to focus 
on combating unruly tenants as 

they track the monster”

 Going up against a stage two 
evolution Goliath is hard enough, 
but once it hits stage three it’s 
near impossible. A battle of 
attrition to the last bullet. 

PREVIOUSLY

LEFT 4 DEAD
Left 4 Dead was 

a wildly popular co-op 
shooter that pitted four 
friends against zombie 
hordes.

1

COUNTER 
STRIKE: 

CONDITION ZERO
One of the tightest FPS’ 
ever, Condition Zero 
perfected the arena 
shooter for a new age.

2
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PROJECT SPARK
The developer walks us through its impressive game maker

Project Spark is 
currently in beta, with 

PC and Xbox One gamers 
getting the chance to play 

around with the interface and 
try their hands at making games. 

The simple ‘if this, then that’ mechanic 
of designing AI and gadgets in these 
games has already proven to be a 
massive success with Kodu Game Lab 
on Xbox 360 and in this beta with some 
amazing games already made.

“We’ve seen everything from epic 
adventures, to new game mechanics 
never seen before, all the way to the 
completely unexpected,” Project Spark 
creative director Henry Sterchi told us. 
“The community keeps evolving and 
‘one-upping’ themselves daily.”

The variety of games being made 
is really quite surprising. Kodu Lab 
tended towards little puzzle games 
and more retro fare, but with this beta 

we’ve already seen 
third-person action 
brawlers, flight sims, 2D 
platformers and more 
emerge from the minds of beta testers. 
And some of those games were only 
made in the first week of the beta being 
made available.

What’s particularly exciting is that all 
of this creative talent won’t go to waste 
when Project Spark finally launches 
in the Spring, as Team Dakota has 
promised all creations from the PC and 
Xbox One betas will carry over to the 
final release and be playable across 
platforms. That will go for all future 
content made once the game is fully 
operational too, with projects created 
on any platform being playable across 
these devices.

Project Spark is such an open-ended 
idea that it’s still difficult to judge how 
successful it will be, but whether or not 

HOW’S IT LOOKING? For a blank canvas 
game maker, Project Spark is already 
developing a strong personality and that 
bodes well for future games made on this 
new platform.

XBOX ONE
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DETAILS
PUBLISHER 

Microsoft
DEVELOPER 

Team Dakota
CREDITS 

Kodu Game Lab [2009]
Too Human [2008]

Eternal Darkness: 
Sanity’s Requiem [2002]

PLAYERS 
1-TBC

KINECT? 
Yes

SMARTGLASS? 
Yes

RELEASE DATE 
Q3 2014

WEBSITE 
www.projectspark.com

TWITTER 
@proj_spark

THE ART STYLE
The team put a lot 
of time, effort, and 
thought into coming 

up with the right visual look 
and feel for such a genre-
breaking game like Project 
Spark. We decided to go with 
a visual style that lent itself 
well to adventure/RPG-style 
games, but we’ve seen how 
creators have been able to 
take anything in the game 
and make it look completely 
different, whether it’s a 2D 
puzzle-style game, arcade 
remake, or a dark and 
spooky first-person 
shooter.

you choose to be a creator or a player, 
this free download on Xbox One is 
going to be pretty much essential and 
well worth dropping back into from 
time to time.

Henry Sterchi has been good enough 
to give us a little more insight into how 
Project Spark has been designed and 
how it’s taking advantage of Xbox One 
tech like Kinect in the annotations on 
this page. You can read exactly how 
revolutionary this game is direct from 
one of the developers behind it.

 JONATHAN GORDON

WWW.XB1.CO.UK

DID YOU KNOW? Someone has already recreated the opening of Fable in Project Spark and made an FPS game.

“The variety of games being 
made is really quite surprising”
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MAKE AND PLAY
Not only can you use 

SmartGlass with your Xbox 
One as a form of controller 

as you’re creating games in 
Project Spark, but you can 

also use it to play the games 
that have been built for touch 
interfaces. It’s a very versatile 

tool in this game’s bag.

SECOND 
SCREEN

KINECT CAPTURING
The possibilities with 
Performance Capture 
using Kinect on Xbox 

One is really mind staggering. 
Providing gamers with what is 
essentially a mo-cap studio in 
the comfort of their living room 
opens up some incredible 
possibilities. Players can create 
games with VO performed 
by their friends and family. 
They could act out scenes 
from their favourite movies, 
putting them together into a 
montage. Whether this leads 
to digital games of charades, 
or improv comedy sessions, 
or something none of us have 
even thought about yet, is 
very, very exciting. 
We can’t wait to see 
what people create.

KODU INFLUENCE
In a lot of ways, Project Spark owes a 
tremendous amount to Kodu. Not only did it 
prove to us, and the world, that an easy-to-

use visual language is something that resonates with 
people of every background and is accessible to all 
ages, but it also highlighted the power of 
community collaboration, which is a core 
pillar of the Project Spark experience.
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D4: DARK 
DREAMS 
DON’T DIE

INTERVIEW WITH… 
HIDETAKA “SWERY65” SUEHIRO

Access Games director talks to us about 
the power of Kinect and what you can 
expect from his latest creation

Of all the Kinect games 
we’ve seen coming to 

Xbox One in 2014, D4 is 
the one that we come back to 

again and again as an example 
of what can be achieved. For us, 

attempts to make a hardcore yet friendly 
motion control experience with Kinect 
have largely been failures. There have 
been one or two interesting attempts 
and some smart implementation in some 
of the Xbox One launch games, but not 
much to get excited about. Kinect Sports 
Rivals, while a great showcase, still needs 
to prove that it’s more than another party 
game. D4 has no such stigma attached.

From the mind behind Deadly 
Premonition, D4 is the kind of Kinect 
experience that Xbox fans that live and 
breath gaming can get behind. Bringing 
to our minds classic arcade gameplay 
styles, score chasing and fantastic anime 
visuals, Swery65 has concocted a fever 
dream of an investigation game that is 

as crazy as it is fun. Following a time-
travelling investigation into the murder or 
the lead character’s wife, you must match 
gestures on the screen in time with 
events so that the action pushes forward. 
There’s a touch of rhythm action to how 
it all holds together and whether or not 
you got along with Deadly Premonition 
or not may influence your level of interest 
in this game. That said, if you’ve picked 
up an Xbox One and really want to make 
the best use of all that hardware that was 
in the box then you should keep a very 
close eye on D4. 

Watching D4 in action reminded us a 
little of arcade games like Time Crisis 
and Dance Dance Revolution. Are these 
the kinds of games you had in mind 
during development?
When I first started developing on the 
Kinect, I played a lot of different Kinect 
games, in order to study the advantages 
and disadvantages of the Kinect device. 
In that sense, there was no specific 
game I had in mind during development. 
The same is true for the arcade games 
that you mention. If the timing inputs 
and the method and presentation of 
player evaluation reminds you of arcade 

DETAILS

XBOX ONE

games, that could be because I have a 
background as an arcade game designer. 

What drew you towards working with 
Kinect on Xbox One?
The D4 pitch was originally created for 
the Xbox 360 however, after several 
meetings, test builds, and presentations, 
Microsoft came to us with the suggestion 
to develop for the Xbox One. It was a 
great honour, and I remember feeling 
very grateful. As for what originally 
attracted me to the Kinect device, the 
reason I decided to work on it was that 
I felt the potential of a great future. I 
guess I can follow up and say that this 
“potential” is not just an evolution of 
specific game content, but an evolution 
in the style of gameplay itself.

Motion control gaming still feels like it 
has more to prove. Do you think Kinect 
on Xbox One has enough accuracy and 
fidelity to fulfil that promise?
Compared to the Xbox 360 Kinect, you 
can say that the new Kinect is dozens 
of times more powerful. It’s truly, very 
precise. However, the answer to your 
question is no. That is because no single 
device can ever solve every problem.

PUBLISHER 
Microsoft

DEVELOPER 
Access Games

CREDITS 
Extermination [2001]

Spy Fiction [2003]
Deadly Premonition 

[2010]
PLAYERS 

1
KINECT? 

Yes
SMARTGLASS? 

No
RELEASE DATE 

TBC 2014
WEBSITE 

d4-game.com
TWITTER 
@Swery65

“ When I first started 
developing on the Kinect, I 
played a lot Kinect games to 
study the advantages and 
disadvantages ”

 Grieving for his lost wife, you can 
understand if hero David Young has hit 
the bottle to sooth his pain. Travelling 
through memories, on the other hand…
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 The cast of characters you can look 
forward to meeting in D4 are even more 
bizarre and erratic than those we saw in 
Deadly Premonition.

DID YOU KNOW? A character by the name Forrest Kaysen has appeared in both Swery65’s last two games.

No matter how accurate and precise a 
device becomes, the motion of a human 
being is extremely complex. Creating a 
device that can interpret the intent of 
a human being 100 per cent requires 
software that can identify and control 
that information. That’s where we game 
designers come in. My job is to take 
complex human behaviour and turn 
them into symbols that the Kinect can 
translate immediately, and then provide 
those symbols to the players so that 
they can have the best “make-believe” 
experience. I believe D4 is a game that 
can prove to you what that potential is, 
so please look forward to it. 

What can you tell us about how D4’s 
gameplay evolves during the game? 
The gameplay we have previously shown 
at conventions only represents a portion 
of the total gameplay available in D4. In 
other words, D4 is a complete release 
with lots of gameplay. The goal of this 
game is to create an experience that 
allows the player to see the drama, think 
about the mystery, experience the story, 
immerse in the emotions, and thoroughly 
enjoy the game.

Is the episodic structure of the game 
beginning to take shape for you? Can 
you tell us at all about how it will be 
delivered to gamers?
We plan to deliver the episodes 
sequentially, as a continuation of the 
story itself, like Episode One leading onto 
Episode Two… and so on. I can’t reveal 
the exact date or schedule of these 
episodes yet. 

Given that D4 and Deadly Premonition 
are both investigation games, we 
wonder are you a fan yourself of playing 
games in this genre?
Hmm. Come to think of it, I play very few 
investigative games in my off time. I play 
a whole bunch of games – I wonder why?

You’ve mentioned that holding off the 
ending will help stop spoilers. Do online 
spoilers annoy you?
Spoilers don’t really annoy me. When I 
spoke in the past about holding off on 
the ending, the intent and hope was to 
create a period of time where people 
were being held off and the mystery was 
still a mystery for everyone, during which 
players can discuss with each other.

As a side note, when Deadly 
Premonition was released in Japan, the 
North American version last boss (the 
culprit) was released on his own on a 
video sharing site, because the North 
American version was released earlier, 
and that disappointed a lot of players. 
That was pretty sad.

There is a famous piece of Japanese 
literature titled In A Grove. This is one 
of the many masterpieces created by 
Ryunosuke Akutagawa, and in this 
mystery, there are clues pointing towards 
an answer, but the truth is unknown. 
You can get caught up dwelling on the 
truth for quite a long time. It’s stressful, 
but also very fun. That’s the kind of 
experience I’d like to provide.

HOW’S IT LOOKING? Mad and full of 
comedic turns, we’re very excited to see 
how this time-travelling investigation plays 
out and love the Kinect controls so far.

KINECT ESSENTIALS
TIMED MOVES OF A TIME TRAVELLER

THE PUNCH
This is old-school gumshoe storytelling so 
our hero is going to have to throw a few 
punches and since this is a Kinect game, so 
will you. No flailing around though.

WAX ON, WAX OFF
Swiping gestures are a large part of the 
gameplay we’ve seen so far. These often 
appeared timed like a rhythm action game, 
matching the speed of the action to move 
the game along.
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 We explain 
why this is one 
of Xbox One's 
most innovative 
games in 2014.

www.YouTube.com
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METAL GEAR SOLID V: 
GROUND ZEROES
Are these the iDroids we were looking for?

We’re delighted 
to have Snake coming 

back to the Xbox after so 
many years, but we didn’t 

expect that he would share his 
love across the consoles equally. 

Exclusivity is something that we all 
hold dear and MGSV is embracing the 
concept too. As well as two different 
sets of side missions for Xbox One 
and PS4, we’ll also be enjoying second 
screen support through SmartGlass.

Using Snake’s iDroid in-game, you’ll 
get live map support for the game. 
That’s not just an image of the game 
world mind; the iDroid will deliver 
important operational data like heat 
maps so you can find the quietest 
routes, spot enemies before they find 
you, and more. Live tactical support 
like this could prove invaluable as Metal 
Gear makes the potentially awkward 
transition from linear stealth to open-
world sneaker.

Those wondering about the depth 
of the game may be able to rest a little 
easier as a leak of the achievements for 
Ground Zeroes gave some clues as to 
the structure of this little sandbox hors 
d’oeuvre before The Phantom Pain main 

course. We won’t give away too much, 
but as well as the primary Ground 
Zeroes mission there will be a number 
of side and extra missions. At least four 
Side Ops are named specifically by the 
achievements as well as the Jamais Vu 
Extra Op starring everyone’s favourite 
floppy-haired cyborg, Raiden.

Whether or not these five additional 
challenges amount to a £30 game on 
Xbox One we have to remain a little 
sceptical about. As cool as this open 
world experiment is looking, we have 
to keep reminding ourselves that this is 
really just a proof of concept for Kojima 
as he builds towards his magnum opus 
of The Phantom Pain. If this game 
doesn’t work for whatever reason then 
that won’t bode well for the future of 
Snake, and what’s more if it doesn’t sell, 
will that impact the thinking for Kojima 
Productions and Konami? We’d like to 
see all involved see this one through, just 
so we can put it all to bed if we have to.

 JONATHAN GORDON

HOW’S IT LOOKING? The gorgeous new 
engine from Kojima Productions should hold 
up well, and SmartGlass support is a clever 
move to help bridge the open-world gap.

XBOX ONEDETAILS
PUBLISHER 

Konami
DEVELOPER 

Kojima Productions
CREDITS 

MGR: Revengeance [2013]
MGSHD Collection [2012]
MGS 2:Substance [2002]

PLAYERS 
1

KINECT? 
No

SMARTGLASS? 
Yes

RELEASE DATE 
20 March 2014

WEBSITE 
www.konami.jp/mgs5

TWITTER 
@HIDEO_KOJIMA_EN

With SmartGlass on 360 not 
as strong, we’d be surprised 

to see second screen features.

ALSO ON

WATCH THIS
 Have you watched 

the 12-minute 
gameplay demo 
from Kojima 
Productions yet? 
You really should.
www.XB1.co.uk

“A sandbox 
hors d’oeuvre 
before the 
Phantom Pain 
main course”

HEAT OF THE NIGHT
SmartGlass support is a great addition to 
this experiment as it should assist players 
just enough in navigating the world 
without taking away all of the challenge of 
stealth in such an environment.

BETTER ON 
SECOND SCREEN?
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DID YOU KNOW? Your morality choices will affect Vulcan’s appearance. Evil/horns/fire magic vs good/rosy cheeks/weapons.

We want to work for our victories. Yes, we 
love Dark Souls. And yes, we’re intensely 
looking forward to Dark Souls II. So yes, we 
think some games would do well to take 
inspiration from the game that sadistically 
punished us, because we realised that a real 
challenge is what a lot of games are missing.

MORE OF THIS, PLEASE
MASSIVE EPIC BATTLES WHERE WE GET 
OUR ASSES HANDED TO US 

HIGH FIVE
PICK YOUR HERO
In the tradition of the great 

Commander Shepard, Vulcan 
can be a man or a woman, with 
plenty of facial customisation. 

1 FRIENDS FOREVER
Vulcan can romance 

companions including 
mage Sybil and the undead 
Mathras… if that’s your thing.

CRAFTY STUFF 
Customise the look of 

your armour by finding objects 
around the world that can be 
crafted into plates.

MERCENARY 
THINKING

Vulcan belongs to veteran 
mercenary band ‘The Pure-
Blades’, never before defeated.

UNDEAD 
NIGHTMARE

The invading force of evil 
undead are literally called the 
Deadarmy. Imaginative stuff.

2 3 4 5

 Some of the enemy 
design is gruesome. We 
haven’t seen the like since 
Dante’s Inferno.
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BOUND BY FLAME
Now here we stand with their blood on our hands

DETAILS
PUBLISHER 

Focus Home Interactive
DEVELOPER 
Spiders Studios

CREDITS 
Mars: War Logs[2013]

The Testament of Sherlock 
Holmes[2012] 

Of Orcs and Men [2012]
PLAYERS 

1
KINECT? 

TBA
SMARTGLASS? 

TBA
RELEASE DATE 

Q2 2014
WEBSITE 

boundbyflame.com  
TWITTER 

@spidersgames

It takes some guts 
to wake up in a world 

where The Witcher, The 
Elder Scrolls and Dark Souls 

exist, and thin k “You know what 
the world needs? More third-person 

fantasy role-playing games! But with 
nowhere near the budget of Skyrim!” As 
brave a thought as it might be, it’s not 
exactly one that we ourselves would have 
much confidence in right now. But here 
we have Bound By Flame, created by 
Parisian developer Spiders Studios. 

It’s probably unfair to imply that 
enthralling fantasy can’t be done 
on the cheap, or that diminutive 
developers shouldn’t even attempt 
to have a stab at the genre, but the 
competition is fierce, and at this 
point in the 360’s life, we’ve seen so 
many excellent RPGs engage us so fully 
that anything trailing along now is in a 
tough position of competing with the 
shining stars of a generation. So Spiders 
is keeping it small, opting for small-scale 
storytelling over epic emergence. 

The main character Vulcan – despite 
a niggling voice in the back of your 
head undoubtedly whispering “Star 
Trek, they’ve nicked it from Star Trek” – 
therefore seems to be something of a 
blank slate. Able to have their gender and 
a variety of facial features decided on, the 
formation of the character will apparently 
come primarily from a pretty standard 
morality system. 

A magical ambush during battle finds 
Vulcan surprisingly possessed by a fire 
demon, and thus with a choice: embrace 

the literal inner demon and all the spanky 
demon powers that come with it, or fight 
against the fiery fiend in the hope to save 
his/her humanity. But don’t be swayed 
by freaky fire magic just yet; it isn’t just 
your appearance that will change to 
reflect your moral choices, it’s the attitude 
of your fellow humans towards you. Do 
good by humanity, and Vulcan will retain 
their roguish charm, but let Vulcan’s inner 
git reign supreme and you’ll soon find 
yourself the proud owner of a shiny new 
pair of horns, not to mention fiery veins 
and charred skin. 

Unsurprisingly, meeting new people 
looking like you just had a fight with a 
bonfire is going to mean making a good 
impression is somewhat tricky. So the 
choice comes down to whether you want 
to work on your human skills like being 
nice, swinging a big sword around and 
getting to grips with a crossbow, or build 
up your arsenal of new demon powers. 
The price of which is also your soul. Eep. 

Factoring morality into the gameplay 
itself is a wily move; expanding the 
conundrum beyond simply being the 
good guy means there’s more of an 
impetus to make short term selfish 
choices – “Oh, I’ll just go fire demon this 
one time, don’t want everyone to hate 
me…” – and bargaining with your soul for 
powers. Shame on you.

Unfortunately, Spiders’ own Silk Engine, 
used for both Of Orcs And Men and Mars: 
War Logs, doesn’t astound. There’s a 
muddy veneer to every texture, perhaps 
in trying to replicate the grime and 
unwarranted grittiness from the bigger, 
meaner games, but the narrow corridors 
and sparsely decorated ruins are sadly 
the same narrow corridors and sparsely 
decorated ruins we’ve seen so many 
times before. 

Hacking and slashing comes largely 
in the chunky Witcher variety. There’s 
your heavy and light sword swipes, while 

well-timed blocks can force an auto-
counter. The counter seems to lack 
the fluidity of a more comprehensive 
system, though. Dodges once existed, 
apparently, but were removed after 
play-testing due to over-use, which 

we can’t help but feel at this stage was 
the wrong decision. Vulcan only locks on 
while blocking, so the choice is to either 
stand and wait or swipe at enemies like a 
cat going mental at a piece of string. 

There are elements here that do 
interest us – the boss designs so far are 
promising, seemingly created with real 
flair – but when the main competition and 
inevitable comparison is another 360-
only fantasy RPG in Dark Souls II, it needs 
to do something more astounding than 
creatively-designed bosses.

 JORDAN GARLAND

HOW’S IT LOOKING? The Xbox 360 
certainly doesn’t need another game like 
Bound By Flame, but if seeking a standard  
RPG experience to add to your collection, 
then this is one to keep an eye on.

“Let Vulcan’s inner git reign 
supreme and you’ll find 

yourself with horns”

 Some of these 
screens feel like they 
have more polish than 
we saw from the game.

XBOX 360
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DARK 
SOULS II
What is this new devilry?

From Software posed a 
challenge to the industry 

when it released Dark 
Souls in 2011. A remarkably 

high difficulty level coupled with 
a minimalist plot made the game 

somewhat of an oddity, and yet strong 
sales and considerable acclaim have 
led us to a faithful, yet potentially more 
polished sequel in Dark Souls II.

After tearing up Lordran during the 
first instalment, players will be thrust 
into the cursed land of Drangleic. 
Don’t expect it to be any friendlier 
than Lordran, as from what we’ve seen 
so far Dark Souls II is as bleak and 
unforgiving as its predecessor. A recently 
revealed aspect of the reboot is that of 
HP penalties. This time around, if the 
player dies when in hollow form then 
their ‘hollowing level’ increases, in turn 
decreasing their maximum HP. In Dark 
Souls it was worthwhile being human – 
in Dark Souls II it might be essential.

The sense of accomplishment that 
the series is built upon is still the order 
of the day, and From Software has 
promised better covenant actions as 
well – this time with dedicated servers. 
Whether you’re summoning help or 
invading another poor bugger, expect 
there to be a little more PvP action than 
last time out. Once again there are a 
few select friendly NPCs in the game, 
but as before they are extremely sparse. 
Merchants and blacksmiths return, 
but there is also the inclusion of three 
mysterious hags and someone called the 
Green-Clad Pilgrim. The description of 
the hags is pretty vague, but the pilgrim 
is billed to act as a guide for the player. 
This represents a departure from the 
first Dark Souls, and could hint at an 
experience that is more driven and less 
open to interpretation.

Dark Souls has earned a reputation for 
being a game that seems inaccessible 
at first, boasts an impressive arsenal of 
technical combat and a brutal learning 
curve that requires patience and 
intelligence to master. Dark Souls II looks 
set to continue this trend, and may well 
prove to be the hardest game on Xbox 
360. Prepare to die.

 STEVE HOLMES

HOW’S IT LOOKING? Still hard as nails 
and the ultimate in despair, Dark Souls II is 
looking like a neat and spruced-up addition 
to the series.
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DETAILS
PUBLISHER 
Namco Bandai
DEVELOPER 
From Software

CREDITS 
Ninja Blade [2009]

Demon’s Souls [2009]
Dark Souls [2011]

PLAYERS 
1

KINECT? 
No

SMARTGLASS? 
No

RELEASE DATE 
14 March 2014

WEBSITE 
www.darksoulsii.com

TWITTER 
@DarkSoulsGame

 Bosses will still be extremely tough. 
With character designs this good, 
though, you’d be forgiven for not giving 
the actual fight your full attention.

 Spells make a return, allowing you 
to wantonly burn people to death. 
It’s you or them, right? Probably.

 Here’s the Green-Clad Pilgrim, more 
than likely the only friend you’ll find in 
Drangleic. If she is a friend at all…

XBOX 360

 The team 
talks about 
the role of 
Covenants in 
this sequel.

www.YouTube.com

PREVIOUSLY

DEMON’S 
SOULS (2009)

Demon’s Souls developed 
the template that the 
Dark Souls games adhere 
to: bastard-hard action-
RPG.

1

DARK SOULS 
(2011)

Where the series found 
its groove, marrying a 
punishing difficulty level to 
a miserable game world.

2
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SPACE HULK: 
DEATHWING
Another take on a familiar franchise

If you’re disappointed 
to learn Space Hulk 

isn’t the straight-to-DVD 
adventures of Bruce Banner’s 

astronaut years then clearly 
you're not a Games Workshop 

fan. Warhammer 40k is almost as 
exciting. Because it’s 2014 and all the 
good ideas have already been used 
up, at least until we switch to greener, 
renewable sources of ideas, Space 
Hulk: Deathwing is the second attempt 
to bring this series to console gamers 
since a flaky turn-based Space Hulk. 
Deathwing isn’t an out an out sequel, 
that’d be far too simple. It’s an FPS 
mutation developed by Streum On 
Studio, which we’re hoping will pull a 
reverse The Bureau: XCOM Declassified 
if we're very lucky. 

It will be coming to us live from 
Unreal Engine 4, and there really 
couldn’t be a more fitting engine for 
the original space marine. What we 
got to see was mighty fine though, 
capturing the flecked gunmetal hull of 

a ship’s interior quite 
expertly. Up close 
there was no distortion 
or blur. It doesn’t break 
the mould much for 
its art design, but then 
this is a Warhammer 
game. We're not expecting gaming 
to be flipped on its head. What we've 
seen leaves us in no doubt that 
Deathwing will be one shiny beast. That 
said, it wouldn’t be an alien-infested 
spaceship without bloody severed 
limbs neatly decorating the place, so 
expect dismemberment aplenty and 
Fallout-inspired brutality.

There’s some to-be-expected 
branched progression, forcing 
specialisation in one of four skill trees, 
and unlocked with Fervour Points, 
to be shouted at full volume with an 
obligatory fist pump. As a Librarian, 
and given this is the Warhammer 40k 
universe after all, you’ll also unlock the 
power of the Psyker. That’s psychic and 
telekinetic powers to you. 
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DETAILS
PUBLISHER 

Focus Home Interactive
DEVELOPER 

Streum On Studio 
Cyanide Studios

CREDITS 
EYE: Divine 

Cybermancy[2011]
Syndicate Black 

Ops[1999] 
Game Of Thrones[2012]

PLAYERS 
1-4

KINECT? 
TBA

SMARTGLASS? 
TBA

RELEASE DATE 
TBC 2015

WEBSITE 
spacehulk-deathwing.

com
TWITTER 

@SpaceHulkFPS

Even as an eight-foot tall terminator, 
the sense of scale within this ship’s 
greyness is daunting. Coupled with 
increasingly formidable iterations of the 
Genestealers – a Xenomorph/Venom 
hybrid – Streum On Studio is clearly 
intent on making the big gruff shooty 
man feel like an ant thimble. 

At around 12 hours in total, and no 
competitive multiplayer as of yet, four 
player co-op might just bump it over 
the threshold of re-playability, but 
that’s impossible to tell just yet.

 JORDAN GARLAND

WWW.IMAGINESHOP.CO.UK

“It wouldn’t be an alien-
infested spaceship without 

bloody severed limbs neatly 
decorating the place”

 Features     Network     Previews     Reviews     X-ONE Live     

DID YOU KNOW? Space Hulk is based on the 1989 two-player board game pitching Space Marine Terminators against Genestealers.

HOW’S IT LOOKING? Streum On Studio 
barely has a track record to speak of 
and with Cyanide in tow things could go 
either way. 

XBOX 360
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MURDERED: 
SOUL SUSPECT
This case calls for an in-spectre

Gumshoes and ghosts; 
not a combination we 

get to play around with 
often, but in the hands of 

Airtight Games we’re really 
looking forward to them coming 

together. Murdered: Soul Suspect 
has forged elements of a great many 
games together into something really 
unique and intriguing, perfecting the 
investigation game genre on Xbox 360 
just as the generation seems to be 
taking its final bow.

For a start there’s a kind of LA 
Noire-esque investigation system. As 
the recently deceased detective Ronan 
O’Connor you can look at objects 
in the world (but not touch them), 
possess people to read their thoughts 
or see through their eyes and interact 
with things that living people might 
not be able to see. It creates a fun two-
layer effect to the world as the dead 
and living overlap in what’s been called 
The Dusk.

What we’re liking about how all this 
comes together at the moment is that 
it offers those few extra clues and 

insights so that you don’t 
feel like you’re taking stabs 
in the dark. Floating words 
around a clue offer options 
as to what conclusions you 
could make and thanks 
to all your other ghostly 
abilities these tend to be fairly clear, 
at least earlier in the game. It’s an 
embellishment of more realistic 
mechanics that should make for a more 
engaging game experience.

We’re also liking the look of this 
game, somewhere between LA Noire 
and Shadows Of The Damned. The 
Airtight Games team seems pretty 
comfortable moving around between 
art styles having made two completely 
different games in Dark Void and 
Quantum Conundrum. That combined 
action and puzzles experience should 
also combine well for Murdered. As the 
investigation revolves around the living 
world and Ronan must survive in The 
Dusk simultaneously. It’s going to be a 
tricky balance, but this is a studio that 
seems to be going from strength to 
strength with its titles.

HOW’S IT LOOKING? Touching a little on 
DS and smartphone game Ghost Trick, 
Murdered is a smart mix of supernatural and 
detective action. We’d just like to see a little 
more of it soon.

DETAILS
PUBLISHER 

Square Enix
DEVELOPER 

Airtight Games
CREDITS 

Dark Void [2010]
Quantum Conundrum 

[2012]
Pixldbits [2012]

PLAYERS 
1

KINECT? 
No

SMARTGLASS? 
No

RELEASE DATE 
Q2 2014

WEBSITE 
www.murdered.com

TWITTER 
@murdered

There’s not been much more shown 
of Murdered: Soul Suspect since its 
reveals at Gamescom last year. This 
is a slight concern given that we’re 
expecting it to land within the next few 
months, but what we have seen was 
certainly polished enough to give us a 
little confidence. Investigation games 
have really been few and far between 
on Xbox 360, but with Rockstar’s 
graphically impressive number and 
Deadly Premonition making waves on 
the platform, Murdered has something 
to live up to and challenge.

 JONATHAN GORDON

“We’re also liking the look 
of this game, somewhere 

between LA Noire and 
Shadows Of The Damned”

XBOX 360

 Take a look 
at 12 minutes 
of ghostly 
investigation 
for yourself.

www.XB1.co.uk
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TITANFALL
The dawn of a new console generation always takes a little time to hit its stride, but the 

Xbox One’s first system seller is right around the corner. Respawn recently confirmed that its 
fast and frantic FPS would be sticking to tight six versus six action, and it was met with public 

outcry. Comparisons are being drawn to Battlefield 4’s wild 64-player maps in an attempt to put 
Titanfall down, but allow us to be the first to remind you that more players doesn’t necessarily equal 
more fun. Titanfall has more in common with the arena shooters of yesteryear. Respawn is banking 
on the marriage of mech combat and jetpack enabled run-and-gun action to entice gamers, and 
from what we’ve played, the studio is certainly succeeding in its vision of further refining the 
modern FPS model. Respawn’s staff has a legacy of crafting incredible multiplayer experiences, if 
the studio has honed its maps and game types to suit 12 players it’s because this maximizes the fun 
factor. If you want large-scale battles, Battlefield awaits.

XBOX ONE

XBOX 
ONE 

PREVIEW 
ROUND-UP 

SPECIAL
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WATCH DOGS
Weaving every NSA 

conspiracy theory in the 
book together, along with 

innovative hacking mechanics and 
a gorgeous Chicago inspired open 
world, Watch Dogs follows expert 
hacker Aiden Pearce on a mission 
of digital shenanigans. Utilising all 
of the technological tricks at your 
disposal, you’ll be able to hunt 
criminals, cause gigantic traffic 
accidents and generally ruin the 
day of anyone that gives you the 
ol’ stink eye. This is modern warfare 
at its finest, information is king on 
this battlefield.

MGSV: THE 
PHANTOM 
PAIN

Hideo Kojima’s latest 
instalment into the Metal 

Gear Solid franchise is coming 
to Xbox, this on its own is reason 
enough to celebrate. After MGS4, 
it seemed like the series was close 
to collapsing under the weight of 
its own legacy, but Kojima seems 
intent on filling out gaps in the 
timeline. Big Boss is going on his 
largest espionage mission yet, and 
we mean that literally – Metal Gear 
is going open world. Our initial 
scepticism has been replaced by 
reverent awe; bravo Hideo, you’ve 
captured our attention again. 

BELOW
‘Remember when games 

were super hard? Man 
they’re so easy now.’ That’s 

a sentence we won’t soon be 
uttering again, as Capybara’s 
upcoming rogue-like smashes onto 
the Xbox One’s digital shelves. 
Aside from a few trailers, Below 
remains something of an unknown 
quantity – but that’s precisely what 
makes it so damned fascinating. 
Microsoft may have seriously 
messed up when it first detailed 
its indie dev support, but Below 
should go a long way to proving 
the doubters wrong. 

XBOX ONE

XBOX ONE

XBOX ONE

MINECRAFT: 
XBOX ONE EDITION

UNANNOUNCED HITMAN GAME
Agent 47 is in a bad way. IO 
Interactive has cancelled its 
next-gen Hitman project and 
gone back to the drawing 
board. The franchise isn’t dead, 
the studio has confirmed, but 
we might have to wait a while 
for Hitman to resurface. 

DEUS EX UNIVERSE
Eidos Montreal is hard at work 
on not just one new Deus Ex 
title for next-gen systems, but 
a whole host of connected 
experiences. Square Enix will 
be unleashing the full potential 
of the IP in 2014.

FANTASIA: MUSIC EVOLVED
Whenever Harmonix gets 
involved in a music game, it’s 
worth your full attention. The 
original developer of Guitar 
Hero has partnered with 
Disney to create a motion-
controlled rhythm game, 
tackling the world of Fantasia 
and modern pop-culture. 

LORDS OF THE FALLEN
From the senior producer of 
The Witcher 2, Lords Of The 
Fallen is another fantasy RPG, 
but it’s taking more inspiration 
from Dark Souls than Geralt’s 
last adventure. And god damn, 
it sure does look pretty. 

TRIALS FUSION
We’ve been waiting a long 
time for Red Lynx to follow up 
on its hugely popular physics-
based bike platformer. The 
addictive gameplay made it a 
highlight on Xbox 360 and we 
expect more of the same.

This should need little introduction; 
Minecraft is one of the biggest gaming 

properties in the world after all, and it’s 
coming to Xbox One. Following its huge 
success on Xbox 360, 4J Studios is upgrading 
Mojang’s indie phenomenon with a host of new 
enhancements. Sure, it’s hardly a showcase 
for the system’s technical prowess, but with 
the promise of larger and more expansive 
sandboxes, visual improvements and an update 
to the multiplayer features, it’s easy to get 
excited about Minecraft’s next-gen debut. 

4J is also working with Microsoft to allow 
Xbox 360 save data transfers, which should 
go a long way to satisfy those who’ve spent 
way too many sleepless nights rebuilding 
fantasy worlds out of blocks. Minecraft: Xbox 
One Edition missed its expected 22 November 
launch date, and now we’ve got our faces 
pressed firmly against the launch window 
glass waiting for it to arrive. Don’t forget, 
Game Of Thrones: Season 4 is almost here, 
that means new locations in Westeros are 
begging to be built.

XBOX ONE

X-ONE MAGAZINE | 049WWW.IMAGINESHOP.CO.UK

 Features     Network     Previews     Reviews     X-ONE Live     

WorldMags.netWorldMags.net

WorldMags.net

http://worldmags.net/
http://worldmags.net/


There are rumours going around that The 
Division may not make the cut in 2014 and 

could slip into next year. Ubisoft isn’t being 
drawn into the speculation, but then again it’s not 
talking much about this new squad-shooter at all. 
It would be a shame to lose such a promising game 
from this year’s line-up, but given its ambition in 
terms of a persistent online world and co-operative 
gameplay, we’d rather it has the time it needs, 
much in the way Ubisoft has approached Watch 
Dogs and The Crew.

The potential impact of the online technology 
Ubisoft is developing for The Division really hasn’t 
been discussed much yet, but then little has been 
revealed. Instead it’s the environmental tech, 
weather, particle and lighting effects that have 
been turning heads recently. Certainly The Division 
is one of the best looking games announced for 
this new generation, but we think the background 
management of this online universe could have a 
longer-lasting effect.

TOM 
CLANCY’S 
THE DIVISION

THE ELDER 
SCROLLS 
ONLINE

XBOX ONE

Talking about The Elder Scrolls Online at the moment feels like entering into a tug of war. One 
side is pulling for the great multiplayer experience, the chance to explore every inch of the world 

and fight on quests with friends. The other side doesn’t like the idea of paying a monthly fee to play a 
game it doesn’t believe will hold up to the quality and depth of experience of Skyrim. We find ourselves 
pulling for each team depending on what day of the week it is. 

Certainly what we’ve seen and played of TESO has impressed us immensely. If you’re open to MMOs 
already, have played them elsewhere and enjoy the broader Elder Scrolls lore then we think this will be 
right up your street. The trouble is that as an Elder Scrolls game it has to be compared to both the best 
of the MMO world and Skyrim or Oblivion. And being so large and with so many players it seems fair to 
assume something will have to be sacrificed, but we hope we’re proved wrong.

XBOX ONE
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KINECT
SPORTS RIVALS

SUNSET OVERDRIVE
Post-apocalyptic world turned into a shooter 

paradise? Think Dead Rising meets Brink, plus 
the Eighties. Possibly with a little Tony Hawk’s 

thrown in for good measure. Insomniac’s first Xbox 
exclusive seems like a refreshingly upbeat take on 
a genre that it tended to get a little dark with in the 
Resistance series. If anything with its third-person 
view it might be better compared to Ratchet & Clank 
as it attempts to make a game purely about having a 
fun experience.

NO MAN’S SKY
We could be a long way off Hello Games 

getting this open, procedurally generated, 
space exploration game to the Xbox One. While 

we understand the team is expanding, the scale of 
what’s being built will take some time to perfect and 
balance. The fact that the studio was flooded won’t 
have helped things either. Venturing out into the 
unknown to discover new worlds, new species and 
battle among the stars is really the perfect kind of 
adventure though. We’re happy to wait.

XBOX ONE

XBOX ONE

It's a little odd that this showcase of the powers and potential of Kinect on Xbox One wasn’t 
a launch game. We had the Preseason demo to tease us with its potential, but the relatively tame 

experience of water skiing only scratches the surface of what Kinect Sports Rivals is delivering. Our 
guess is that Microsoft probably would have liked this game front and centre for the launch lineup, but 
more time was needed. 

From football to rock climbing and shooting, Kinect Sports Rivals looks to be taking the party game 
formula of previous Kinect outings and hone them into something that demands a little more accuracy. 
That tells us a great deal about the confidence Rare has in this tech. One of the more fun and potentially 
transferable abilities that we're looking forward to trying out is the face and body capture that will create 
your in-game avatar. That's something we hope to see in more games on Xbox One.

XBOX ONE

STAR WARS BATTLEFRONT
We’re hoping for a good few 
years for Star Wars with the 
movies are in the hands of 
Disney and this series in the 
hands of Battlefield developer 
DICE. Expect quality visuals, 
great multiplayer and masses of 
impressive effects in combat.

ENERGY HOOK
Releasing as part of ID@Xbox 
this point-scoring swinging 
playground game from the 
developer of Spider-Man 2 is 
a small game that we really 
want to get our hands on. It’s 
a great, simple concept and it 
should pay off.

GUACAMELEE! SUPER TURBO 
CHAMPION EDITION
Mixing metroidvania gameplay 
with Mexican folklore, 
Guacamelee! is looking like a 
really fun, colourful and intense 
action game. It’s already 
getting rave reviews from its 
release on Steam, so keep an 
eye on it.

PLANTS VS ZOMBIES: 
GARDEN WARFARE
There’s something a little 
odd about Plants Vs Zombies 
becoming a third-person 
shooter, but it kind of works. It 
reminds us a little of the South 
Park FPS. That was a bad 
game. This we hope isn’t.

SNIPER ELITE 3
Rebellion has actually found 
a theatre of WWII that hasn’t 
been overused as it takes its 
Sniper Elite series to North 
Africa. Kill-cam shots look 
likely to return as the gore-
factor goes up with next gen.
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THE EVIL WITHIN
We have very high hopes for Shinji Mikami’s latest terrifying escapade. With all signs pointing 

towards a dark, dank, pressurised gaming experience, this could be one of the most nerve-
shredding games you’ve ever played. That said, there’s still a lot of this game that’s yet to be revealed, 

particularly past the opening asylum we’ve seen so much so far.
You see, there’s actually a much bigger world out there and we have a feeling that survival will take 

greater precedence over horror when you’re out on the streets. Certainly those things don’t have to be 
exclusive, but confined spaces always complement jump scares and games of cat and mouse better than 
concrete jungles. It seems like Mikami and Tango Gameworks are looking to use a mixture of both to help 
break up the game and keep it feeling fresh. Getting the balance right could well prove to be the making 
of The Evil Within as a true classic of the genre.

XBOX ONE

FABLE 
LEGENDS

While four-player co-op with other 
live players or AI and enemies that are 

also controlled by other players is a real 
change in direction for Lionhead and the Fable 

universe, going back in time to the Age of 
Heroes should make Fable Legends feel like a 
true Fable game. Since the more industrial feel 
of Fable III, some of the pure fantasy of Fable 
was lost, but this prequel to the entire Fable 
series will see an unspoilt Albion take the fore.

As more is getting revealed about Fable 
Legends, we also now understand that classic 
Fable customisation will be more of a thing 
than previously imagined, allowing for real 
personalisation of the look of your hero. The 
role of the villain player as almost a Dungeon 
Keeper-style manipulator is going to be very 
interesting too. This may end up being more of 
a dungeon crawler than open explorer, but it’s 
all sounding very promising at the moment.

XBOX ONE
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THE CREW
Open, massively 

multiplayer, multi-terrain 
racers don’t come around too 

often and those that have come 
close to such a concept have 
struggled. They tended to get 
stretched a little thin by so many 
concepts at once. Ubisoft’s take on 
it with The Crew seems much more 
confident in what its attempting, 
drawing on the power of next-gen 
and improved servers to get the 
balance right between different 
racing styles, the open, endless 
road and keeping things tightly 
competitive. Not an easy feat, but 
we’ve been impressed so far. 

BEYOND 
GOOD & EVIL 2

Is this game still coming 
out? Ubisoft isn’t pulling 

it from the schedule so 
even though it was seemingly 
announced sometime in the mid-
Eighties (actually 2008), the return 
of Jade and Pey’j is still on the 
cards. Michel Ancel and his Ubisoft 
Montpellier team have broken 
up development with the well-
received Rayman platformers, but 
since the team is relatively small, 
BG&E2 is taking a little longer 
to put together. When it finally 
gets its proper reveal, expect the 
internet to explode.

STRIDER
Dead Rising 3 aside, 

Capcom seems to be 
taking it slowly with this 

generation. Digital games proved 
to be a massive success for the 
Japanese publisher on Xbox 360 
though, so it’s no surprise that 
its first published work on Xbox 
One is likely to be this new retro 
revival. Strider’s mix of super-fast 
action gameplay, married with a 
exploration platformer style like 
Shadow Complex is the kind of 
classic gaming that made Xbox 
Live Arcade so essential last-gen.

XBOX ONE
XBOX ONE

XBOX ONE

THIEF
What we’ve grown to like most about Thief is that it not only offers a significant challenge, but it 

also allows you to augment that challenge with sub-conditions that complement different styles 
of play. Stealth is always at the heart of things, but perhaps you're a true ghost that will never be 

seen or even vaguely noticed. Or maybe you’re more opportunistic in your approach, taking out guards 
or witnesses as and when you need to. There’s a whole rating system built into Thief that brings that to 
the surface and lets you compare your progress with friends. It may pull you out of the immersion of the 
game a little, but it also adds a little something extra, not unlike playing through Mirror’s Edge without 
using a gun, that hardcore players can look to test themselves against. Whether you choose to push 
yourself to meet these criteria and earn that ghost ranking or wing it and see where you land probably 
says a lot about the kind of gamer you are.

XBOX ONE

THE AMAZING SPIDER-MAN 2
Since Spider-Man 2, we kept 
holding on to the hope that 
one day someone will make a 
great Spider-Man game. This 
may not be it, but we’re willing 
to give it more of a chance 
than most movie spin-offs.

COSMIC STAR HEROINE
From the makers of parts three 
and four of the Penny Arcade 
RPG series, this is a classic 2D 
RPG project inspired by Blade 
Runner and Eighties anime. 
It’s got a bit of a sci-fi Final 
Fantasy feel to it.

MASS EFFECT 4
A recent tease by BioWare has 
made it clear that something 
new in the Mass Effect universe 
is on the cards. Given the 
events of Mass Effect 3, we’d 
put our money on a prequel. 
We’d love a Citadel focused 
game with C-Sec.

EA SPORTS UFC
EA Sports MMA wasn't a 
massive success, but we liked 
what the sports giant was 
doing with the genre. Having 
acquired the rights to UFC 
we're excited to see how it can 
evolve the franchise further.

WARHAMMER 40,000: 
ETERNAL CRUSADE
Looking likely for a release 
in 2015, this is going to be 
an MMO on Xbox One set in 
the well-trodden, but rarely 
perfected Warhammer 
universe. This third-person 
action MMO is being made by 
Behaviour Interactive.
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QUANTUM 
BREAK

Remedy is set to follow up Alan Wake with Quantum Break, an 
ambitious transmedia experiment that works in tandem with a 

television series. Confused? That’s okay, it’s an admittedly strange 
prospect. Quantum Break is pumping the Xbox One’s multimedia 
message into the veins of its latest; if anything can demonstrate 
Microsoft’s strange desire to eliminate the barriers between 
videogames and TV, it’s going to be this. 

Throughout Quantum Break, you’ll be warping time, fighting to 
keep reality from unravelling and perching behind cover with an 
array of weaponry at your disposal. So far, so videogamey. But it’s 
the transmedia elements that set this apart from everything else; the 
decisions that you make will give you a “personal director’s cut” of the 
live-action TV series that ships with the game. It’s bold, it’s crazy and 
it might be a disaster – new IPs like this are why we love this industry. 

XBOX ONE

MIRROR’S EDGE 2
We never expected to receive a sequel to DICE’s awesome free 

running game Mirror’s Edge, but we are pretty damn happy we 
are getting it. The original might have had its problems, but this is 

an opportunity for the studio to refine the troublesome combat and 
address the forgettable story. Either way, Mirror’s Edge is going open 
world – let us endlessly leap between skyscrapers, we really won’t care 
about anything else. 

TALES FROM THE 
BORDERLANDS

Telltale partnering with the Fables, The Walking Dead and Game 
Of Thrones franchises, they make sense. Teaming up with Gearbox 

to unleash an episodic adventure through the world of Pandora 
on the other hand, well it took us by surprise. Telltale has been given a 
blank canvas, a chance to tell an original adventure in the batshit crazy 
universe of Borderlands. If ‘Press Y to bitch-slap Claptrap right in his 
stupid mouth,’ is an option, we’ll be in heaven. 

XBOX ONE

XBOX ONE
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The Farm51 hasn’t exactly been the most prolific developer, but the reveal of Get Even has left us 
with so many questions that we’re being lulled into insane excitement. What’s piqued our attention is 

the promise of “ambitious new dynamic and photorealistic graphics” and sure, we’ve heard that before, 
but The Farm51 is utilising new 3D scanning technology to bring real world environments into the game. If 
we’re to believe the reveal trailer is in-engine, then they are some damn pretty graphics. 

Outside of visual tricks, Get Even promises a branching narrative that will allow you to jump into the 
memories of the game’s heroes. Routes you take in the game, your actions, and enemies you kill will all 
shape the way the narrative unfolds. The Farm 51 is also utilising next-gen’s favourite trick – blurring the lines 
between single and multiplayer modes, letting you invade other player’s worlds and team up with enemies. 
Apparently, you’ll never know whether opponents you’re facing are human or AI – we are intrigued, but the 
pain of Deadfall Adventures is still so fresh.

SUPER TIME FORCE
Super Time Force is an audaciously 

strange single-player co-op game 
coming from Capybara. Wait, single-player 

co-op? That’s right, the heroes here manipulate 
time to leave echoes of themselves when they 
die – meaning you get to team up with loads of 
versions of your dead selves that went before 
you to take on ridiculous bad guys and solve 
puzzles. It’s loud, hella fun and lets you play as 
a dinosaur that rides skateboards. Can we have 
it now, please? 

MIGHTY NO. 9
Kickstarted by legendary designer Keiji 

Inafune, Mighty No. 9 is delivering what 
we’ve been hounding Capcom over for 

years: more Mega Man please. This 2D side-
scrolling platformer is coming straight to Xbox 
One, promising the same level of headdesk-
inducing difficulty that Inafune has spent so 
much of his career propagating. Mighty No. 9 
not only reached its crowd-funding target in 
two days, but also finished raising $3,845,170 – 
that’s over 400% of the original goal.

LEGO THE HOBBIT
TT Games’ last venture into Middle-

earth was fairly forgettable, but Tolkien’s 
children’s tale The Hobbit seems better 

suited to the format than The Lord Of The 
Rings ever was. We’ll be heading on an 
expected journey this Spring to the Lonely 
Mountain, fight a dragon down to the last block 
and recount our adventures in song. TT Games’ 
looks on-form once again after Lego Marvel 
Super Heroes – we just hope it has better luck 
with Tolkien’s world this time out. 

XBOX ONE

XBOX ONE

XBOX ONE

THE LEGO MOVIE VIDEOGAME
This is the sort of licensed 
game we’d usually steer clear 
of, but TT Games’ is perfectly 
positioned to take the 
amusing-looking Summer flick 
and convert it into a family 
friendly experience.

DIVEKICK
The fighting game that took 
conventions by storm last 
year is making its way to Xbox 
One through the ID@Xbox 
program, and we’re thrilled. 
Simple mechanics make this 
an incredibly accessible but 
addictive brawler. 

KINGDOM COME: DELIVERANCE 
This CryEngine 3-powered 
medieval open-world RPG isn’t 
coming until 2015, but it’s hard 
not to be impressed from what 
we have seen, as limited as it is. 
We are always interested in new 
IPs, especially with the talent 
over at Warhorse Studios. 

GEARS OF WAR, 
BLACK TUSK STUDIOS
We thought Black Tusk was 
working on some kind of 
stealth espionage game 
like Splinter Cell, but it 
turns out that was just a red 
herring, because it's actually 
developing the newly acquired 
Gears Of War. Microsoft 
recently bought it from Epic.

XBOX ONE
GET EVEN
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KINGDOM HEARTS III
The big news for Kingdom Hearts fans is the announcement 

that the Keyblade will take on more forms in the upcoming sequel 
to the popular franchise. Tetsuya Nomura has said that as well as 

being used as a gun, the Keyblade will have several other brand new 
transformations. There’s even a chance that the Keyblade could be 
used as a vehicle, if some rumours are to be believed. The final game of 
the Kingdom Hearts series will launch at the end of this year.

DYING LIGHT
So far, we’re seeing Dying Light as a cross between Dead Island 

and Mirror’s Edge as you are dropped into a zombie infested city. 
During the day, zombies are slow moving and relatively easy to defeat 

or evade by climbing/running away and activating traps. The game’s title 
is also a warning, though; when the sun goes down, the zombies’ senses 
heighten, and their bloodlust skyrockets. The combination of parkour, 
zombie hacking and tactical planning looks fantastic.

XBOX ONE

XBOX ONE

Square Enix hasn’t released any extra information on the fifteenth Final Fantasy 
title since its announcement at E3. There, the developer confirmed that the game, 

previously a 2006 PS3-exclusive known as Final Fantasy Versus XIII, would actually be 
a next-gen title appearing on the Xbox One as well as the PS4. Since then, the team has 
remained silent about the game; it was notably absent from both the Tokyo Game Show 
in September and the Jump Fiesta in December. 

It’s no surprise then, to the find that the title isn’t among Square Enix’s line-up of 
games launching in the first quarter of 2014. Still, we're still expecting it to launch at some 
point in 2014, and the development team is urging us to be patient, explaining that it will 
release more information when the timing is right. It’s looking beautiful, but we’re more 
interested in the active combat mechanics we've seen so far. Here’s hoping for some new 
info soon; we’ve been waiting for this one for eight years, after all. 

FINAL FANTASY XV
XBOX ONE
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MIDDLE-EARTH: 
SHADOW OF MORDOR

DRAGON AGE: 
INQUISITION

BioWare has released new concept art for 
this rather hotly anticipated RPG, with the 

latest focusing on Arlathan, the ancient capital 
of the elves. Two other pieces of artwork show off a 
dense forest and a vast city with a broken viaduct, 
two striking locations that hint at the range of 
locales we can expect when we get our hands on 
the title at the end of this year. 

Elsewhere, BioWare has said that the team will 
only add motion control to Inquisition if it provides 

a good experience, stating that it will be watching 
how other motion-controlled games perform over 
the next year and be acting on the response of 
consumers. With Mass Effect 3’s Kinect control 
system resonating well, it’s possible we’ll see 
something similar for Inquisition. We’re just hoping 
we don't get another Fable: The Journey experience. 
There’s still no solid release date for Inquisition, but 
with BioWare constantly drip-feeding information, 
we're keeping our grey warden-trained eyes open.

XBOX ONE

New screens of Shadow of 
Mordor have shown off new 

scenes from this epic title, and 
developer Monolith Productions has 
released some extra information to 
tease our interest further. The game 
puts you in the shoes of Talion, a 
ranger who loses his family and 
everything he holds dear (including 
his own life) before being returned 

to the living by a mysterious spirit of 
vengeance on the night of the evil 
Sauron’s return.

The new Nemesis gameplay 
system shapes enemy relationships 
and characteristics based on how 
the player acts, creating unique 
stories. Each enemy has a name, 
personality, and its own strengths 
and weaknesses. Show mercy 

and leave a character alive and 
they have the potential to level 
up off-screen, appearing later to 
take Talion down. Luckily, Talion’s 
beyond-death experience has given 
him Wraith Powers to hand him 
the mystical edge in battle. With so 
much going on here, this is shaping 
up to be a top-notch addition to the 
Middle-earth universe.

XBOX ONE

WHORE OF THE ORIENT
Based in Shanghai in 1936, 
this troubled title from the 
makers of LA Noire is now 
slated for 2015. An early 
gameplay video was leaked, 
showing action-based third-
person gameplay.

GAME OF THRONES
This episodic title from The 
Walking Dead developer 
Telltale Games will be ready to 
launch later this year. It’s being 
developed in conjunction with 
HBO, and gameplay choices 
will affect the story.

CARMAGEDDON: REINCARNATION
The long-awaited sequel to 
the classic, bloody racer was 
funded via Kickstarter and 
should be landing on the Xbox 
Marketplace later this year. 
New physics promise to make 
this one to watch.

HUMAN ELEMENT
Focusing on the behaviour 
of humans in a zombie 
apocalypse, Human Element 
can be played across multiple 
devices, with each offering a 
different experience. Multiple 
classes will keep things 
interesting when it launches 
in 2015.

ANIMUSIC: THE VIDEO GAME
In this motion-based music 
title, the player’s movements 
generate life in an initially 
desolate landscape as they 
dance in time with music, 
including tracks from the 
likes of Bruno Mars and 
Massive Attack.
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CYBERPUNK 2077
Based on the series of 

table-top role-playing 
games, Cyberpunk 2077 has 

the potential to capture the idea 
of dystopia better than most on 
Xbox One. That’s partly because 
at the helm is CD Projekt Red, 
the development team behind 
The Witcher series. The vice, 
corruption and ambiguity in 

those games translates to the 
darkness of Night City, the setting 
for Cyberpunk. The teaser trailer 
online doesn’t give much away – 
an elite police squad looking to 
take down an augmented woman 
who’s been on what looks like a 
killing spree. 

The developer has promised 
to hold true to the code of RPGs, 

with the style and personality of 
your character having an impact 
on the world around you and how 
various elements of it will react. 
At the moment though there is 
still quite a wait in store, with late 
2015 at the earliest being quoted 
as the release date while CDPR 
focuses on other projects as well 
as Cyberpunk. 

XBOX ONE

WOLFENSTEIN: 
THE NEW ORDER

It may be a reboot for a franchise that incredibly is now over 
thirty years old, but Wolfenstein is still bonkers when it comes 

to gameplay. Though set in an alternative Sixties where the Nazis 
won the Second World War and rule with an iron fist, there’s futuristic 

machinery and weaponry galore as you get trigger-happy with laser 
guns and beyond. We are still waiting on a confirmed release date, but 
2014 is definitely the year BJ Blazkowicz escapes his mental asylum to 
take on the Axis once more.

CHILD OF LIGHT
Mystical and vibrant, Child Of Light is a side-scrolling platformer 

from Ubisoft, set for release this year, though no date has yet 
been confirmed. Players can expect JRPG-style turn-based battles 

and scenery reminiscent of a watercolour painting as you move the 
flame-haired lead Aurora through this waking dream world. 

The task facing players is to recover the sun, moon and stars that 
were stolen by the evil Black Queen. According to developers, some of 
the style has been drawn with Studio Ghibli in mind as inspiration; fans 
of those movies won’t be disappointed.

XBOX ONE

XBOX ONE

058 | X-ONE MAGAZINE WWW.XB1.CO.UKWorldMags.netWorldMags.net

WorldMags.net

http://worldmags.net/
http://worldmags.net/


NUCLEAR 
THRONE

From the team behind 
the mobile gaming smash 

hit Ridiculous Fishing, Nuclear 
Throne is yet to be fully confirmed 
for Xbox One. The game is a 
retro-looking action shooter full of 
mutants, extra limbs and explosive 
weaponry. The visuals are hardly 
next-gen, but the fun factor looks 
like being the real draw here, and 
has us crossing our fingers for 
definite confirmation of the Xbox 
One version in the coming months.

VALIANT 
HEARTS: THE 
GREAT WAR

An intriguing puzzle game 
creation from Ubisoft, 

Valiant Hearts takes letters 
from soldiers of the First World 

War and uses them as inspiration 
for the story. The hand-drawn 
characteristics of the visuals and 
depth to the 2D, side-scrolling 
world make for a very inviting 
universe to enter, and while major 
gameplay details are yet to be 
announced, there is a uniqueness 
to this game that deserves your 
attention, and should definitely be 
on your radar throughout this year.

COBALT
A port of the popular PC 

game, Cobalt is bringing its 
slo-mo evasion and cyborgs to 

Xbox One and 360 in 2014. Little 
is still known about how much 
will change from the original, but 
developer Oxeye has said that it 
feels it has a great platformer on 
its hands, although one that is 
still being pieced together at the 
moment, according to their blog. 
The most interesting addition at 
the moment looks like being the 
introduction of online multiplayer. 
Expect some franctic action.

XBOX ONE

XBOX ONE

XBOX ONE

TOM CLANCY’S 
RAINBOW SIX: PATRIOTS
Team Rainbow returns to save 
America from a terrorist group 
calling itself the ‘True Patriots’, 
who are targeting what they 
call corrupt government. This 
latest instalment will introduce 
new co-op and multiplayer 
experiences that will reward 
teamwork with better 
execution in future missions.

SLEEPING DOGS: TRIAD WARS
With still only a handful of 
hints so far, it’s hard to say 
exactly what to expect from 
this sequel. What we do know 
is that a second instalment is 
coming, and given the style 
and success of the mightily fun 
original (above), this in itself is 
worth getting excited about.

NEXT CAR GAME
We remain firm fans of the 
works of Bugbear and were 
pleased to see its latest 
project get significant fan 
backing after it failed to gain 
traction on Kickstarter. It’s 
now looking like a strong 
contender to reach Xbox One.

SHANTAE: HALF-GENIE HERO
A successful Kickstarter 
project, Half-Genie Hero 
is rumoured to be close to 
release on Xbox One, 
You take control of the 
belly-dancing hero in this 2D 
platformer. Listen out for the 
cool soundtrack too when 
this game finally hits the 
next-gen consoles.

MAD MAX
Not much has been said about this game since it’s initial unveiling, but an open world game in 

the Mad Max universe says plenty on its own. What we do know is that Max will have an Australian 
accent (a big deal), but it won’t be Mel Gibson. We also know that while there will be a host of 

unforgiving weapons, including Max’s favoured shotgun, to use against enemies, ammo will be hard 
to find so players will find themselves resorting to melee attacks in order to survive. Also expected is a 
crafting system that will allow players to build new tools and weapons in order to further their progress. 
Vehicle upgrades will also be a big part of the game, with battles taking place behind the wheel expected 
to feature heavily. Mad Max is scheduled to be released on April 30 this year.

XBOX ONE
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t
hanks to the 
arrival of the 
Xbox One, 
the sky is no 
longer the 
limit. Destiny 
is taking us to 

the stars and beyond, introducing 
an entire galaxy for us to explore 
with the anonymous adventurers of 
Xbox Live. Titanfall is ushering in the 
next iteration of the arena shooter, all 
while Evolve seeks to bring about the 
second coming of co-operative good 
times. Hell, Alien: Isolation is surgically 
removing the S from FPS in a daring 
attempt to stand out from the crowd. 
There has never been a console 
launch with such a diverse and varied 
grouping of first-person shooters 
within its first year – it’s inspiring, and 
a direct response to the complaints 
that have been levied against the 
titans of the genre across the closing 
years of the current generation. 

As the videogame industry has 
emerged as one of the biggest 
entertainment sectors in the world, 
the FPS is its most successful genre, 
but still the best sellers – Call Of Duty, 
Battlefield and the raft of imitators  
– seem reluctant to move past the 
Michael Bay school of design. That’s 
not a problem in itself, but we can’t 
be the only ones to feel like the genre 
is stagnating? Thankfully, a gradual 
decline in sales, not to mention a 
turn in critical and fan favour, means 
developers are finally willing to put it 
all on the line to tap back into what 
makes the FPS so incredible. 

The potential for the first-person 
shooter is immense. Its viewpoint is 
direct, the opportunity for immersion 
truly unmatchable. Thanks to a certain 
2007 release, the military shooter 
prevailed in the war on itchy trigger 
fingers, and so it should have. Call 
Of Duty 4: Modern Warfare was a 
revolutionary single and multiplayer 
experience. But as soon as developers 
saw its success, and started chasing 
trends instead of creating them, 

interactivity appears to have taken 
a back seat to cinematography, 
open gameplay was becoming 
sidelined in favour of suffocating 
linearity. The Xbox One is a 

fresh start for the FPS and, for 
the first time in a very long 

time, there’s something 
here for everybody to get 
excited about.

WWW.IMAGINESHOP.CO.UK

 From the makers of Left 4 
Dead, Evolve is looking to put 
yet another spin on online co-op 
shooters with this stripped down 
experience on Xbox One.

 Titanfall is the biggest 
and first new shooter to be 
landing this generation and it is 
understandably causing a stir with 
its multiplayer campaign.

 If Destiny is successful in merging 
the MMO template with that of the 
traditional FPS, expect to see a boatload 
of MMOFPS arrive in the next two years. 
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In the shadow 
of COD 4
We’ve been in a similar position before. 
The first two years of the Xbox 360’s 
lifecycle were marred by mediocre 
first-person shooters that struggled 
to match the bombast of launch 
exclusive Call Of Duty 2. Instead of 
playing it safe, Infinity Ward dared to 
dream big. While the Xbox community 
at large was still pouring its love and 
devotion into Halo 3, Call Of Duty 4: 
Modern Warfare arrived two months 
later with bold ambition. It rooted the 
series in modern conflict, relegating 
its World War II roots to the history 
books. Halo 3 may have established 
the importance of Xbox Live on a 
new generation of gamers, but it 
was Modern Warfare that demanded 
attention on the world stage. It 
delivered a near-perfect marriage 
between engrossing narrative, 
stunning visual fidelity and multiplayer 
unlike anything we had experienced 
before. It made a fool out of its closest 
rival; Medal Of Honor – Airborne was 
a laboured release in comparison, it 
felt a generation behind. The likes of 
Battlefield 4, Medal Of Honor: Frontline 
and Call Of Duty: Ghosts still feel like 
they’re harking back to COD 4 in terms 
of their story structure and cinematic 
inspirations. It’s been six years and if 
ever there was a time to dare to dream 
big again, it’s now. 

“When writing the Medal of 
Honor games, we tried to infuse the 
gameplay with the soldier’s story. 
That was always the goal – ever since 
the first one back in the Spielberg 
days,” reveals lead EA writer Michael 
McCarthy, who most recently put his 
pen to the revamp of Medal Of Honor 
and its sequel Warfighter. “I don’t 
think that writing for the FPS genre 
is especially difficult. There are times 
when it’s downright easy – “Get down! 
Grenade! Mag change!” – are always 
easy, but to create an emotional 
response for the gamer? That is 
always difficult. The Medal Of Honors I 
worked on had a few of those and I am 
quite proud of those moments.”

That’s the key: moments. The 
original Modern Warfare took the 
globetrotting James Bond fantasist 
inside each and every one of us 
and threw us between memorable 
moments like it was no big deal. 
“You have to be clever on how you’re 
telling the story,” continues McCarthy. 
“Actually, you have to first decide on if 
you’re telling a story. Then comes the 
how. Do you tell it in game? Because 
if the answer is yes, you’d better be 
chummy with the creative director 
and designers because they need to 
work with you to make it work. If you 
just want to tell the story through 
cutscenes, that can get boring, unless 

5 MULTIPLAYER 
CAMPAIGN

The day of the traditional 
single-player campaign 
might be over, we expect 
Titanfall to lead the way 
with its multiplayer-led 
narrative. 

4 SMARTER 
AI

Forza Motorsport 5 
introduced Drivatar, and 
we can’t wait to see what 
developers do with the 
technology. The Azure 
Cloud servers could 
revolutionise same couch 
co-op on Xbox One. 

3 MMO 
ELEMENTS 

As the Xbox Live servers 
continue to improve and 
stabilize, developers are 
finally able to integrate the 
MMO template into other 
games. Multiplayer is only 
getting bigger.

2 EMERGENT 
GAMEPLAY

Worlds are growing in 
size and scope, and with 
Borderlands already toying 
with the concept of a 
completely open world, the 
generation will see the FPS 
expand onto new frontiers. 

1 MOTION 
CAPTURE

Thanks to emerging 
technology, videogames 
are striving for an 
unparalleled level of 
realism. As graphical 
fidelity improves, full body 
motion capture needs to 
become standard practice. 

1 POOR 
STORYTELLING

What is it about first-
person shooters that 
inspire such poor 
storytelling? Explosions 
and setpieces are not a 
suitable replacement for a 
plot that makes sense. 

2 CORRIDOR 
CITY

Have you been to corridor 
city? Where, perhaps, 
you’re in the streets or 
maybe even a jungle, but 
you’re still forced down 
a single restrictive path. 
Oh, you haven’t? Play any 
recent Call Of Duty then. 

3 THE MEATHEAD 
GANG

The banter of some 
shooters is getting 
pretty tired. Revelling in 
destruction in what should 
be a serious setting is just 
making us uncomfortable.

4 REGENERATING 
HEALTH

Seriously, we understand 
Master Chief regenerating 
himself back to good times, 
he’s in a huge suit. But 
regenerating health in any 
shooter outside of sci-fi is 
just plain lazy. 

5 QUICK-TIME 
EVENTS

Your engine looks real 
good, does it? Awesome, 
let me shoot people. No? 
Press X to saw that guys 
leg off. Y to catch the 
falling guy. Ah, B to shoot 
ourselves in the thumbs. 
Why, Battlefield, why?

trending
THE TRENDS WE WOULD LIKE TO SEE RISE TO THE TOP OF THE 

GENRE, AND THE FIVE THAT NEED TO GO AWAY FOR GOOD.

WINNING 
STRATEGY

TACTICAL
WITHDRAWAL
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there is a new way of approaching 
that. Mass Effect, I know it’s not an 
FPS, but it did a great job of this.” 

While Battlefield 3 & 4, and the 
likes of Aliens: Colonial Marines, raced 
towards delivering QTE-heavy and 
in-game cinematics to bring about 
a Hollywood like level of immersion, 
we still look back at Modern Warfare 
as the template. Crawling out of the 
wreckage of a downed CH-46 Sea 
Knight only to slowly die by radiation 
poisoning in Aftermath, and who can 
forget the critically tense encounter 
with Imran Zakhaev in All Ghillied Up 
and the chaos that ensued? These are 
moments that stick with you for the 
better part of a decade. We can barely 
remember past the opening minutes 
of Turning Point: Fall Of Liberty for 
example – and that had Nazis raining 
down across the five boroughs. They 
could have all gone for beers and 
pizza after for all we know. 

It’s interesting to see that most of 
the shooters coming to Xbox One 
in 2014 are moving away from these 
traditional military settings. It’s good 
to see so many in the industry feeling 
they can try something new. Many 
titles are looking to sacrifice the 
traditional single-player campaign 
entirely, while others are doubling 
down on it. If Modern Warfare 
proved anything, it’s that risk can 
offer a lucrative reward – this is what 
the new IPs from Bungie, Respawn 
Entertainment and Turtle Rock 
Studios are banking on. “The inherent 
problem with telling a story in an 

FPS is that most of the publishers 
want blockbuster hits like Call Of 
Duty,” admits McCarthy. “And that 
means bigger, louder, more ‘BOOM 
BOOM BOOM’. And that’s fine, but 
most execs think it’s “either/or” when 
it comes to story. Either you give the 
‘BOOM BOOM BOOM’, or you give 
the story. And ‘BOOM BOOM BOOM’ 
equals money. But you can have both.”

“There will always be the gamers 
who could care less about story,” he 
goes on to explain. “But what you’re 
really talking about is engagement for 
the player. You can do it with story, if 
the story is compelling, just as easily 
as you can with level-ups and weapon 
unlocks. If [players] really didn’t care, 
they wouldn’t keep saying how much 
the story sucked in Triple-A Boom 
Boom 2.”

If executives have attempted to 
ape the success of Call Of Duty as 
McCarthy suggests, then it’s easy to 
see how they may have misinterpreted 
many of its most groundbreaking 
segments. All Ghillied Up translated 
to ‘follow the leader’ gameplay and 
guaranteed that any FPS with the 
cahones to take on the goliath simply 
must feature a stealth mission. What’s 
most disappointing is how Call Of 
Duty 4’s Death From Above mission 

has been misappropriated. It’s often 
heralded as the most authentic 
depiction of modern war – where you 
pilot an AC-130H and rain death from 
the skies on anything that moves while 
staring at a lo-fi infrared screen. It 
gave players an idea of what modern 
conflict is truly like, but drones by 
nature aren’t very cinematic. Battlefield 
and Medal Of Honor have been trying 
to tell a ‘real’ war story for years, with 
the endless PR machine heralding it as 
the future. Bombastic cinematics often 
only pull gamers out of an experience. 

“It’s hard to have gravitas when 
you’re doing stuff that’s so ridiculous,” 
Respawn Entertainment’s community 
manager Abbie Heppe tells us as we 
discuss the current slate of triple-A 
shooters. “I like the whole Hollywood 
action thing, but to me that can’t be 
super serious, it’s cheesy. When it’s [so] 
ridiculous and over the top it’s hard to 
do a serious take on war. The problem 
with trying to create something 
realistic is that you’re limited by 
realism,” Heppe says, adding, “[realism] 
is a lot harder to do, that’s probably 
the type of single player FPS that is 
going to go away. Unless someone 
finds a really new take on it.”

BioShock is the closest we’ve come 
to a ‘new take on it’. By focusing 
on single-player and making the 
player question everything around 
them, Irrational forged a new type of 
emergent and engaging storytelling. 
The first BioShock became a comment 
on player agency in videogames, 
and the Irrational Games-led 

“Some [FPSs] are all bravado and 
explosions, but you don’t go see 
The Fast And The Furious for the 
character development”

 Gamers are 
clearly losing 
interest with the 
current line-up 
of FPS games, 
and are looking 
to Destiny and 
Titanfall for new 
experiences.

 Medal Of Honor and its sequel 
Warfighter performed so badly 
that EA took the franchise out of 
rotation. Damn. 
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pseudo-sequel, Infinite, attempted 
to deliver a Hollywood quality story to 
varying degrees of success. But the 
real success comes from its willingness 
to at least try. That’s something the 
next wave of FPS games will have to 
cling on to if they want to become 
trendsetters of a new generation, 
originality is the key – and it’s here 
where games like Wolfenstein: 
The New Order might stumble. 
MachineGames is hinging success on 
its branding, and a dose of nostalgia, 
to sell its game to players. The 
moment-to-moment gameplay can be 
as tight as you like, but the future of 
the FPS is being carved by innovation. 

“There will always be a place for 
single-player campaigns because there 
is always a place for storytelling,” says 
McCarthy. “Some are all bravado and 
explosions, but you don’t go see The 
Fast and The Furious for the character 
development, it’s all plot. Same with 
most shooters…” he considers, before 
going on to clarify, “Some may be 
crap, but as long as there are stories 
to tell, and twists on how we tell them, 
I think they’ll always have a place in 
triple-A FPS’.”

multiplayer 
leading 
innovation
The new wave of FPS games is 
breaking free of the ‘copy-the-leader’ 
mentality that has driven parts of 
the industry, by simply avoiding 

traditional modes and models entirely.  
The approach couldn’t be simpler – 
developers are running in opposite 
directions with their games, and we 
are just as curious as they are to see 
what sticks and what doesn’t. 

MMOs have long been the 
benchmark to strive for when it comes 
to introducing emergent multiplayer 
experiences, and as Bungie seeks 
to merge the massively multiplayer 
template onto a conventional FPS, 
we are seeing the first true evolution 
of the genre in seven years. As 
developers continue to struggle 
getting a strong grasp on the role 
of narrative in FPS games, Respawn 
Entertainment turns up with Titanfall, 
a game that is weaving its campaign 
directly into the structure of its kinetic 
six versus six Titan on Pilot combat. 

Xbox 360 games like Shadowrun 
and Brink attempted (and failed, mind) 
to implement a ‘campaign multiplayer’ 
of sorts, but perhaps it’s the Xbox 
One and its Azure Cloud servers that 
are the answer these developers have 
been looking for. Dedicated servers 
are readily available for studios at an 
affordable and manageable price for 
the first time. Stable servers are what 
multiplayer-centric games need to 
find on-going success, though we 
still dream of the day that EA packs 
its servers away and relinquishes 
control to Microsoft. If campaign 
multiplayer sticks, how will it affect 
Microsoft’s biggest properties such 

as the upcoming Halo on Xbox One? 
With Cortana out of the picture, how 
long will Master Chief’s plight continue 
to hold gamers’ attention? It’s Halo’s 
multiplayer aspect, after all, that still 
continues to set Xbox Live ablaze with 
excitement. 343’s design director Brad 
Welch has already taken to Twitter to 
talk about some of Halo 4’s multiplayer 
problems, but perhaps it’s because this 
is the perfect platform to find a broad 
and direct consensus on what fans 
are after from their Halo experience? 
It’s entirely plausible that the future of 
FPS is going to be all about connected 
experiences; the Xbox One is built to 
deliver such a thing. 

Of course, not everyone enjoys the 
multiplayer community experience. 
Annoying children armed with a 
microphone and a litany of racial 
slurs can be so off-putting as to steer 
players away from online focused 
games. “We hear a lot that [Titanfall] 
is the future,” considers Heppe. “And 
that combining these two things 
[single and multiplayer] is supposed 
to be great and this is the way to be. 
But I feel that there’s a huge part of 
the audience that likes to play on their 
own and at their own pace. We still 
hear from fans all the time that love 

“If they really didn’t 
care, they wouldn’t 
keep saying how 
much the story 
sucked in Triple-A 
Boom Boom 2”

 What was once traditional 
Bungie multiplayer gameplay 
appeared to go out of favour, but 
the new run of FPS games seems 
to be bringing it back.
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single-player games, or are stressed 
out by multiplayer or just don’t enjoy it 
as much.”

This is where efforts from studios 
like Turtle Rock will come into play. The 
creator of Xbox 360 co-op sensation 
Left 4 Dead is back on the scene 
with Evolve. It seems strange; with 
Destiny promoting its shared-world 
shooter and gleefully anticipating 
hundreds of players interacting with 
one another, when Evolve seeks to do 
almost the opposite. It feels built for 
the gamer that likes to run solo – take 
control of a 30-foot monster and ruin 
someone’s day – and better still for 
those who love the rush of adrenaline 
that only comes from finding victory 
through teamwork in times of attrition. 
Evolve’s four versus one gameplay – 
that blends co-op and competitive 
multiplayer depending on your fancy 
– is here to offset any that might be 
turned off by the larger experiences 
Destiny and The Elder Scrolls Online 
(you can play that in first-person, don’t 
you know, and you can shoot arrows) 
are offering. Though, as Turtle Rock’s 
executive producer Matt O’Driscoll will 
tell you, it’s purely coincidental. “As a 
studio, we don’t worry too much about 
what other people are doing, we just 

make games that we think are going 
to be fun and that we think people will 
want to play,” he says, adding. “That’s 
why we made Evolve. I don’t have so 
much comment on what other people 
are doing so much. We’ve had success 
making what we want to play, and if 
we are creating a trend then that’s a 
cool thing too.”

The future of the FPS? Variety. The 
place of the single-player campaign 
is still uncertain, but we do know that 
developers are doing everything they 
can to deliver new experiences to 
players. This is an exciting time, the 
launch of next-generation technology. 
This is the proving ground for new 
ideas – some of which we will never 
see again, while others will become 
gaming’s latest trend. Between 
Battlefield finally offering 64-player 
multiplayer on consoles, Titanfall 
rebuilding the arena shooter from the 
ground up, Destiny offering the world 
(and then some) and Evolve tapping 
into our long-forgotten love of co-op 
there is truly something for everyone. 
We will be hunting diligently for the 
next Modern Warfare, the game that 
changes everything – and what’s 
exciting is that we will likely be playing 
it within the next 12 months.

Many of Respawn Entertainment’s staff 
were responsible for first bringing Medal Of 
Honor to life, and later, ushering in Modern 
Warfare at Infinity Ward. If anyone is going 

to give this genre a much-needed shake-
up, it’s Respawn with its frantic six-versus-

six pilot on mech arena shooter. 

Despite the industry’s moves to make 
multiplayer more immersive and 

expansive, MachineGames seems intent 
of delivering a homage to the FPS days 

of yore. The studio is hoping to deliver a 
tight single-player experience; we love any 

opportunity to stick it to the Nazis. 

Left 4 Dead is without a doubt one of our 
favourite ever co-operative shooters, 
so we were ecstatic to see Turtle Rock 

returning with a new game, Evolve. It’s 
basically Left 4 Dead meets Predator. 

Exactly, you should go and put your pre-
order down right now.

The creator of Halo is taking the FPS 
massively multiplayer, as it sets players up 
with a galaxy to save. Players will be able 
to venture off onto planets solo, group up 
with random players and take part in huge 

world events. There’s never been a FPS 
quite like Destiny. 

WorldMags.netWorldMags.net

WorldMags.net

http://worldmags.net/
http://worldmags.net/


PRO TIPS

066 | X-ONE MAGAZINE WWW.XB1.CO.UK

T hink yourself an Xbox One expert? Reckon you know the 
console’s ins-and-outs better than anyone? The Xbox One is a 
surprisingly rich system, brimming with features and options that 
aren’t always obvious. Maybe you’ll only use your Xbox One to 

play Call Of Duty, but learn all about this selection of tools and shortcuts 
and you’ll get even more use out of your Xbox One than you already were, 
whether it’s streaming music from your PC or staying in touch with your 
friends faster than ever before.

GET TO GRIPS WITH EVERY SINGLE 
ASPECT OF YOUR XBOX ONE CONSOLE

WorldMags.netWorldMags.net

WorldMags.net

http://worldmags.net/
http://worldmags.net/


X-ONE MAGAZINE | 067WWW.IMAGINESHOP.CO.UK

First start by going into 
the Settings on the Xbox 
One. From here pick 

the Preferences option and make 
sure the ‘Allow Play To streaming’ 
option is checked.

This was an under-utilised feature of the Xbox 360 too, but as you’ll soon see, it’s easy to set up and even easier to use. It’s 
the perfect feature for when friends are around or you’re having a party; hassle-free media playback to your TV.

PLAY MUSIC AND VIDEO WITHOUT TRANSFERRING FILES TO THE CONSOLE

SET UP PLAYLISTS EASIER THAN EVER WITHOUT EVEN GETTING UP

THE ONEGUIDE ISN’T JUST FOR YOUR TV, IT’S FOR THOSE EXTRA APPS TOO

Here your PC will detect 
your Xbox One, which 
will appear as ‘Xbox-

SystemOS’. Double click the 
name and the device will install 
automatically, after which you’ll 
be set up.

Now on your PC go into 
your Control Panel from 
the Start Menu. Here 

choose ‘Devices and Printers’ and 
then in the next screen click ‘Add 
Device’ on the top menu.

To play your PC’s media 
(either music or video) 
simply find and select 

the media you want, right-click and 
choose ‘Play To > XboxSystemOS’. 
Doing so will boot up Xbox Music, 
while repeating the process for 
another file will queue it up.

1

First things 
first, get the 
YouTube 

app for your phone. 
From there find the 
Settings menu, then 
select ‘Connected 
TVs’ and finally ‘Add 
a TV’. Here you’ll be 
asked for a pairing 
code, which you’ll get 
in the next step.

1 Now on the 
Xbox One 
go into the 

YouTube app and 
choose the Settings 
(above YouTube 
Trends). Select the 
option to pair a device 
where you’ll be given 
the code you need to 
enter into the app on 
your phone.

2 Using the 
YouTube 
app you can 

now browse through 
videos and add them 
to your ‘TV queue’. 
You can see a smaller 
version of what is 
displaying on-screen 
as you explore the 
app, so it’s so easy to 
find what you want.

3

2 3 4
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Machinima
With a wide variety of choice, it’s just as well 
the OneGuide helps segregate these things. 
There are the most popular videos, Machinima’s 
featured videos, the most recent videos and the 
exclusive Xbox content – which is mostly guides 
to Xbox One games.

Twitch
With Twitch’s use of the OneGuide, you can 
instantly access the most viewed livestreams, 
those hand-picked by the service and the most 
popular games. Xbox One can’t yet stream 
games through Twitch, but expect that section to 
be populated with our exclusives when we can.

Crackle
You might not have heard of Crackle, but it’s 
worth checking out. Split into four categories, 
this Hollywood video app uses the OneGuide 
to separate TV shows, movies, featured videos 
and even a watchlist put together from your 
viewing history.

STREAM MEDIA TO XBOX ONE

CONTROL YOUTUBE FROM A MOBILE DEVICE

USE ONEGUIDE WITH STREAMING APPS
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PERFECTLY CALIBRATE XBOX ONE TO YOUR TV TYPE

You’ll find the Calibrate 
TV option in the Settings 
menu. Head here then 

choose ‘Display & Sound’, and then 
pick the ‘Calibrate HDTV’ on the 
left-hand column.

Before going through 
the process you’ll be 
asked to have had your 

TV on for five minutes to warm up. 
Additionally it’s worth doing this in 
your room’s typical lighting levels.

Follow the series of steps 
alongside your TV’s 
in-built display settings, 

altering brightness, aspect ratio 
and colour with a string of test 
cards to compare and contrast the 
optimal settings.

1

2

3

MAKE SURE YOU’RE SEEING THE XBOX AT ITS VERY BEST

While you’ll be able to customise the screen options within your own TV’s 
in-built settings, the Xbox One also comes with a feature that will help tailor 
the console to your TV. It’s really worth running through.

SEND MESSAGES THROUGH YOUR PHONE 
FOR EASIER SOCIAL CONNECTIONS

SMARTGLASS KEYBOARD

Typing messages is still a fiddle with 
the Xbox One controller, so why not 
ignore all that for the SmartGlass app? 
Inside the SmartGlass app access the 
menu from the button at the top left 
(the three lines) then tap messages. 
From here create new messages or 
reply to others sent to you by using 
your smartphone’s keyboard. Simple.
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With Kinect plugged in its 
possible to alter the volume 
level of the sound without 
having to use the separate 
remote control. As with all 
Kinect commands, start with 
‘Xbox’ then immediately 
follow up with ‘volume up’ or 
‘volume down‘. Additionally 
use ‘mute’ and ‘unmute’ to 
silence (or unsilence) the TV.

Named the ‘Meld’, Xbox One 
digital games all share the 
same community functions 
in game. While in a menu of 
one of your digital games – 
such as LocoCycle or Crimson 
Dragon – simply press the Y 
button to access the Meld, 
and within it all the social 
features related to it.

The quickest way of using 
Bing is with your voice, just 
say ‘Xbox Bing’ and you’ll be 
taken to a separate screen, 
asking you to say whatever 
it is you’re looking for, so 
say it. The search function 
will kick in immediately, 
picking up content on the 
hard drive related to your 
terms or, failing that, finding 
you something on the Xbox 
Marketplace instead.

VOICE 
VOLUME 
CONTROL

ACCESS 
COMMUNITY 
FAST IN 
DIGITAL 
GAMES

FIND 
CONTENT 
FAST WITH 
BING

NOW YOU CAN LITERALLY 
TELL YOUR TV TO BE QUIET

NOW YOU CAN BE PART OF 
A CONNECTED WORLD

SEARCH YOUR XBOX 
ONE’S HARD DRIVE 
QUICKLY AND EASILY

Xbox invite
Whether you’re in a game invite 
screen or the party chat menu, 
all you need to do is say ‘Xbox 
invite’ and then add their name 
to instantly send your friend an 
invite to whatever you’re playing.

Kinect privacy
If you don’t like the idea of Kinect 
always watching, it’s possible 
to turn off either just Kinect’s 
microphone or the entire camera 
itself in the separate Kinect menu 
in the Settings screen.

If you play games with a large number of friends, or even find yourself switching which multiplayer game you’re 
playing a lot, then some of these Kinect commands will be extremely helpful to you.

It’s always good to know your data is secure, whether that’s your bank account details, online persona or even 
what Kinect can see. The Xbox One can help you better control how your personal data is kept safe.

STAY IN TOUCH AND GET YOUR FRIENDS TOGETHER WITHOUT ANY FUSS

KEEP YOUR KIDS – OR EVEN YOURSELF – SAFE FROM ONLINE ATTACKS

Xbox notifications
But what if you’ve missed an invite 
require or message while you 
were temporarily away? Just say 
‘Xbox notifications’ and you’ll find 
all the important things that have 
happened recently, including invites.

Data security
If you pick ‘Custom’ in the same 
menu, you can cycle through a 
long string of potential data stats 
that can be turned on or off, 
depending on who you want to 
see them.

Xbox, send a message
Using this Kinect command will 
avoid any kind of hassly, long-
winded menu navigation. You’ll 
still need to type the message out 
yourself, but getting to this point is 
much quicker.

Online privacy
If you pick ‘Privacy & online safety’ 
from the Xbox One’s Settings 
screen you’ll be able to tailor your 
online security with one of three 
potential options.

COMMUNICATE FASTER WITH FRIENDS

WHERE TO FIND YOUR SETTINGS
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APPS WITH VOICE CONTROLS
YOU’VE GOT KINECT AND IT WORKS EXTREMELY 
WELL, YOU MIGHT AS WELL USE IT

Xbox Music
You can use Xbox Music 
to stream your own tunes 
from your PC as we’ve 
detailed in previous pages  
– but it can also be used 
as a subscription service, 
like Spotify, to listen to any 
and all the music you fancy 
trying out – with added 
Kinect voice control, too.

Crackle
This is an app focused 
on all things film and TV. 
There’s plenty of trailers, 
original content and even 
movies and shows to watch, 
so if you’re ever stuck for 
something to do, this might 
be a good option. You won’t 
even need to use your hands 
to navigate, either.

4oD
British Channel 4 is 
renowned for its interesting 
– and often edgy – original 
content, and even airs 
content about videogames 
from time to time too, unlike 
most television channels. 
4oD is where you’ll go to 
catch all that, custom-built 
for the Xbox One.

Skype
It’s a pretty big deal for the 
Xbox One, but here you’ll 
be able to keep in touch 
with friends and family 
without any hassle. As 
you might expect from an 
app that emphasises voice 
communication, Skype is 
completely manageable 
using only Kinect.

TED
This is a little more off-the-
cuff, serving up intriguing 
and often in-depth video 
articles with a wide variety 
of intellectual matters. A 
chance to broaden your 
horizons after an evening 
listening to Call Of Duty 
tweens, perhaps, but don’t 
worry, your fingers can relax 
here too.

XBOX ONE PRO TIPS

Every new Xbox One owner is given a single 
opportunity to change their GamerTag for free. 
Considering many of us created our Xbox Live 
accounts almost a decade ago, this could be a 
welcome opportunity. To change it simply head into 
your profile page and click ’set GamerTag’, then pick 
one of the suggestions or make your own.

Because typing in that 25-digit code can be a hassle, 
if you have a QR code to scan – whether it’s for a 
game, Xbox Live Gold subscription or something 
unrelated – just say ‘Use a code’ and the Xbox One 
will instantly pick up your digital barcode.

FREE GAMERTAG 
CHANGE

USE A CODE
HANDS-FREE DIGITAL DOWNLOADS
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INSTANT ON

It’s an easy way to improve your 
console experience. Start by going into 
the ‘Settings’ menu and picking the 

‘Kinect’ option on the top row. From here you’ll 
be taken to the Kinect screen for reference.

Wake up Xbox 
by saying “Xbox on”
This will leave Kinect silently on standby waiting 
for its cue. It won’t listen for any other keyword 
and no, it won’t record your voice while the 
Xbox One is turned off. Shout ‘Xbox on’ when 
you enter the room and it’ll be powered up 
before you sit down.

The option to calibrate the Kinect 
sensor isn’t immediate; regardless of 
whether Kinect picks you up or not, 

choose the ‘Kinect does not hear me’ option on 
the right of the screen.

Automatically 
download updates
This will allow your Xbox One to access 
the internet while the console is turned off 
(technically it’s in standby mode). Whenever 
there’s anything to download it will do 
automatically, so everything’s fresh and ready 
to play when you are.

From here the Xbox One will go 
through a series of automatic fine-
tuning settings – turn up your TV fairly 

loud while the system plays sounds to better 
tweak its own in-built audio detectors.

Resume games quickly
This will save the state of your game when you 
power the Xbox One down, perfect for jumping 
right into the action where you left off last time. 
It’s not 100% right now, but it’s a great feature 
to have all the same. It might not be perfect yet, 
but we’re sure this is something we’ll soon not 
be able to imagine gaming without.  

ONE QUICK AND EASY SETUP PROCEDURE YOU NEED TO GO THROUGH

DON’T MESS AROUND, GET STUCK INTO THE ACTION IMMEDIATELY

INSTANTLY IMPROVE KINECT’S HEARING

1 2 3

While Kinect for the Xbox One is a considerable improvement over the Xbox 360 equivalent, there are still times 
where it might not recognise you. Minimise this by following these short steps to a perfect Kinect experience.

Though the feature isn’t completely ready yet, there are a few options you can enable to make accessing your Xbox One – and the games you’re playing – 
quicker than ever. Head into Settings and then Power & startup, then change ‘Power mode’ to ‘Instant-on’ to find these features.
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Halo: Spartan Assault is a concentrated 
attack on everything Microsoft has worked 

so diligently to craft over the last decade. 
The Xbox’s biggest franchise blossomed under 

the unwavering vision of Bungie, expanded into 
the realms of RTS with Ensemble Studios, and looked 

to be in safe hands as 343 Industries took up the reins. 
Halo has always delivered on its promise of considered 
sci-fi storytelling, of gorgeous new worlds to explore and 
frantically paced combat. Spartan Assault does away with all 
of this. It’s next-gen in name only; a disappointing debut for 
the franchise that helped establish the Xbox brand, and an 
outright disservice of the Halo name. 

We should have seen this coming. Spartan Assault was 
originally released as a mobile game for Windows 8 devices 
in 2013, and its failure to deliver is especially clear in the 
transition to Xbox One. When we say failure to deliver, we 
aren’t just referring to its failing the standards of a franchise, 
but of its general inability to deliver a satisfying or serviceable 
twin-stick shooter experience either. 

It’s Spartan Assault’s core gameplay, the shooting itself, 
that represents the biggest shift in the established Halo 
formula. Halo should have been safe with Vanguard Games, 
the development studio behind oft-overlooked XBLA titles 
Greed Corp and Gatling Gears. The studio stuck with what 
it knows for Spartan Assault; replacing Halo’s first-person 
perspective with a top-down view of the battlefield. As with 
any twin-stick shooter, you control the direction of your 
avatar with the left analogue stick and the direction you 
shoot and aim in with the right. It’s a dramatic shake-up for 

sure, though we aren’t blindly against it – we’d happily take 
another Halo Wars for example – but Vanguard’s approach, 
even at a core-mechanical level, disappoints. 

The familiarity of the weapons, the vehicles and character 
designs is initially appealing. Even the controls are designed 
to comfortably slip into long-time Halo players’ fingers – 
RB to issue a devastating melee attack and LB to activate 
equipment – it all serves to ease you into the experience. It’s 
such a shame then, that the familiarity is illusory, a surface-
deep distraction to appeal to the Halo fan within all us 
gamers. What cuts deepest however, is the realisation that 
Spartan Assault has shed the most important aspects of its 
namesake. The combat lacks any of the strategy or subtlety 
that Halo built its reputation on; the AI is staggeringly 
predictable; and the level design ranges from exceptionally 
dull to outright restrictive. 

A successful twin-stick shooter should pile on the 
pressure, pull your attention away from the wave-based 
gameplay at-hand and keep you on your toes – Spartan 
Assault prefers to keep things simple: strafe and shoot, 
that’s all you need to concern yourself with here. You’ll burst 
through groups of Covenant Grunts and Elites with reckless 
abandon – there’s no need to utilise cover, to really consider 
your weapon choices or even have a suitable plan of attack. 
Running and gunning feels like the antithesis of Halo, but 
it’s what Vanguard has delivered. Whether it’s a serious lack 
of ambition or just a hangover of developing for mobile 
platforms, we expect more from any game bearing the Halo 
name – let alone the debut for the franchise on Xbox One. 

At the very least, you might crack a smile at the inclusion 
of Halo’s multiplayer medals. There’s an initial thrill of seeing 
bonuses like Killionaire and Killimanjaro pop as you play, but it 
quickly becomes apparent that they are way too easy to rack 
up. The time window between kills to keep your combo alive 
is generous, to say the least, and only serves as a highlight to 
the skill that has been stripped away. 

The ‘30 seconds of fun’ mantra Bungie so lovingly imposed 
upon the Halo franchise, should have been translated 
perfectly here, but it's been completely lost. Each level lasts 
– at a push – five minutes, but the slew of repetitive-yet-
simplistic combat never fails to bore you before the end of a 
chapter. Even the inclusion of Skulls, to increase the difficulty 
and amount of XP you can earn from a mission, fail to conjure 
any challenge. The idea is clear, the execution is appalling: 
Spartan Assault wants you to replay missions, to just pick 
up and play for a few minutes while sat at a bus stop or out 
at the shops – but you can’t take your Xbox One outside, 

REVIEWS

HALO: SPARTAN 
ASSAULT
Even Master Chief would walk away from this fight

IN BRIEF
Halo goes top-down in 
this twin-stick shooter, 

but beware: Spartan 
Assault began life as a 

mobile game and never 
quite recovered. 

GAME 
DETAILS

PUBLISHER
Microsoft 

Studios

DEVELOPER
Vanguard 

Entertainment, 
343 Industries

KEY MECHANIC
Twin-stick 

shooter

PLAYERS
1-2

DLC
Operation 

Hydra
ACHIEVEMENT 

DIFFICULTY
Moderate

NEED TO
UNLOCK
117 (20)

XBOX ONE

GAMING EXPERIENCE

TIME

E
N

JO
Y

M
E

N
T

00:01 HALO 
ON XBOX ONE!

01:00 Microtransactions, vom

00:10 First act 
complete, already?

05:00 It’s over, 
thank god.

halowaypoint.com/en-us/games/halospartanassault @HaloWaypoint/343-industries

“Spartan Assault is an 
unresponsive and uninspired 
Xbox One release that we 
can’t endorse”
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 Foolish enough to 
purchase Spartan 
Assault? You’ll want 
to finish this fight 
as quickly as you 
possibly can.

#FINISH 
THEFIGHT

TRENDING

 Watch some 
Spartan Assault 
action as the 
team talks over 
its issues.

www.YouTube.com

 We aren’t slamming the 
use of microtransactions 
for the sake of it, we are 
more than happy with them 
if implemented correctly. 

 Spartan Assault does 
feature an online co-op 
mode; it does little to restore 
any faith in this product.
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and so certain changes had to be made as it leapt from 
mobile to console. Sadly, none of these considerations have 
been accounted for, and what we’re left with is a £11.99 digital 
release that has no intention of holding your attention past 
the minute-length chapters.

The disappointment carries across to the irrelevant plot. 
Spartan Assault is in need of an identity of its own, and the 
promise of filling in some blanks between Halo 3 and 4 falls 
flat on its face. We follow the exploits of Commander Palmer 
and Spartan Davis stationed on Dratheus V, who discover 
the Covenant threat had reared its alien head again… yawn, 
do you care at all about these two UNSC nobodies? Because 
we played through the bloody thing a few times and we’re 
struggling to comprehend how 343 Industries would let this 
out of their sight while Halo 5 is in production. 

To think of Spartan Assault as an alternate take on the 
familiar is foolish, with many of Halo’s classic weapons hidden 
behind a purchase system. You can swap between some 
basic weapons and equipment within levels themselves, 
though if you want access to something bigger – like a sniper 
rifle or Spartan Laser – you’ll need to spend XP, which is 
earned through completing chapters. On the surface, that’s 
fine, though in reality it presents yet another issue. XP comes 
in at a crawl, and the only solution is to activate two skulls 
(for an XP boost) and start the grind. The weapons aren’t 
necessary to make it through a playthrough, but you’ll need 
to consider them should you want to make a run at high 
scores, or if you don’t like the idea of starting a chapter with a 
plasma pistol (of all things). 

What’s worse is that these purchases disappear after their 
first use. When you hand over 2,000 XP to purchase a rocket 
launcher you’d expect to be able to use it for longer than 
three minutes. The migraine-inducing decisions don’t end 
there either; the weapons come with limited ammo and you 
sure as hell aren’t going to find a resupply on any given level. 
You also lose access to the weapon should Spartan Assault 
crash back to the dashboard, which it does frequently. 

HALO: SPARTAN ASSAULT

EXTENDED 
EXPERIENCE

HALO 4
 If you boot 

up Twitch you 
can watch 
other people 
play Halo 4. 

You should probably do 
that instead of playing 
Spartan Assault.

HALO 4: 
FORWARD 
UNTO DAWN

 Netflix 
now has the 
entertaining 

web-series Forward 
Unto Dawn on its 
service. With no Halo 
film in sight, it’s worth 
a watch.

GEOMETRY 
WARS: RETRO 
EVOLVED 2

 Go dig the 
Xbox 360 
out of the 

cupboard and get back 
into Geometry Wars, 
it’s the best twin-stick 
shooter on the system.

This is your typical Spartan Assault chapter
Short and sharp gameplay is fun, but just when things 
get interesting, Spartan Assault is done

SEQUENCE

00:00

00:10

01:00

01:30

INITIALISING SIMULATION
Once you’ve chosen the chapter, accessed your loadout and 
avoided the microtransactions, you’ll need to wait for it to load.

RUNNIN’ & GUNNIN’
No time to waste, jam the left stick in a direction to run and 
hold your finger down on the trigger. Don’t. Stop. Moving.

KEEP SHOOTING!
Argggghhh! Never stop shooting! Enemies run into your line of 
fire, so you could probably stop moving, if you wanted to.

IT’S DONE!
Oh, it’s over already. Thank heavens for that. Three minutes is 
long enough when the gameplay is this exhaustingly dull.

 As far as twin-stick shooters go, 
Spartan Assault is a spectacular 
failure. This isn’t a great start for 
the franchise on Xbox One.

 Halo: Spartan Assault is a dark 
stain on an otherwise flawless 
franchise. Just avoid it.
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Of course, the folks over at Vanguard, 343 and Microsoft 
have another idea to make all of these problems disappear. 
Don’t like grinding for XP? It’s okay, you can buy them with 
credits instead – yes, purchased with real money. Weapons 
and score boosters can be purchased for a hell of a lot 
less in credits than XP, the incentive to waste your cash is 
ever present. The whole system feels a little exploitative; 
if weapons were permanent purchases it wouldn’t leave 
such a bad taste – but Spartan Assault already costs £11.99. 
Microtransactions are an entirely unnecessary addition 
here, and proper optimisation would have been much more 
appreciated than this overly expensive model.

The Xbox One version does also introduce an online co-op 
mode; think of it like a twin-stick take on Firefight. It’s fun 
for what it is, and introduces some inventive two-player 
mechanics, but Spartan Assault’s problems run deeper than 
modes and presentation. If the gameplay wasn’t a lesson 
in exhaustion, the co-op could have been a saving grace. 
There have been plenty of incredible twin-stick shooters 
through the Xbox 360’s life – Geometry Wars: Retro Evolved 
2 and Renegade Ops to name but two – but Spartan Assault 
never feels particularly bothered about trying to reach the 
heights of those releases. It’s coasting on the franchise’s 
legacy, representing the publisher in something of a poor 
light. Whatever way you look at it, Spartan Assault is an 
unresponsive and uninspired Xbox One release that we can’t 
endorse or recommend with any heart. Got more money 
than sense? You’re better off grabbing £10 from your wallet, 
pencilling a Master Chief helmet over Queen Elizabeth II, and 
rubbing your arse with it. 

 JOSH WEST

VERDICT
A disappointing twin-stick shooter, a waste of the 
Halo brand and an embarrassing instalment into 
the Xbox One launch window line-up. 

3

“Running and gunning 
feels like the antithesis 

of Halo, but it’s what 
Vanguard has delivered”

ONE TO REMEMBER Co-op at least means you can share in your dismay at what you're playing.

The cost of really progressing with Spartan Assault
INSERT COIN!

GET GUNS
You’re equipped with a fairly standard 
weapon? It’s time to spend your XP to buy 
new weapons.

OH, MONEY YOU SAY?
Ah, but of course you don’t have enough XP 
to buy that Sniper Rifle. Darn. Good thing you 
can just buy credits instead.

PRICE Min. £0.79 PRICE   Up to £11.99
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The prospect of an HD remake of a 
handheld Assassin’s Creed game that 

received middling reviews isn’t likely to light a 
fire under any but the most hardcore of Assassin’s 

Creed fans. As it turns out, though, Assassin’s Creed: 
Liberation HD is a pleasant surprise and one that has 

something to offer, even for those who’ve found themselves 
growing fatigued with the Assassin’s Creed series.

Liberation’s half-African, half French protagonist, Aveline, 
leads something of a double life as both a respectable high-
class lady and, naturally, a deadly assassin. Her mixed heritage 
allows her to move in different circles and that narrative 
device not only lends a bit of intrigue to an intensely likable 
character, but is used as a gameplay mechanic that serves to 
freshen up the familiar Assassin’s Creed formula a little. 

As Aveline, players can change into three personas, that of 
the Assassin, the Lady and the Slave. Each of these personas 
has unique abilities and has enemy characters react to them 
in slightly different ways. The Assassin is the most competent 
in combat and, unsurprisingly, will be spotted by suspicious 
guards far quicker than the other two personas. When 
playing as the Lady, on the other hand, players can pretty 
much pass unnoticed, but have to rely on bribes and charm 
to achieve their goals, being as they are unable to freerun in 
this guise. 

It’s disappointing that Ubisoft Sofia didn’t do a little more 
with this mechanic by designing missions that are open to be 
approached in different ways, depending on which persona 
the player wants to use. As it is, players are more often 
forced to use a particular persona for a particular mission. 
However, that shouldn’t detract from the fact that using the 
different tactics that each persona supports adds a welcome 

Not quite a stealth hit

ASSASSIN’S 
CREED: 
LIBERATION HD

bit of a variety to a series that’s become repetitive and 
stolid for some of its detractors. At times, Assassin’s Creed 
games forget the appeal of making the player feel like, well, 
an Assassin. Using Aveline’s various guises to fade into the 
background and walk by unnoticed, deceive your enemies 
with a veneer of respectability or outright destroy them, as 
the situation requires, makes you feel like a master assassin 
with a variety of tools and techniques at their disposable.

Before we go too far in praising Liberation, let’s remember 
that this is an Assassin’s Creed game and as such, it brings 
with it a whole host of problems that have blighted the series 
since its inception. Yes, that means plenty of boring tailing 
missions, coming out of a cutscene, being told to open a 
door, only to be dropped back into another cutscene, and 
those lovely insta-fail sections. Then, of course, there is the 
bloated mini-map, full of activities and collectibles that feel 
as if they are there to provide the player with more “stuff”, 
regardless of whether any of it as actually fun or engaging. 
Liberation also has a few unique problems of its own, most 
notably a slow motion combat mechanic reminiscent of the 
mark and execute system from the Splinter Cell games. This is 
clearly a hangover from Liberation’s handheld roots, built for 
a touchscreen. On a controller, it doesn’t feel quite right.

Having bashed some of Assassin’s Creed: Liberation HD’s 
more tedious and frustrating missions, it must also be said 
that the game has its fair share of well-designed missions 
too. Whether a concession made out of necessity when 
Liberation was built for handheld or not, the game’s missions 

IN BRIEF
Assassin’s Creed: 

Liberation runs parallel 
to the story of Assassin’s 

Creed 3 – taking place 
during the American 

Revolution – and follows 
Aveline’s attempts to 

thwart Templar plots in 
the southern state 

of Louisiana. 

GAME 
DETAILS

PUBLISHER
Ubisoft

DEVELOPER
Ubisoft Sofia

GAME TYPE
Action 

adventure

PLAYERS
1

DLC
Voodoo Pack
ACHIEVEMENT 

DIFFICULTY
Moderate

NEED TO
UNLOCK

Survivor (15G)

GAMING EXPERIENCE

TIME
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N
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Y

M
E
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T

00:10 Ugh, another 
Assassin’s Creed.

06:00 Insta-fail 
mission, I hate you.

assassinscreed.ubi.com @assassinscreed/ubisoft

 Despite this nice view, expect 
to encounter one or two 
technical glitches in Liberation.

XBOX 360

02:00 Liking this 
costume mechanic.

03:00 Hey, 
this isn’t bad!

05:00 Another follow 
the man mission!
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often feel more focused than those in the mainline Assassin’s 
Creed games. That focus helps to foster the feeling of being 
a badass assassin, allowing as it does the player to focus on 
doing the few things they are asked to do correctly, rather 
than having themselves funnelled into setpiece after setpiece. 

While Liberation’s clear origins as a handheld game 
might be a boon when it comes to mission design, that’s 
unfortunately not really the case when it comes to the game’s 
technical chops. Assassin’s Creed: Liberation looks pretty 
decent on the whole, but when you run off into a town being 
told you’re going to encounter some crowd trouble only to 
find three mildly disgruntled citizens mouthing off to a couple 
of guards, you can’t help but be reminded that this game 
just isn’t on the same scale as the others in the Assassin’s 
Creed series. Also disappointing, bearing in mind that this HD 
version of Liberation is presumably intended to be definitive, 
is the fact that you’ll commonly encounter minor technical 
issues, from pop-in and frame rate stutters, to the odd 
disappearing NPC. 

Despite those minor technical problems and the 
unwelcome return of some Assassin’s Creed idiosyncrasies, 
Liberation is a worthy entry in the Assassin’s Creed 
series. This game isn’t one to turn Assassin’s Creed haters 
into converts, but it does have enough original ideas to 
surprise those who may have expected Liberation to be 
disappointingly by the book. 

 PAUL WALKER

VERDICT
Liberation won’t blow either long term fans, or 
Assassin’s Creed’s sceptics, out of the water. It 
does, however, have some original ideas.

7

 It’s easy to be 
cynical about both 
HD remakes and the 
Assassin’s Creed 
series; Liberation 
will surprise a few 
people.

#PLEASANTLY 
SURPRISED

TRENDING

ONE TO REMEMBER Aww, they’re having a cuddle. Melee, unsurprisingly,  is still swift and brutal.

 Being able to switch between personas with 
different abilities brings some much welcome 
variety to Assassin’s Creed: Liberation HD. 

 See Assassin's 
Creed’s latest 
hero in action 
in our YouTube 
video review.

www.YouTube.com
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“Want to buy some gear, man?” is the first 
thing you hear from an NPC as you step into 

Castlevania’s new metropolis. We liked that – 
maybe it’s because the game knowingly draws 

parallels between a vampire’s blood addiction and 
substance abuse, maybe it’s because, in one sentence, 

the whole contemporary tone of Lords of Shadow 2 is 
set. Either way, it proves that this new setting for the 
traditionally medieval franchise works wonders.

You’re thrown into this brave new world after a lengthy 
tutorial that, to the game’s credit, operates more like a 
full-blown level than a prelude. Lords Of Shadow 2 gives 
you a taste of all its best assets in the opening half-hour – 
introducing you to different enemy types, the new Void/
Chaos powers that replace the magic of the previous game 
and the action-platforming sections that make a welcome 
return from the prequel. The tutorial-cum-prologue 
even features one of the franchise-favourite bosses – a 
monolithic titan as big as Dracula’s castle itself.

Quash your first boss and everything changes – 
gameplay, story, setting, the lot. After an enjoyable half 
hour of hands-on gameplay, you sit through about another 
half hour of cinematic fluff. The story isn’t bad, it just 
seems to lack urgency. The plot is a relatively convoluted 
affair that sees Gabriel Belmont hurled forward in time to, 
essentially, defend the world from Satan. His powers have 
been stripped from him and the core premise of the game 
is to fully recover your abilities before the showdown with 
the ultimate big bad himself. Along the way, an eclectic 
cast of new characters and familiar faces will help you, 

It’ll make your blood boil

CASTLEVANIA:
LORDS OF
SHADOW 2

betray you and sacrifice themselves for you in standard 
Castlevania fashion.

You’ll often find yourself playing through a section, 
getting into the swing of the deep combat mechanics 
and tricky platforming puzzles, only to be subjected to 
20-30 minutes of exposition-heavy monologue or dry 
exchanges between the game’s colourful cast. These 
cinematics are saved from ever becoming too arduous by 
the high calibre of voice-actor MercurySteam managed 
to employ for the project – Patrick Stewart heads up the 
roster as untrustworthy mentor Zobek, and Robert Carlyle 
lends his gravelly tones to Dracula once again. Though the 
script can, at times, come off as fairly weak, the consistent 
strength of the acting carries even the slowest story beats 
with ease.

Like its predecessor, Lords Of Shadow 2 gives you all the 
anarchic power of being a vampire superhero – the over-
the-top plot, considered pacing and meticulous attention 
to detail could all have come from a DC comic (even the 
tone of the game suits the brooding, heavy heart with 
which DC tells its tales). This comes as a stark contrast to 
its looser, mouthier competitor – the obnoxious, colourful 
DmC (which, to extend the previous analogy, would fit 
firmly in the Marvel realm if it was a comic).

The combat is slower and more considered than DmC’s, 
too – like a lot of games in the genre, Lords Of Shadow 2 
will punish you if you don’t learn your lessons quickly 
enough. Just been rewarded a new ability? Use it, and then 
find other ways to use it. This doesn’t just apply to combat 
– getting around the Assassin’s Creed Lite platforming 

IN BRIEF
Satan is returning to earth, 

and it’s up to Gabriel 
Belmont (harnessing 

the powers of Dracula) 
to regain his lost power, 

avoid his vengeance 
hungry kinsmen and stop 

Hell itself from taking 
over everything.

GAME 
DETAILS

PUBLISHER
Konami

DEVELOPER
MercurySteam

GAME TYPE
Action-

adventure

PLAYERS
1

DLC
N/A

ACHIEVEMENT 
DIFFICULTY

Hard
NEED TO
UNLOCK

Classic Flavor 
(5G)

konami-castlevania.com @castlevaniaLOS/CastlevaniaGame

 We didn’t talk much about the 
graphics in this review, but we think 
these screenshots say all you need 
to know about the game’s looks.

XBOX 360
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 Whether it’s 
dribbling down your 
chin, pumping out 
of your self-slashed 
wrist or spattered 
on the floor, blood 
is everywhere.

#THERE 
WILL BE 
BLOOD

TRENDING

 This is Chupucabras. It owns a 
shop and is sickeningly sycophantic 
towards you. We hated its over-
enthusiastic voice so much.

 Even the most basic of enemies 
show detailed and original character 
design – something often found 
lacking within the genre.

“The consistent 
strength of the voice 

acting carries even 
the slowest story 
beats with ease”
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[GAME NAME]

ONE TO REMEMBER The modern setting of Castlevania: Lords Of Shadow 2 actually fits the game very well, despite the series’ medieval roots.
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This Is The First Boss You’ll Have To Overcome
The first boss is a tour through the mechanics; a novel 
way of dealing with the necessary tutorial phase

SEQUENCE

00:10

00:15

00:20

00:25

THE PALADIN ARRIVES
After dealing with some drones, the Paladin drops in – he’ll 
pepper you with projectiles as you fight off more grunts.

A CHASE SEQUENCE
Once wounded, the Paladin retreats to the safety of the Titan – 
you must ascend the towering war machine in pursuit.

YET MORE CANNON FODDER
New enemy types are introduced, requiring more offensive 
variety in the form of your Void- and Chaos-powered attacks.

RIGHT IN THE HEART
You make it to the heart (or head, or something) of the Titan 
and fill it with your toxic blood. End.

WWW.XB1.CO.UK

 We’re surprised Gabriel doesn’t 
end up thick with crusted blood 
– it gets all over his chin, his 
sleeves, his hands. Sheesh.
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sections can be just as punishing as combat if you don’t 
take your time with them. We kept trying to rush through 
some of the longer traversal sections, and the game 
repeatedly chastised us for our impatience.

The pace is adeptly switched up when you encounter 
a horde of enemies, though – with the intelligent AI 
constantly responding to your attack patterns, you’re 
forced into being proactive. DmC or Metal Gear Rising: 
Revengeance will let you wait around for an opportunity 
to parry, but Lords Of Shadow 2 keeps the pressure up – 
lingering near enemies with your finger on the Left Trigger, 
ready to parry, will be met with unblockable attacks. 
Constant assaults will be met with dodges and blocks. 
Combat is dynamic, and to be successful, you have to 
utilise all the abilities at your disposal. This means making 
the most of your Void and Chaos powers.

The Void Sword will drain enemies’ health as you attack, 
and can fire freezing projectiles useful for suppressing 
ranged attackers. The Chaos Claws are more offensive, 
breaking through defences and dealing major damage to 
weaker enemies. The only way to charge up these powers 
is by landing fairly lengthy combos on enemies – who then 
drop orbs. Absorbed by tapping the left or right stick in, 
charge can be given to Void or Chaos, respectively. This 
adds an interesting level of strategy to the game – you 
must always, always consider how much charge you’ve got 
left in each bar. Some enemies can’t be defeated without 
Void or Chaos powers, and if you’re depleted when you 
encounter them, you’ll have to work up some mad combos 
to restore your vampiric gifts. (We ended up in a few boss 
fights trying desperately to land weak combos on our 
enemies after we realised the only way to finish the bout 
was to blast our foe with a Chaos fireball… you don’t want 
to get into that position, trust us.)

You will die in this game. That’s a fact. It is hard. 
Reassuringly hard, but still very hard. After you’ve spent 
a good ten hours with it (which you will – it’s significantly 
longer than it’s predecessor), the combat system will 
start to make sense – you’ll understand how to deal with 
every enemy you encounter and when and when not to 
parry. It can be a gruelling journey, grasping the combat 
mechanics, but one that becomes incredibly satisfying 
once you’re settled in. Towards the end of our playthrough 
of Lords Of Shadow 2, our reflexes were twitch-like – you 
see the tell-tale signs of an unblockable attack, you push 

down the Left Trigger and slide away. See a normal attack 
coming your way, and you parry. You don’t even think 
about it, you just do it – the fact the game conditions you 
this way is incredible. We’re sorry for the constant DmC 
comparisons, but unlike Capcom’s game, Lords Of Shadow 
2 just won’t let you finish the game until it thinks you’re 
ready, which might take some time.

The open-world aspect of the game can, at times, feel 
unnecessary. There are a lot of secrets dotted around and 
bonus arenas to locate, but since traversal generally takes 
so long (running speed is painfully slow, fast-travel spots 
are sparse), it often feels like a chore to go back to an area 
you’ve already explored. The platforming sections offer 
a nice change of pace too, but sometimes they take just 
a little too long to figure out and traverse, with handling 
sometimes becoming annoyingly clunky.

The open world does offer the game something a lot 
of other hack ’n’ slash action-adventures don’t, though, 
and that’s the sprawling panoramas and the cinematic 
spectacle. With a player-controlled camera making 
everything far easier to explore than the original Lords Of 
Shadow did, exploration is rewarded with stunning vistas 
atop the gothic-industrial metropolis Dracula finds himself 
in. Where a lot of games in this genre keep you confined to 
claustrophobic subterranean corridors, Lords Of Shadow 
2 takes the time to bring you outside and admire the 
gorgeous scenery MercurySteam has evidently spent a 
long time putting together.

Lords Of Shadow 2 is a marked improvement over its 
precursor – a credit to MercurySteam’s attentiveness 
to fan feedback. Let down only by some cumbersome 
platforming sections and a bloated story, Lords Of Shadow 
2 is a potent farewell to this generation. The developer 
stated that it wanted to round the Lords Of Shadow story 
off this gen because ‘that’s where it started’, and we’re glad 
MercurySteam stuck to its guns – this is one of the best 
looking things we’ve played on the 360, and it’s exactly 
how we want to remember the console.

 DOM PEPPIATT

VERDICT
A feast for the eyes, a gauntlet for your thumbs and a 
satisfying puzzle for your brain to chew on, Lords Of 
Shadow 2 is a competent jack-of-all-trades.

8

EXTENDED 
EXPERIENCE

BLOOD 
KNIGHTS 

 This XBLA 
game is 
nowhere near 
as fun, well-

made or good-looking as 
Lords Of Shadow 2, but 
does have vampires in.

DMC
 Both games 

see you save 
the world 
from demons, 
control 

abrasive protagonists 
and slash and bite your 
way to victory.

DEXTER
 More 

grounded than 
your typical 
vampire 
series, Dexter 

is still very much a 
blood-sucker, just in an 
intelligently different 
way…
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“Unlike DmC, Lords Of 
Shadow 2 just won’t let you 

finish the final boss until it 
thinks you’re ready”
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 The vocal haters 
will be glad to 
see the back of 
Lightning, and even 
we’re glad she’s 
finally stepping 
aside to allow the 
series to continue in 
a new direction.

#AND DON’T 
COME BACK

TRENDING

ONE TO REMEMBER Win quotes and poses are based on the outfit worn when the final blow was struck. It shouldn’t impact which you use, but it obviously will.

IN BRIEF
An action-heavy take on 

the traditional ATB system 
shows that Square Enix 
has more of a way with 
real-time combat than 
many would expect. A 

fitting finale.

PUBLISHER
Square Enix

DEVELOPER
In-house

GAME TYPE
Costume-

swapping RPG

PLAYERS
1

DLC
About nine 
billion new 
costumes, 
probably

ACHIEVEMENT 
DIFFICULTY

Hard
NEED TO
UNLOCK

Monster Bane 
(90G)

GAME 
DETAILS

 No, there’s no chocobo racing 
mini-game. You do get to nurse 
one back to health though, 
LIKE THAT’S THE SAME!

 The time mechanic lends itself 
brilliantly to multiple playthroughs 
– you can’t and won’t see 
everything first time around.

“”

 If it seems like we’re focusing on 
combat here, that’s because we are. It’s 
undoubtedly the strongest aspect of 
the game.
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It used to be the case that you knew 
exactly what you were getting from a Final 

Fantasy game. Square’s flagship franchise 
played the same tune for almost 20 years, 

deviating only for the odd misguided spin-off just 
like every popular franchise does. But these days, with 

the name applied to strategy games, adventures, rhythm 
action games, beat-‘em-ups and everything else besides, 
it’s hard to know what you’re getting without first doing 
your homework. Hell, in the space of this trilogy alone, 
Square has gone from linear yet mostly traditional RPG to 
overwhelmingly open time-hopping Pokémon protege to 
this, the closest thing you’re likely to play to a Devil May 
Cry RPG.

With Capcom’s hardcore action game by far the best 
in its class, it’s not a name or indeed a comparison that 
we’d throw around recklessly. And sure, it might not seem 
at first that Lightning Returns deserves to even share the 
same page as the most hallowed name in action gaming 
– as in Lollipop Chainsaw, the initial move set seems 
simplistic at best. But give it time, learn the mechanics 
rather than lazily holding and slapping buttons and the 
depth quickly becomes apparent – there are parries, 
cancels, combos, ‘just frame’ commands (where perfectly 
timed inputs are rewarded) and just about every other 
hardcore action staple, all tied together by the kind of RPG 
basics that the series, after nearly 30 years, sort of has 
down already. There’s no traditional levelling system here, 
meaning that it’s only through better gear and new skills 
that Lightning’s stats improve.

Well, that’s not strictly true. Stat boosts also come 
as quest rewards, but that’s all tied into the game’s 
wonderfully stressful time management system. The 
world is on its last few days and while saving enough 
souls can push back the deadline slightly, the clock is still 
a more terrifying enemy than any of the over-designed 
monstrosities that have wandered in from XIII and XIII-2. 
So while some missions might see you tracking all over 
the land across a number of days for a big payoff at the 
end, others offer smaller boosts but can be completed in 
minutes. And so the juggling begins, as you desperately try 
to make the most efficient use of what little time you have. 

The pressure is immense but the rewards – particularly 
those from the five main story missions, which you can 
tackle in any order you like – make it all worthwhile. And 
if it doesn’t work out, you can simply go back to the start 
once you reach the end of days, Dead Rising-style, with 
all your skills and stats intact. Being hit with a Game Over 
screen after 30 hours is never fun but this is a system that 
works and, with the game designed around it, works well, 
like it or not.

Third strike and she’s out... in style

X-ONE MAGAZINE | 085

LIGHTNING 
RETURNS: FINAL 
FANTASY XIII

That same attitude can be applied to most aspects 
of Lightning Returns, actually – there will be those who 
hate the game based on the characters, the lineage, the 
previous games or the bold new approach but like it or 
not, it works. Square can clearly do action and while we’re 
not talking DMC levels of technicality, it’s a deeper and 
more interesting action-RPG than some of the big names 
that have been doing the rounds for decades. As the third 
game in the trilogy, the story won’t make a great deal of 
sense to anyone who hasn’t already decoded the fal’cie/
l’cie/cie’th mumbo jumbo but to be fair, it does as good 
a job as possible at tying up the millions of loose ends 
presented by two games of plot holes, jargon and ludicrous 
unlikelihoods and some of the revelations are, if you’re au 
fait with XIII and XIII-2 at least, actually pretty neat. 

Similar to how the story is almost pure fan service; 
mechanics too take their cues from the last two games 
even though this one sits in almost an entirely different 
genre. The Garb system is an interesting, high-octane twist 
on the Paradigm mechanic, for instance. Each outfit comes 
with its own skills and buffs, but it’s up to you to augment 
these fancy costumes with new skills and accessories to 
make three outfits you can cycle between in battle. 

While earlier battles might let you get away with having 
three offensive Garbs on the go at once, later ones (and 
the surprisingly tricky boss battles) aren’t so forgiving 
– you’ll need a trio that works well together, and you’ll 
need to know when to switch between them. It requires 
a lot more dexterity than you might have expected. The 
Stagger system returns too, but it’s more than just a way 
of granting bonus damage for wailing on one particular foe 
now. Here, you need to exploit weaknesses and use certain 
types of attack to earn a Stagger, although the damage 
boosts and lingering debuffs these cause make doing so 
even more worthwhile than ever.

While those that disliked XIII and its sequel might not 
find anything here to convert them – or at least not allow 
themselves to be converted by a strong action-RPG due 
to its cast or past – fans will find an entertaining and 
surprisingly innovative full stop to this chapter of the Final 
Fantasy franchise. Next stop, FFXV. Which, from what 
we’ve seen so far, looks to be taking this action emphasis 
to the next level. Hope you weren’t too attached to waiting 
around looking at menus…

 LUKE ALBIGÉS
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lightningreturns.com @OfficialFFXIII/FinalFantasyXIII

VERDICT
While not a traditional Final Fantasy game or indeed 
even an RPG by some measures, Lightning Returns 
shows that Square can innovate in a stagnant genre.
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Tomb Raider: Definitive Edition might be 
the first Xbox 360 game to be granted a 

next-gen update, but it certainly won’t be the 
last, and we fear Square Enix has already set a 

dangerous precedent. While we relish the opportunity 
to return to one of the most wonderful action adventure 

games from the 360, the value of this package simply isn’t 
there to justify the price of entry. 

Let’s recap: 2013’s Tomb Raider brought about the return 
of Lara Croft, gave her a new origin story and – more 
importantly – an opportunity to escape the mediocrity the 
archaeologist’s career had been languishing in for so long. 
In fact, it was such a rousing success, that we awarded 
Tomb Raider with nine out of ten citing it as “a near flawless 
example of how to reboot a franchise”. So, what’s the 
problem? The problem is that all of you lovely readers should 
have heeded our advice 12 months ago and played the hell 
out of Tomb Raider to 100 per cent completion already. If 

Incredible game, questionable release tactics
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TOMB RAIDER:
DEFINITIVE 
EDITION

you’ve already picked this up for 360, there’s little reason to 
dip in again by picking the Definitive Edition up, especially as 
it’ll run you full RRP. The changes are entirely cosmetic, and 
many of them are so subtle that only the most discerning will 
ever notice them. 

Lara’s character model, for example, has been entirely 
rebuilt for Xbox One, though you’d only realise were you 
running a copy of the 360 version side by side. Lara also took 
a trip to the hairdressers; adopting physics-obedient bangs 
thanks to TressFX technology. Instead of a swinging lump, 
her hair has individually defined strands that react – in some 
regards – more realistically to the world around her. Though, 
truth be told, it has a tendency to look like wires are dangling 
from her head; the TressFX tech does little to impress us here. 

The touches are tiny; a small glimpse at what Crystal 
Dynamics is working towards on next-gen technology. 
The inclusion of preorder-only tombs and the multiplayer 
DLC does little to sell this package to any that have already 
bought in. That said, if you didn’t play Tomb Raider the first 
time around – get your act together and sort it out. Tomb 
Raider is still that incredible nine out of ten experience, it’s still 
one of the best action adventure games that’ll you will find on 
the Xbox 360 – but there’s nothing here (worthwhile, at least) 
that separates it from previously released versions. 

 JOSH WEST

IN BRIEF
Lara Croft returns in a 

HD upgrade, but is this 
the next-gen Tomb 
Raider we wanted? 

(FYI, the answer is no.)

GAME 
DETAILS

PUBLISHER
Square Enix

DEVELOPER
Crystal 

Dynamics, 
United Front 

Games

GAME TYPE
Action-

adventure

PLAYERS
1-8

DLC
No

ACHIEVEMENT 
DIFFICULTY

Easy
NEED TO
UNLOCK

Big Game 
Hunter (15G)

 None of the little 
technical or pacing 
problems have been 
fixed in the definitive 
edition, the changes 
are purely cosmetic. 

 Tomb Raider is 
basically the story of 
the worst day ever. Poor 
Lara, she goes a little 
bit mental by the end.

VERDICT
All we can say is that if publishers are going to start 
overcharging for slight next-gen upgrades, this is 
going to be one hell of a long generation.
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We probably should be saving this 
soundbite for the end of our review, but it 

does encapsulate the spirit of the community 
playing Rekoil on day one rather well: “You mean 

we paid for a beta?!” says one of my Minutemen 
team mates in the middle of a team capture the bag 

session, “I don’t care,” says another Minuteman, laughing, 
“It’s still better than COD.” 

That’s definitely a more subjective point of view than 
usual: Rekoil is a team FPS in the spirit of a pre-original 
Xbox era of gaming. It’s the kind of stripped-back shooter 
where prestige is just an arbitrary concept attributed 
to players who consistently perform, where 13-year-old 
murder-death killers who can pick you off with a shotgun 
from 800 yards are somewhere else, and where players 
who are simply good at pointing a crosshair and pulling RT 
at the right place and the right time can do well. A familiar 
roster of weapons and classes await you, you’ll need to get 
a feel for those and whether a heavy machine gunner or 
a scout will work better on the Sawmill map, for example, 
but for a gamer who’s seasoned in online shooters, the 
learning curve is a sharp incline. 

It’s fair to say we felt comfortable with Rekoil pretty 
much from the moment we first pulled the trigger, so it’s 
easy to see where its major flaws are. It’s quite unpolished 
– we were greeted by an ugly menu with animated sprites 

A team FPS too late

REKOIL
that look like a first-year media student’s Flash project; 
corpses hang around, twitching on pieces of scenery like 
they’ve just been shot with a 40,000 volt taser; and more 
serious problems besides, like servers crashing often 
enough to become a nuisance in an online-only game. 
Apparently Plastic Piranha is dropping patches on a daily 
basis and maybe those playing the Greenlight version of 
Rekoil on Steam are happy to suck it up. That’s the nature 
of PC gaming, right? Especially old-school PC gaming 
– you’re not hardcore enough unless your Voodoo 2 
graphics card has melted itself in the effort to complete a 
deathmatch. But we’re playing on a closed piece of console 
hardware and we expect a degree of quality from an XBLA 
game backed by a professional publishing house. 

Most of all though, we went into Rekoil thinking, “Cool! 
we can play this without taking a degree in COD.” And 
a couple of hours in, we were bored. With the number 
of team FPS games available today, do we really need 
another Counter-Strike?

 BEN BIGGS

GAME 
DETAILS

PUBLISHER
505 Games

DEVELOPER
Plastic Piranha

GAME TYPE
First-person 

shooter

PLAYERS
2-32

DLC
N/A

ACHIEVEMENT 
DIFFICULTY
Moderate

NEED TO
UNLOCK

Untouchable 
(35G)

“Maybe those playing 
the Greenlight version 
of Rekoil on Steam are 
happy to suck it up”

VERDICT
The idea of an FPS in the spirit of Counter-Strike is 
sound enough, but Rekoil needs to do a lot more 
than emulate this Valve classic to pull it off.

5

rekoil.com @RekoilTheGame/RekoilTheGame

IN BRIEF
A back-to-basics – with 
an emphasis on basic – 

multiplayer first-person 
shooter with a handful of 

game modes, maps, a lot of 
weapon and class types, in 
the spirit of Counter-Strike.

XBOX 360
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ALL THINGS ONLINE, DIGITAL AND DOWNLOADABLE
LIVE

FORZA LIVERY 
DESIGN TIPS

VARY YOUR STYLE

THINK IN PARTS

1 I get a lot of source images from Google 
Images, but that usually comes after the 
initial idea. Sometimes I’ll manipulate an 

idea in Photoshop to stylise it to see if I like 
that particular stylisation. As an example, I 
used a two-colour rendering of Mike Tyson 
on my Hitman Fight Gear design in FM4, 
and used the same two-colour stylisation on 
Georges St. Pierre on my Underarmour FT-86 
and Ferrari F12 in FM5.

2 I don’t like to keep doing the same thing 
when I design so I try different ways and 
shapes all the time because no matter 

how much you think you know, there are 
always things to learn and always people who 
are better that you can learn from.

1My number one tip that I use to design is 
to not look at images as a whole. What I 
mean by that is when I look at a picture in 

my mind I split that image up into parts and 
reconfigure it out of the shapes in the livery 
editor. That is half the battle won before you 
have even started.

2 I use Adobe Illustrator a lot for image 
staging, and my computer is set up 
next to my Xbox One, which helps with 

researching and for recreating things in the 
editor. It is also important to have patience 
and be honest with yourself. If you feel like 
it doesn’t look right, it probably doesn’t. It is 
not uncommon for a more complex design to 
take six, nine, or even more hours. The more 
you use the editor, the better you get.

3 I get some pretty good support from 
other artists on both forzamotorsport.
net and the Forza Artist’s Facebook 

page. My wife also shows interest in my 
designs, but is also not afraid to tell me 
when something is off. Having a cheering 
squad is good, but it is just as important to 
have people who will be honest with you 
about your designs and places where you 
can improve.

FORZA MOTORSPORT 5 CREATORS 
GIVE US THEIR TIPS FOR MASTERING 
THE ART OF LIVERY DESIGN

CREATOR Mindbender PhD

GOOGLE IMAGES BE PATIENT AND HONEST USE THE COMMUNITY

CREATOR 
SILENCEDMYKHAM

WWW.XB1.CO.UK088 | X-ONE MAGAZINE WorldMags.netWorldMags.net

WorldMags.net

http://worldmags.net/
http://worldmags.net/


 Features     Network     Previews     Reviews     X-ONE Live     

GO FOR PIXELS

COPY + PASTE

START SIMPLE

TRANSPARENCY

OUTLINE OBJECTS

DON’T OVER-DESIGN

EXPERIMENT WITH SHADOWS

1 I do pixel art, so a new design 
starts with deciding on a game 
and then tracking down a sprite 

sheet. The complexity of getting 
a sprite into Forza increases not 
with its size, but with its palette 
so things from the 8-bit era are 
definitely easier but really any 
sprite is doable. From there I lay 
down a template in Forza and start 
replicating the image.

2 Putting 1000 individual 
squares in a nice orderly grid 
would take forever without 

copy and paste. You can grab 
multiple layers and copy them as a 
group, which enables me to lay out 
a new template pretty quickly. Also 
the D-pad allows you fine control 
over the position and size of a layer. 
For me that’s essential to ensure 
everything lines up properly. 

3 Pixel art is a good place to 
start. I am not an artist at 
heart. Tunes I can do all day 

long, if you couldn’t tell by the 
gamertag, but IRL I have trouble 
drawing convincing stick figures. 
Pixel art was good for me because 
it allows you to basically paint by 
numbers. Be prepared to spend a 
good amount of time to complete 
an intricate design. At first each 
sprite took around an hour, meaning 
that the FF1 design represents 
about eight hours worth of work.

1 For photo style images, I frequently play with 
the transparency of objects to soften the 
effects. A huge time saver is the grid feature 

for creating groups. It’s actually an old school way 
of graphic reproduction. If you have Photoshop, 
you can select to “view grid” and size the image 
so the grid matches the one in the Forza group 
editor. By building the shapes using the grid 
lines as reference points, you’ll end up with more 
accurate recreations. I find it especially useful 
when doing logos. 

1 I frequently take a group of shapes, copy it, 
change the colour of the bottom one black and 
make it slightly bigger to make a nice outline. I 

also use it to save time on duplicate objects to save 
time or to move one part behind another.

1 I find an image that I like, that I think will be achievable. 
I’ll spend some time looking at it, assessing, seeing 
what shapes I can use to construct it, then I’ll sketch 

out some design ideas before starting work on the vinyls. I 
find myself seeing an image somewhere and thinking “That 
would look good on Forza. How would I build it?” After 
that, I use a very limited selection of shapes to build my 
vinyls. I know what works for me, even though that means I 
tend to only work with ten different shapes.

2 I like to work on a large scale, 
with the vinyl really big, so I can 
put detail in and know it will look 

great when the scale is reduced. Also, 
flipping certain parts can save a lot of 
construction time, but is only useful in 
some cases. Other than that, it’s just 
constructing it layer by layer; Outline, 
Fill, Detail, Shading.

2 Use only a few colours and let them repeat 
throughout the design. Be wary of over 
designing. On the practical application side, 

start simple. Even complicated pieces break down 
to simple components. In the case of the guitar I 
created, I first built the basic shapes needed for 
each component and grouped them. Body top, 
body sides, bridge, tail piece, pickups, knobs, neck, 
frets, fret markers, etc. Then I can go back to each 
group and start filling in the detail. It’s interesting to 
watch it come together.

2 Start with simpler designs and work up to 
avoid getting discouraged and giving up. You 
should also play with the shadow shapes to 

see how they can be manipulated. Those shapes 
are great for giving objects form and blending 
colours. Both can really make a design great!

CREATOR STUZIB85

CREATOR 
ENGINEERJARED

FIND THE SHAPES WORK BIG

CREATOR 
GROO 93

CREATOR SKETSES
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1 The grid in the vinyl group designer is 
incredibly useful. Make sure it’s on by 
clicking in the right stick to use it as a guide. 

If you’re working from an image try putting a 
grid over that too, and work square by square.

THE GRID

2 There are a wide variety of vinyl shapes 
to pick from. For early designs, keep 
it simple with solid shapes. You can 

manipulate their size, length, width, orientation 
and more back in the editor.

SHAPES

3 At this stage it’s not that important what 
colour you pick as you can always change 
it later. What can be useful though is 

picking different colours with each object you 
use to help differentiate them.

GO FOR CONTRAST

4 We decided we’d make our X-ONE logo 
in the game and rather than stretching 
out a square into a rectangle and 

spinning it, we found Skew to be a much more 
useful and accurate tool for our X.

SKEW

5 Rather than placing the object and 
moving on to the next one, we chose 
to press Y to stamp. This essentially 

places the vinyl, but loads up an identical one 
immediately so you can place it again.

STAMP

6 When you have multiple vinyls on your 
screen, you may want to act on them in 
one go, changing them together. That’s 

going to mean highlighting them by pressing 
RT. Alternatively hold it and move the left stick.

HIGHLIGHT

CREATE A 
VINYL GROUP
MAKE A START ON DESIGNING YOUR 
OWN ART TO PASTE ON YOUR CARS
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10 If you want to you can group 
together your final vinyl combination, 
but be sure to save it. Press the 

guide button and apply the appropriate tags so 
that others can find it to if you want to share it.

SAVE

7 With a bunch of layers highlighted, press 
A to bring up some editing options. These 
include positioning, which also means 

further resizing for rotating, copying layers and 
grouping for decluttering your work.

GROUP

11 Now in Apply Decals area you can add 
your design. Select a new layer on any 
part of your car and select Load A 

Layer Group. This will bring up any saved layer 
groups you’ve created.

ADD VINYL

8 A simple example of how you can build 
a shape is stamping a circle and then 
gradually increasing or decreasing the size 

to thicken its line. We found this very handy 
creating the O in our logo.

BUILD A SHAPE

12 Now you can place your new design 
anywhere on the car you like. Use 
RB to select the Move, Size or Spin 

controls and be sure to use the D-Pad for fine, 
pixel by pixel control of your adjustments.

PLACE YOUR DESIGN

9 Now that you’ve grouped some objects 
together you can begin to apply the 
colour you really want to things. Highlight 

the objects, press A and select Change Colour 
from the editing menu.

COLOUR

Looking at other people’s designs is a good 
way to get inspiration. Start small and be 
patient with it, It took me a few weeks of 

leaving, coming back and improving 
little bits of my work before I 

even put any of my vinyl 
groups on a car.

CREATOR 
SPIDER FINGERZ

LOOK AT 
OTHER 

DESIGNS

BREAK YOUR IMAGE DOWN
The one trick that I use on almost 
everything I paint is breaking down the 
image into different portions so that 
the image doesn’t overwhelm me. For 
example, the Titanfall image I painted 
was broken down into about six different 
groups. I painted the mech, the person on 
the arm, the gun, the foreground of the 
city, the background of the city, and then 
the right side of the city, all separate, and 
then put them all together to form the final 
image. The image by itself is very complex, 
but when you break it down into smaller 
sections, it’s much more manageable.

CREATOR 
KCTIGERFAN
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When GTA Online 
was announced 

it felt like a truly 
genre-defining feature, 

but when the multiplayer 
component for GTA V was 

added it didn’t hold a lot of that 
promise. Now, with the release 
of the Creator Mode, part of that 
potential has been realised, and 
it’s really quite impressive.

Jumping straight into creation 
at any point during online play is 
a doddle and, once loaded, you’ll 
have a top-down view of the 
entirety of San Andreas. Imagine 
that spectacle of character 
switching, but now your own 
crisp-encrusted fingertips are in 
control. You can mystically float 
from the bodybuilders of Vespucci 
Beach and, within moments, find 
yourself peering down at Los 
Santos from the top of Mount 
Chiliad. It’s slick and smooth 
– barring awkward camera 
blockages – which is an essential 
factor for mission creation.

It’s all handled from this top-
down camera, the centre of which 
is the icon for whatever it is you 
want to place into the world. 
Though there’s a long checklist of 
elements that need to be ticked 

off – mission name, description, 
accompanying image and the 
like – a warning icon tells you 
precisely what needs to be filled 
out or properly placed. Though 
you’ll spend most of your time 
navigating menus, it’s intuitive 
enough that you’ll know exactly 
what to tackle and when.

It’s true that the current set of 
tools is fairly restrictive, but that 
doesn’t mean there isn’t plenty of 
variety available for those with a 
little creativity. Objects can only 
be placed where there is room; 
there’s no object clipping here. 
But whether it’s crafting a post-
apocalyptic pile-up on a bridge for 
a deathmatch or carefully placing 
ramps for your high speed races, 
the possibilities in this huge world 
are outstanding. Hopefully new 
modes and creation options will 
be added over time to make it the 
truly expansive addition it deserves 
to be, but the promise is here and 
you really should give it a go.
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360 DLC

1: MT CHILIAD DEATHRACE 
Though it’s perhaps not the most intricate of creations, this cycle race 
down Mount Chiliad manages to provide one of the most hilarious GTA 
multiplayer events yet. With only the finish line to reach and an auto-
restart should you fall off your bike, it’s not the fastest but the safest 
that wins this job.

2: NUKETOWN REVISITED 
Though there are a number of Nuketown recreations, this is the best 
example of Call Of Duty: Black Ops’ most popular map. It highlights 
the creativity and quality that some creators will be capable of.

GTA CREATOR MODE
WE PUT GTA ONLINE’S CONTENT CREATOR TO THE TEST, 

 Super simple and robust, 
but at the expense of 
total creative freedom. 
Nonetheless here is a solid 
set of tools, that could – 
and should – be updated 
and added to over the 
course of the game’s life.
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3: SKY HIGH FIGHT 
We’re not quite sure how this stage was created, but it’s hilarious all 
the same. A team-based fistfight hundreds of metres in the air, this job 
is as much a test of dexterity as strength.

5: FIGURE 8 JUMP RACE
Though this doesn’t have as much creativity as the others here, it does highlight how a keen eye for detail can turn San 
Andreas into a solid race track. There are plenty of natural hazards to turn this dockyard into a proper racing event.

4: FLOATING TRACK 
Similar to Sky High Fight, this job has you racing across floating 
buses and platforms. Motorbikes are the best bet here, but for added 
challenge (and hilarity) try it with bicycles instead.
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Launch windows are often a tricky time 
for any new console, but thanks to DLC 

those day one titles have seen their shelf 
life increase exponentially. Now might be the 

time when you would have considered trading in 
a game like Dead Rising 3 for something new, but as 

the first of four planned episodes drops onto Live it might 
be worth clinging onto it for a little longer. Taking on the 
role of Adam Kane, a spec ops commander, your mission 

Bore of the living dead

is to infiltrate Los Perdidos and retroactively influence 
the events that unfold in the original game. Broken Eagle 
retains the core appeal of Dead Rising but offers little in 
the way of innovation or interest. Despite playing as the 
antagonist, you’ll find yourself wrapped up in familiar fetch 
quests and errands for dullard citizens. Kane’s assignment 
is also shockingly short – coming in at just over an hour – 
and so capturing the president becomes something of an 
afterthought. Truth be told, you’re going to spend most 
of your time here dicking around with new weapons and 
vehicles – after all, who doesn’t want to slaughter zombies 
with a minigun? 

Sadly, you’ll be doing this all solo – the omission of the 
co-op mode stings, and the development team’s admission 
that this is done to focus on narrative is a colossal 
oversight. When it comes down to it, the DLC is simply 
an excuse to return to Los Perdidos and spill some blood, 
being told you can’t do it with a pal is just disappointing. 
If you’re struggling to find things to play on your Xbox 
One before the Spring games arrive, then Broken Eagle 
might be the DLC you’ve been looking for. If you can hold 
out a little bit longer however, the lack of co-op and short 
campaign mean this is for the die-hard DR3 lovers only. 

 JOSH WEST

IN BRIEF
Jump into the boots of the 

bad guy spec ops dude, 
kidnap the president, and 
kill a bunch of zombies. A 
standard afternoon in Los 

Perdidos then.

GAME 
DETAILS

PUBLISHER
Microsoft

DEVELOPER
Capcom 

Vancouver

GAME TYPE
Open world 

brawler

PLAYERS
1-2

DLC
No

ACHIEVEMENT 
DIFFICULTY

Hard
NEED TO
UNLOCK

Eagle Has 
Landed (20G)

 Considering how much we 
enjoyed Dead Rising 3, this 
was a disappointment.

 The story is pretty lame, 
but you’ll have a lot of fun 
taking advantage of the new 
weapons and vehicles. 

VERDICT
If you need an excuse to return to Dead Rising 3 then 
this first DLC pack might just be it, don't expect to be 
blown away though. 

5

ONE DLC

OPERATION 
BROKEN EAGLE

DEAD RISING 3
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ASSASSIN’S CREED IV 
BLACK FLAG: FREEDOM CRY
If you aren’t interested in the recently released 
Liberation, then perhaps Freedom Cry is for you. 
Freedom Cry will offer a short but ultimately 
sweet story DLC. It’s more of the same, but god 
damn ACIV was good. 

DEFIANCE: 
THE 7TH 
LEGION DLC
The 7th Legion 
is coming to 
Defiance this month, 
introducing a new 
group of soldiers 
to battle alongside, 
taking the fight from 
San Francisco to, 
Manhattan. Defiance 
moves from strength 
to strength.

ADVENTURE 
TIME: EXPLORE 
THE DUNGEON 
BECAUSE I 
DON’T KNOW! 
CHARACTER 
PACK
Jump in as Gunter, 
Peppermint Butler or 
the King of Mars and 
then cry over your 
bad game-purchasing 
decisions. Great show, 
awful game.

LEGO MARVEL 
SUPER PACK
The downloadable 
Asgard Character Pack 
adds eight new Lego 
figures to mess around 
with: Odin, Sif, Hogun, 
Volstagg, Fandral and 
Jane Foster, and the 
dark elves Malekith 
and Kurse. You know, 
all the old favourites…

DARK: CULT 
OF THE DEAD
Look, Dark was okay. 
Alright, we’re being 
generous – it was 
pretty rubbish. If for 
some reason you still 
own Dark and enjoyed 
it, then there’s this 
DLC pack available. If 
only you could play it 
anonymously.

Ignore the haters, Call Of Duty: Ghosts saw Infinity Ward return 
to form – and while we’ve been enjoying the content offered on 

launch, we’ve been eagerly anticipating its first DLC drop. And it 
doesn’t disappoint. Sure, £11.99 is pricy (it really makes you consider 

that damned season pass) but the four maps do enough to kickstart our 
obsessive midnight gameplay sessions all over again. 

Fans of Modern Warfare 2 will be happy to see a Scrapyard-inspired map in 
the pack, dubbed Ignition, which takes players to an aging Florida space launch 
facility. BayView and Containment are, again, fairly compact maps – they feel 
purpose-built to get players using the new Maverick weapon, a dual-purpose 
Assault and Sniper Rifle that can switch firing modes on the fly, depending on 
your particular tactical needs. Still, most attention will focus on Fog – a medium 
sized map that takes cues from classic horror movies. There’s a cabin in the 
wood, an eerie campsite, oh and if you complete a specific Field Order you get 
the opportunity to don the persona of Michael Myers as the classic soundtrack 
from Halloween pumps through your speakers. It’s a crazy addition, but then 
Activision has been no stranger to doing crazy things with its DLC in the past. 

Onslaught finally introduces a new level to Extinction, the awesome co-op 
mode introduced in Ghosts. Two new characters, an all-new alien species to 
pump full of led and new weapons make the DLC pack worth owning by itself. 
Onslaught is a great first addition to the Ghosts package, and should be enough 
to drag you back into Ghosts’ frantic action. 
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ONE DLC

DLC 
RELEASES 
THIS MONTH

 While the pack only 
includes one new weapon, it’s 
already starting to shake up 
the state of play. 

 The alien hunt mode 
continues to excel in ways that 
zombie mode couldn’t. 
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GAMES 
TO TAKE 
ON ALIEN 
SCUM

WITH ALIEN GETTING ANOTHER 
CHANCE TO PROVE ITSELF AND 

HALO CEMENTING ITS 2014 RELEASE, 
WE FOUND THE BEST ALIEN-

BASHING TITLES ON XBOX

XCOM: ENEMY 
UNKNOWN

2K Games
Firaxis Games
Xbox 360, 2012

The aliens are invading and 
you must stop them with 
overwhelming firepower and no 
small amount of tactical nous. 
XCOM came to the Xbox 360 
with a passionate if slightly niche 
fanbase that helped bolster its 
reputation. Now it’s considered 
to be one of the few examples 
of a strategy game being done 
right on consoles, shedding the 
weight of PC to Xbox 360 control 
schemes and mechanics as if they 
were never really a problem in 
the first place. Now, we have one 
of the best alien invasion titles 
established, we’re excited to see 
what comes next.

MASS EFFECT 2
EA
BioWare
Xbox 360, 2010

Reapers to the left of us, 
Collectors to the right and there 
we were, stuck in the middle 
with even more aliens. In Mass 
Effect we made a distinction 
between aliens we can have a 
friendly chat with and those that 
kidnap humans and shoot at us 
on sight. That seems like a fair 
line of division to us. Anyway, 
for its action chops, great team 
mechanics and suicide mission 
build-up, Mass Effect 2 remains 
a great action game. The fight 
against the Collectors was a 
great step up from the Geth in 
Mass Effect and for us still a little 
stronger than Mass Effect 3. 

MUST-PLAY GAMES FROM THE XBOX CATALOGUE
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DEFIANCE
Trion Worlds
Human Head Studios
Xbox 360, 2013

Our most recent experience with 
handling alien incursions on our 
precious planet, Defiance was 
an interesting mix of Homefront, 
Borderlands and World Of 
Warcraft, made all the more 
curious by a tie-in TV show. Some 
didn’t take to its structure or held 
the relatively poor show against 
it, but we loved the community 
aspect of it, the exploration and 
the PvP combat. As far as MMOs 
on Xbox 360 go, this is about as 
good as you’re ever likely to get. 
And then there are those massive 
alien monsters. We couldn’t get 
enough of them either and we 
made humanity's last stand.

GEARS OF WAR
Microsoft
Epic Games
Xbox 360, 2006

There’s something rather intimate 
about the relationship between 
the Locust and the COGs in 
Gears Of War. Few games 
have brought you so close to 
your alien antagonists, letting 
you smell what they had for 
breakfast that morning. And that 
was really GOW’s party piece, 
getting you in nice and close so 
you could unleash Lancer justice 
on these pitiful invaders. They 
simply couldn’t have expected 
that you’d be taking a chainsaw 
to their chests. It’s a magical 
moment that almost makes 
you thankful they invaded in the 
first place.

HALO 2
Microsoft
Bungie
Xbox, 2004

Following the industry-changing 
experience of playing Halo on 
Xbox, there could be only one 
unanimous feeling among those 
who finished it; ‘I hope the next 
one is set on Earth’. Halo 2 would 
ultimately only spend a brief 
amount of time defending Earth 
directly; the fight is taken to the 
Covenant in this sequel. With 
both the Elites and Brutes against 
you still in this game, you have a 
wide variety of extra-terrestrial 
life forms to lock in your 
crosshairs. With such engaging 
action, it’s no wonder that Halo 2 
remains one of the most popular 
games released in the series.

THE ORANGE 
BOX

Valve Corporation
In-house
Xbox 360, 2007

With Half-Life 2, Episode 1 and 
Episode 2 on one disc, The 
Orange Box offers the best 
value for money in this list if 
your aim is to shoot aliens in the 
face. If you also want to play 
some of the best FPS games 
ever made in the process, then 
thankfully you’ve got that too. 
Gordon Freeman’s fight against 
the Combine is one of the best 
examples of videogame story-
telling, balanced with action 
gameplay and thankfully the mix 
of aliens, zombies and human 
security deliver a great variety of 
experiences. You too can become 
the saviour of humanity.

SPACE INVADERS 
INFINITY GENE

Square Enix
Taito
Xbox 360, 2010

It’s the original alien smashing 
game and it was given new life 
in this hybrid reinterpretation 
on Xbox 360. Evolution is the 
key term as you take the original 
analogue movement of the 
arcade game, moving only left 
and right, and eventually gain 
360 degree control in what 
becomes a manic, musically 
frantic shooter. By adding 
in features such as weapon 
upgrades and ever-increasing 
power as you chain attacks and 
stay alive for extended periods, 
Taito managed to find a way 
to make this well-worn game 
something new and engaging.

EARTH DEFENSE 
FORCE 2017

D3 Publisher
Sandlot
Xbox 360, 2007

Like a trashy Eighties action 
movie we know that EDF is 
pretty much awful, but we love 
it. It’s the videogame equivalent 
of bacon-flavoured popcorn; 
ludicrous, logically flawed and 
yet strangely compelling so 
long as you don’t eat too much. 
Fighting off an invading horde 
of giant insects with such low-
res graphics and flat textures 
should have caused an acid reflux 
response, but we actually found 
it to be pretty moreish. Once 
we saw our first bug go pop, 
we couldn’t stop, working our 
way around and taking on larger 
enemies through the game. 

LOST PLANET: 
EXTREME 
CONDITION

Capcom
In-house
Xbox 360, 2007

If we can’t get close and slice 
up our aliens with a chainsaw or 
be given the chance to out-think 
them tactically, then we like them 
to be very, very large. Lost Planet 
upheld the Capcom tradition of 
pitting you against monstrosities 
to new levels as you fought 
for your life against massive 
snow worms and all manner 
of other terrifying creatures 
on an inhospitable planet. The 
combination of environment and 
enemy types offered a great 
challenge, but unfortunately not 
one whose potential could be 
fulfilled in later instalments.

SAINTS ROW IV
Deep Silver
Volition, Inc.
Xbox 360, 2013

Few franchises would be arrogant 
or just plain crazy enough to 
poke fun at series that go into 
space when they run out of 
ideas in one game, and then 
throw aliens into the mix in the 
next game as if it wasn’t a big 
deal, but Saints Row is one of 
them. We have to applaud the 
audacity of it. The fact is that, 
thanks to Saints Row’s inherent 
ridiculousness and willingness to 
make a fool of itself and all the 
gaming industry, it gets away 
with the alien element of this 
sequel rather well. What’s more 
it managed to blend it into yet 
another fun farce of a game.
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Emergence Day
is coming…

Note: While we’ll do our best to ensure that the above fi ts into X-ONE, some of it might fall by the wayside. 

This isn’t necessarily our fault, but we'll do everything we can to keep our promises.
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