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BEHIND
THE SCENES

James Artaius, 
Joint Editor

So here we are, knee-deep in a whole new console war. While Microsoft 
and Sony have been incredibly cordial, battle lines have been drawn 
between warring next-gen fanboys. Major Nelson recently chimed in on 
Reddit, telling everybody to just chill out because everything really is great 
for everyone. 

“New platforms are off to a great start. We all should be celebrating a 
healthy vibrant industry. Sony has done a good job and they should be 

commended. The hate that infects gaming in the online space needs to go away… Sony will sell a 
ton. We will sell a ton. The industry is doing well… and consumers have choice.”

You know who isn’t doing well in this healthy vibrant industry, though? You know who isn’t doing 
off to a great start and isn’t going to “sell a ton”? One of the granddaddies of the industry who was 
shaping its very landscape decades before Microsoft and Sony decided to roll up late to the party. 
We’re talking, of course, about Nintendo. 

Poor, poor Nintendo. While Microsoft sold 3 million Xbones and Sony 4.2 million PS4s in 
November and December alone, Nintendo’s only sold a paltry 2.8 million Wii Us in the whole of 
2013. And while MS celebrated a record $24.52 billion revenue last quarter, Ninty reported losses 
of ¥25 billion for the year. 

You don’t need to cry for Nintendo, as it is astonishingly rich. It literally has TEN BILLION 
DOLLARS sitting in its bank, so it can handle the damage to its pocket. The damage to its 
reputation, though? Not so much. Analysts are crying out for it to do a Sega and become a 
software-only company. Which won’t happen any time soon, but even if it did – would anyone 
really buy Mario on the Xbox or PlayStation? 

I just don’t think he’s relevant to gaming any more – and the same largely applies to Nintendo. 
And a world where people care more about games made by Treyarch than games made by 
Shigeru Miyamoto is a sad world indeed. 

A LETTER FROM THE EDITOR

JAMES

… has been his usual 
superhuman self behind 
the scenes, pressing his 
nose so hard against the 
grindstone that it needs 
to be rebuilt with more 
silicon and cybernetic 
parts than an early model 
Terminator. Or he’ll need 
to wear a pair of those 
Groucho Marx glasses 
with the fake nose and 
moustache. Either way, 
just know that he’s been 
working really hard – and 
all for you.

IAN

… has been knee-deep 
in receipts this month 
as he completed his 
tax returns. If only he’d 
spent his years playing 
resource management 
sims like M.U.L.E. and Big 
Big Biz Tycoon, rather 
than sick fi lth like Street 
Fighter and Call of Duty, 
then maybe his brain 
would work more like 
an Excel spreadsheet 
and less like an 
encyclopaedia of Kattobi 
cancels. Silly boy.

MATT

… has been experiencing 
all the fun of misleading 
internet reports. No, not 
those gaming “newz” 
sites that promise you 
leaked pictures of Halo, 
we’re talking about 
websites for 18th Century 
castles, which claim that 
the landmarks will be 
open – only for you to 
drive all the way there 
and fi nd them to actually 
be closed. Good thing we 
gave him Kingdom Come 
to write about, really.

WILL

… has had a shaky start 
to her 2014 campaign, 
having been blighted 
with the female strain of 
man fl u and spending 
much of January in a 
sniffl y haze. She’s been 
so deliriously ill that she’s 
been drinking out of 
coffee cups she doesn’t 
remember ever seeing 
before and has been 
baking crazy late night 
cakes and pancakes like 
Nigella on crack. Hey, 
wait a minute…

KIRSTEN
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Do you remember the tagline for the 

original Alien fi lm? We’re sure many 

of you can recite it down to the letter, 

but in the interest of getting this piece 

off on the right foot, we’re going to 

spell it out: “In space no one can hear 

you scream.” It plays on the fact that 

sound can’t travel through a vacuum 

but, while it’s an undeniably solid 

scientifi c statement, this tagline also 

paved the way for one of the most 

iconic creatures in cinematic history. 

We are of course talking about the 

original Alien, a being that made the 

entire bestiary of Star Wars look like a 

teddy bear’s picnic.

Compared to James Cameron’s 

bombastic sequel, the original pace 

and premise was much less frantic. 

There was just one Alien hunting the 

crew of the Nostromo and, without 

so much as a Pulse Rifl e or Smart 

Gun to spray its corrosive blood all 

over the fl oor, that singular threat 

was more than enough to put the 

audience members on the edges of 

their seats. That sense of isolation and 

hopelessness against a seemingly 

unstoppable force is something that 

has never really been explored in 

the various Alien videogames; it’s 

always been more about mowing the 

creatures down with stacks of ammo 

rather than cowering in fear behind a 

stack of crates.

This original ‘haunted house in 

space’ is something that Alien: 
Isolation aspires to be. It’s set in the 

same universe as the last Alien game 

to “grace” our consoles, but while 

Gearbox Software kept Colonial 
Marines largely under wraps – 

06 one-gamer.com

THERE CAN BE ONLY ONE

FORMAT: 
Xbox One

PUBLISHER:
Sega

DEVELOPER:
The Creative 
Assembly

RELEASED: 
Winter 2014

XBOX LIVE: 
No

Before there were Pulse Rifles, APCs, Power Loaders 
and hives (and before the awful videogame that 
featured them) there was a lone Xenomorph on a lone 
ship, picking off unarmed crew members one by one. 
Ridley Scott’s Alien was always perfect for a survival-
horror adaptation – and now, British developer The 
Creative Assembly is making the nightmare come true…

Is that one of those watches with 
the built-in TV remote? They were 
the bomb back in the Eighties!
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ABOVE: The Alien’s 
natural height makes 
it easy to spot from 
behind cover. Just 
don’t get too close.

RIGHT: Meet 
Amanda. She has 
abandonment issues 
and a keen aptitude 
for survival.

presumably because it didn’t live up to 

expectation – The Creative Assembly is 

much more confi dent that Isolation will 

be a worthy addition to the franchise. 

To this end, the Horsham-based studio 

invited us to its headquarters to meet 

the team while getting some serious 

hands-on time with the game – a 

level of transparency you don’t see 

very often, which suggests that the 

developer wants its work to speak 

for itself.

That being said, the team was eager 

to talk about the project’s history. One 

design goal it set early on was a high 

level of authenticity, which was sparked 

by the three terabytes(!) of original 

source material that 20th Century 

Fox (the owner of the Alien IP) sent 

the studio after searching through its 

archives. With such a vast quantity of 

original references to work with, the 

team set itself the challenge of crafting 

an environment that would be utterly 

faithful to the original fi lm – so if the fi lm 

crew couldn’t have built it on the set in 

1979, it wasn’t allowed in the game. The 

knock-on effect of this is an antiquated 

future that appears less digital and 

more analogue.

In terms of story, Alien: Isolation 

is set 15 years after the original fi lm 

and puts the player in control of Ellen 

Ripley’s daughter. Amanda Ripley 

hardly played a signifi cant role in the 

Alien fi lms, or even the novels, but the 

disappearance of her mother after the 

Nostromo’s destruction makes for an 

interesting plot device. It’s her search 

for answers that prompts Seegson – a 

corporation that shares more than a 

few similarities with Weyland-Yutani 

Amanda’s entire journey is focused on the Sevastopol space 
station. It was originally designed to accommodate 5,000 
people, but now that it’s in the last stages of operation 
there are only around 100 left. The team described it as 
a failed commercial experiment that’s enormous in size 
– it’s essentially a city in space that has everything from 
spaceports and hangars to hospitals and shopping centres. 
And of course, you will be free to backtrack between areas.

07one-gamer.com

ALIEN: ISOLATION

GHOST TOWN

“WE BELIEVE THAT THE CREATIVE 
ASSEMBLY CAN TURN THE ISOLATED 
PREMISE OF THE FIRST FILM INTO A 

GAME WORTHY OF THE ALIEN LEGACY”
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– to send Amanda on a mission to 

retrieve the Nostromo’s black box. 

Why Seegson chose her specifi cally 

remains unclear, but we know that the 

search leads her to a space station 

called Sevastopol.

This city-sized complex is where the 

bulk of the game takes place. After 

sitting through a short presentation that 

highlighted the lethality of the Alien and 

the importance of the Motion Tracker, 

we were escorted to a pair of surround 

sound headphones and a controller 

to see it for ourselves. The section of 

the game we played was set towards 

the middle of the story and tasked us 

with restoring power to a rundown 

part of the space station. We knew 

that the Alien was lurking somewhere 

in the environment but, with only a 

fl ashlight and an unimposing melee 

attack to Amanda’s name, it was clear 

that staying out of sight was the key 

to survival.

Despite playing out from the fi rst-

person perspective, Alien: Isolation 

is as much an FPS as Mirror’s Edge 

or Portal – it’s an interesting mix of 

survival-horror, stealth and puzzle 

solving, as you cannot kill the 

Alien that’s hunting you. We began 

our hands-on by pulling out the 

Motion Tracker to see if it was in 

the immediate vicinity, moving up 

and down the starting passageway 

a few times to make sure the coast 

was clear, before exploring the 

nearby crew corridors to see if we 

could fi nd anything useful. Aside 

from a discarded razorblade and a 

few bottles of petrol, all our search 

turned up was an empty locker and 

a handheld blowtorch.

After hiding in the locker a couple of 

times for kicks – while also wondering 

ABOVE: With 
just one Alien to 
design, the game 
has really gone to 
town on sculpting 
the defi nitive 
Xenomorph.

BOTTOM: If you 
fi tted two Motion 
T rackers together, 
wouldn’t you be 
able to monitor 
your six as well?

08 one-gamer.com

“DESPITE PLAYING OUT FROM THE 
FIRST-PERSON PERSPECTIVE, 

ALIEN: ISOLATION IS AS MUCH AN FPS 
AS MIRROR’S EDGE OR PORTAL”

The team has really nailed the 
low-fi  sci-fi  look. You won’t fi nd 
any LCD screens on this desk!
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ABOVE: The 
blowtorch is useful for 
cutting open access 
panels, but it won’t be 
much cop going up 
against the Alien.

BELOW: We hope 
you’re good at 
playing hide and seek, 
because you’re about 
to go up against the 
grand master.

why videogame lockers are almost 

always empty – we came across a 

sealed door that barred our way. A 

friendly voice on Amanda’s radio 

informed us that the blowtorch could 

be used to access the manual override, 

but the instant we pulled back on the 

switch and watched the hatchway 

open, we caught our fi rst sight of the 

Alien terror. Its tail, an unmistakable 

giveaway for even the most casual sci-fi  

fan, was disappearing up a ventilation 

shaft as a mutilated android lay in two 

pieces on the fl oor.

We’ve lost count of the number of 

Xenomorphs we’ve gunned down over 

the years, but without the comfort of 

a well-oiled Pulse Rifl e at the bottom 

of the screen it was surprising just how 

much the Alien presence made us 

panic. Bringing up the Motion Tracker, 

the rhythmic beeps were all the 

motivation we needed to turn off the 

fl ashlight, hit the crouch button and 

edge slowly towards our objective – 

the main power console. At this point 

it seemed like the Alien was toying 

with us, as it remained out of sight, but 

the instant we completed a short mini-

game that had us matching symbols 

to restore the power, it fi nally dropped 

down from the ceiling.

To call this a tense moment would 

be a criminal understatement. For a 

second it seemed like the Alien would 

achieve what so many of its kind have 

failed to accomplish – kill Ripley – but 

as Amanda ducked under a table, 

the Xeno’s back remained turned as 

it started to stalk the surrounding 

area. This is the point when the game 

stopped being a strictly narrative-

driven experience; a voice on the radio 

informed us about a lifeboat that we 

09one-gamer.com

Much like Weyland-
Yutani, Seegson builds 
synthetics. Hence there 
are plenty of androids.

STRAIGHT
TO VIDEO
In an effort to give the game 
that authentic Seventies feel the 
development team recorded 
many of the in-game computer 
screens and menus directly to 
VHS before recapturing the footage. The slightly washed-out 
look will be familiar to anyone who grew up with cassette 
tapes in the Seventies, Eighties and Nineties, but for those 
who are younger than that, it’ll just look like the television 
screen is on the verge of dying.

ALIEN: ISOLATION
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“We believe that The Creative Assembly 
can turn the isolated premise of the fi rst 

fi lm into a game worthy of the Alien legacy”
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could use to evacuate the station. The 

only problem was that it was several 

rooms away, so our only option was to 

sneak past the Alien like a fi eld mouse 

evading a lion drenched in silicon and 

K-Y Jelly.

Considering how central the Alien 

is to the gameplay, we’re pleased to 

report that its movements were far 

from scripted. Using the sound of its 

nine-foot-tall footsteps in conjunction 

with the Motion Tracker and the 

equally necessary peek mechanic, 

we were able to track its movements 

from the shadows. If it caught sight 

of Amanda the thing moved in for the 

kill with alarming ferocity but, as long 

as we remained patient and picked 

our moments, it was possible to get 

past the Alien without being stabbed, 

impaled or worse. Even so, there was 

a prevailing sense that the creature 

always knew roughly – if not exactly – 

where Amanda was.

Determined not to end up like the 

savaged android we encountered 

earlier, we used everything we’d 

learned to stay out of the immediate 

danger zone. It was possible to get 

really close to the Alien without 

triggering its senses – and in those 

moments where all that stood 

between us and certain death was 

a fl imsy desk, we were able to 

appreciate the attention to detail 

that had gone into every aspect of 

the creature’s design. In terms of the 

extended Xenomorph mythology this 

Alien is a standard Drone, but while 

we’ve seen our fair share of Warriors, 

Praetorians and Queens in other 

games, this recreation of the original 

HR Giger design is by far the most 

striking. And its relentless pursuit 

of Amanda also makes it the most 

terrifying by far.

As the demo drew to a close we 

were forced to break from cover and 

make a mad dash for the lifeboat – a 

nail-biting gamble that only just paid 

off. The screen then went dark as an 

unfamiliar voice said, “I’m Samuels, 

I work for the company. It’s about 

your mother. We think we may have 

found her, Amanda. We get to shut 

the book…” And with that, the demo 

was not only over but any fears we 

had that Isolation would follow in the 

unfavourable footsteps of Colonial 
Marines were largely laid to rest. Both 

games are set in the same universe 

and feature the iconic Alien yet, in 

terms of ambition, they’re more than 

worlds apart.

Still, by keeping the Pulse Rifl es 

and Power Loaders out of the mix, 

the development team has presented 

itself with a tricky conundrum: how 

do you turn one Alien into a steadily 

evolving challenge across an entire 

game? Simply put, there needs to be 

more to it than just hide and seek. 

The answer may come in the form of 

the undisclosed crafting system, the 

mysterious reload button and other 

mobile threats that are secondary to 

the Alien. Based on this evidence, we 

can’t help but lower our guard and 

believe that The Creative Assembly 

can turn the isolated premise of the 

fi rst fi lm into a game worthy of the 

enduring Alien legacy. Thus far, at 

least, Ridley would be proud.

One thing the development team confi rmed but didn’t go 
into detail about was the crafting system. While exploring 
the interconnected areas of the Sevastopol space station, the 
player will come across a range of useful materials that will 
include razorblades and petrol canisters. The specifi cs on how 
these items will combine together and whether or not you’ll 
need a workbench aren’t entirely clear, but our best guess is 
that you will be able to slow the Alien down with simple traps 
and improvised weapons. 

It would also make sense if the player had some way to 
distract the Alien, especially when trying to get past an area 
with limited cover. But while the devs wouldn’t go into details, 
they did say that the Alien will learn from its mistakes, so don’t 
expect certain tricks to work more than a handful of times.

THE MACGYVER EFFECT

ABOVE: Unless 
Amanda is looking 
at the Alien through 
a foot of reinforced 
glass, she’s probably 
screwed right now.

BELOW: If the Alien 
is standing still it 
won’t show up on the 
Tracker. You have to 
use your eyes, too.

ALIEN: ISOLATION
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ONE Gamer: What was it that 
inspired The Creative Assembly 
to make an Alien game?
Gary Napper: We wanted to make 

the Alien game that we’ve always 

wanted to play. There’s never been 

a game that’s really represented the 

original fi lm; there’s one Alien and 

everything you do relates to surviving. 

This team was formed to make this 

game specifi cally. I joined The Creative 

Assembly to work on Alien: Isolation 

and we’ve been developing it for over 

three years.

Was the game designed to be a 
survival-horror experience from 
the very beginning?
Jude Bond: We knew what we wanted 

to do right from the start. Sega didn’t 

ask us for ideas; we pitched the idea to 

Sega. The original demo was focused 

primarily on the atmosphere. There 

was no team in place at the start of 

the project but Sega gave us the 

necessary backing. Thanks to their 

support, we now have an excellent 

team. Our designers have worked as 

far afi eld as Rockstar, Crytek and parts 

of the fi lm industry. We recruited from 

some of the best studios and a lot of 

that’s been down to the draw of the 

franchise, especially as we’re focusing 

our game on the fi rst fi lm.

Being a footnote in the fi lm – and 
in Aliens, rather than Alien, from 
a deleted scene at that – Amanda 
Ripley seems like an odd choice as 
the lead for an Alien game. What 
was the attraction with using Ellen 
Ripley’s daughter?
Napper: When the internet fi rst got 

wind of Amanda Ripley being the lead, 

there were lots of comments about her 

being 60 years old and dead. But as 

soon as you tell people that the game 

is set after the fi rst fi lm, the criticism 

turns to curiosity. After the Nostromo 

disappeared without a trace, it made 

sense that people would go looking for 

it – and that led us to Amanda. We’re 

not messing about with the established 

Alien history. That would be sacrilege. 

We’re exploring a character that has 

only been touched upon in the past, 

and this gives us a real opportunity 

to add a meaningful story to the 

Alien franchise.

Bond: We wanted to get as close 

to the original fi lm as possible, but 

without telling the same story. At the 

beginning of the project, it seemed 

like we’d have to build a circuitous 

story to tie ourselves in, but once we 

came up with the Amanda Ripley 

idea we knew we could be part of 

the bigger picture. It was a really 

gratifying moment when Fox gave 

us the green light.

How does Seegson compare to 
Weyland-Yutani?
Bond: We created Seegson to fi t in 

with the Alien IP. It’s not as infl uential 

as Weyland-Yutani but its industries 

overlap in several areas. It’s a powerful 

company but not to same degree as 

Weyland-Yutani.

This must be the fi rst Alien game 
we’ve played that doesn’t feature a 
Pulse Rifl e. Will guns feature in the 
game at all?
Napper: This game isn’t about laser 

rifl es, rocket launchers and machine 

guns. It’s about scavenging what you 

can from the environment and using 

those bits and pieces to enhance your 

life expectancy. Making this game 

BELOW: Bulkheads. 
Great for keeping 
nasty things out, not 
so great if they’re the 
only way forward 
and you don’t know 
what’s behind them.
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ALIEN: ISOLATION

INTERVIEW
WE BUCKLED DOWN WITH GARY NAPPER AND JUDE BOND, 
RESPECTIVELY THE DESIGN LEAD AND ART LEAD AT THE CREATIVE 
ASSEMBLY, TO DISCUSS THE CHALLENGES OF GOING BACK TO THE 
SINGULAR ROUTE OF AN INFAMOUSLY PLURAL FRANCHISE…

“We’re exploring a 
character that has 
only been touched 
upon in the past”
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INTERVIEW

about the Alien changes the dynamic 

considerably. In one of our earliest 

demos, the player had a gun and 

could shoot the Alien if they wished 

but, nine times out of ten, people 

chose to back away rather than take 

the Alien on. That’s the reaction we 

were aiming for.

One of the things we took away from 
the demo was the unmistakable 
weight of the Alien. Was it your 
intention to make the creature feel 
heavy-footed?
Napper: This is the Alien from the fi rst 

fi lm in every sense; it’s three metres 

tall and it carries its weight well, but 

it’s no ballerina. We also had to fi nd 

ways of telegraphing its current 

behaviour to the player. When you 

hear those footsteps stop, and the 

Alien starts to make a different sound, 

that’s a big hint that something’s 

about to happen.

Will the game feature any kind of 
levelling or ability system?
Napper: No, you won’t suddenly be 

able to leap an inhuman distance just 

because you levelled up a jumping 

skill. That’s not how our game works. 

We want Amanda’s journey to feel 

grounded and believable, and a lot of 

that comes down to the tools you fi nd 

ABOVE: This is 
Samuels. He works 
for the company 
and wants to help 
Amanda fi nd the 
black box, but why?

RIGHT: It’s like 
playing through Dead 
Space, only without 
any weapons.

13one-gamer.com

“This game isn’t about laser rifles, 
rocket launchers and machine guns”
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and how you use them to navigate 

the environment. The Motion Tracker, 

for instance, is the only way of telling 

where you need to go. There are no 

objective markers that suddenly pop 

up on the screen.

Aside from staying one step ahead of 
the Alien, what other challenges will 
the player face?
Napper: We’re building a single-player 

campaign, so the story ties everything 

to the environment and the player’s 

abilities. The game becomes more 

complex as you introduce new threats 

and more mechanics. There were lots 

of story elements that we wanted to 

explore and gameplay elements that 

we wanted to use, but they had to be 

relevant to the situation. In the end, we 

focused the story on Amanda’s journey 

and the Alien that’s pursuing her. It’s a 

core thread that we’re running through 

our story and mechanics. There are 

other threats on the station, but they 

don’t overshadow the Alien. The Alien 

is the primary threat.

With everyone from Kezia Burrows 
(the voice of Nilin in Remember Me) 
to Sean Gilder (Paddy Maguire in 
Shameless) on the voice cast, realising 
the game’s characters is clearly a 
priority. How did you fi nd the right 
voice for each role?
Bond: In an effort to make our 

characters believable, we contacted 

various casting agencies so that we 

could get the best talent from TV 

and cinema. We purposely stepped 

outside the usual game development 

circles so that we could speak to 

people who do this on a daily basis. 

It was a bit of a learning curve but it 

really paid off.

Designing an Alien that’s terrifying 
yet fallible must’ve been a challenge. 
How hard has it been getting the 
balance right?
Napper: As soon as the project began, 

we wanted to design an Alien that was 

faithful to the original fi lm. It needed 

to be an intelligent predator that 

was going to stalk and kill. With this 

in mind, the AI team developed this 

ruthless killing machine. We tried it 

out in some of the early level designs 

and it was an absolute nightmare – it 

tracked you down and killed you 

without fail. After that, we started to 

slow it down a bit. The idea wasn’t 

to make it dumber, we just wanted 

the cat-and-mouse dynamic to be 

less lopsided. That’s when the core 

gameplay really started to take form.

If the Alien is the primary threat, how 
does it become harder to deal with it 

“There are other threats on the station, 
but they don’t overshadow the Alien”

BELOW: Scenes 
like this provoke 
visions of Kane’s 
chest exploding.

ABOVE: Some of 
the musicians that 
contributed to the 
game’s soundtrack 
also worked on the 
original fi lm.
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as the game progresses? Will it gain 
new tricks of its own?
Napper: One of the defi ning 

characteristics of our Alien is we’re 

never entirely sure what it’s going 

to do. It’s systematic in the sense 

that it runs on a defi ned set of rules, 

but there are also a wide range of 

variables. We know how long it’ll stay 

in a particular area and we know how 

aggressive it’ll be at a given moment. 

But the player won’t be able to hide 

in the same spot for 20 seconds and 

just assume that the Alien will go 

away. Sometimes it’ll come back and 

sometimes it won’t.

We have access to a lot of these 

variables and we group them to 

specifi c behaviours. The Alien could 

be anywhere from intense to mild, but 

if a particular behaviour doesn’t work 

in an area for whatever reason, we can 

create a new one on the fl y. We can 

create a brand new set of rules that 

change the Alien’s behaviour, and just 

from its base behaviour alone we’ve 

got a lot to play with. We can also 

adjust these variables in a way that 

suits the player’s ability or counters the 

way that they play. That’s something 

we’re focusing on at the moment.

With such a strong emphasis placed 
on the story, will the game feature 
optional audio logs and other 
collectable fi les?
Napper: Environmental storytelling 

is an important part of the game. 

Amanda isn’t the only person on the 

space station and there are lots of 

collectibles which fl esh out the story.

Bond: The missions take you from 

pillar to post, so you’ll be able to 

revisit locations that you’ve explored 

previously. You’ll be able to learn more 

about the station while collecting 

salvage that you may’ve missed on 

your fi rst visit.

Finally, for fans that know the fi rst 
fi lm inside-out, just how deep will 
the nostalgia run?
Napper: You remember that big 

breaker lever you pulled in the demo? 

That’s the same lever that triggers 

the self-destruct sequence in the 

fi lm. When our art guys designed the 

environments, they dismantled the 

original fi lm in intricate detail before 

rebuilding it in new ways.

Bond: I can’t even begin to list the 

homages to the original fi lm – they’re 

literally everywhere. Some of them 

are more noticeable than others, of 

course, but it’s like you’re viewing all 

the components of the fi rst fi lm in a 

different combination.

“You’ll be able to 
revisit locations that 

you’ve explored 
previously”

This character is 
called Verlaine. She’s 

a day-walker that 
wears a funky shirt, 

but that’s all we know.

It may be in a state 
of disrepair but the 
Sevastopol space 
station is still home to 
some 100 residents.
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Batman: arkham 
Origins DLC

360-gamer.comone-gamer.com16

Could Dr Victor Fries be soon to make 

his debut in Arkham Origins – and if so, 

will we get to witness the moment he 

had that accident in the kitchen of a fast 

food restaurant and suffered injuries, both 

mentally and physically, that led him to 

becoming the artery thickening Mr Fries? 

Probably not. And right now we can’t even 

be sure that this icy image of a Wayne 

Foundation Humanitarian of the Year 

statuette really does mean that Mr Freeze  

will be clanking onto stage in some future 

DLC, either. 

The game’s developer certainly has 

enjoyed bringing the more obscure villains 

into play, so it could even mean that Killer 

Frost is on her way instead. It’s certainly a 

visual riddle, so could Jimmy Riddle aka The 

Piddler be waiting to make an appearance? 

Nah, we’ll go with Mr Freeze as there’s such a 

thing as being too clever in your marketing, 

so prepare for a bitter harvest. Winter has 

come at last. 

No one likes Batman to be camp any more, 

but it should be noted that the villain we 

now recognise as Mr Freeze first appeared 

in comic form in 1959, when he was known 

as the far vaguer Mr Zero. He was actually 

renamed for the Sixties show, which in some 

way helps to explain why George Clooney 

and Chris O’Donnell once took on Arnold 

Schwarzenegger and his chums while sliding 

around a museum on ice skates as they 

further unwound all the great work done  

by Tim Burton. It was a fair homage, really 

– just one that needs to be erased from 

film history, possibly by being sent into the 

Phantom Zone. 

It’s doubtful that WB Games Montreal will 

make Freeze look like he’s just wandered 

away from a Gay Pride march and you can 

be fairly sure that Batman won’t be receiving 

some new WayneTech boots that feature 

concealed skates. We’ll take an outside 

bet that his frigid wife Nora will at least be 

mentioned and that no one will be saying, 

“Let’s kick some ice!”

FORMAT:
Xbox 360

PublisheR:
WB Games

DevelOPeR:
WB Games Montreal

ReleAseD:
TBC 2014
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works seriously had it featured a line 

about performing a double-tap just 

to be sure.

Well now the world is a very 

different and more interlinked place 

and Thomas’ original intentions are 

largely irrelevant. Ask the internet 

what it knows about something called 

Dying Light, for example, and not only 

will you learn all about it being an 

open-world experience that provides 

the player with the ability to clamber 

about the environment like a French 

monkey, you’ll fi nd yourself facing 

links to his poem.

Go on and read it with zombies on 

your mind and it will become blended 

When roistering, drunken and doomed 

poet Dylan Thomas asked his ailing 

father to rage against the dying of the 

light, he wasn’t overly concerned that 

the old man might come back as a 

living corpse. Voodoo curses weren’t 

too much of an issue in Wales during 

the early Fifties, and although stories 

featuring the walking dead had become 

increasingly popular since Béla Lugosi 

appeared in White Zombie in 1932, the 

genre was still in its infancy and had a 

long way to shuffl e before it saturated 

popular culture enough to eventually 

gallop right through it. What’s more, 

it’s doubtful that anyone would have 

taken one of his most renowned 

in your consciousness and forever 

linked with their taste for human fl esh. 

You might even fi nd yourself writing 

about the game and wondering how 

you’ll go about putting together an 

opening paragraph before you get 

to the nitty-gritty of the action, and 

the desire to reference the work will 

be too great to resist. You’ll have to 

do it, somehow, even if it feels forced, 

slightly awkward and ultimately 

marginally regrettable.

Of course Dying Light has little to 

do with Do Not Go Gentle Into That 
Good Night other than the fact that its 

name seems to have borrowed some 

of its more famous words, is connected 

18 one-gamer.com

DEADBYDAWN

BELOW: This trick 
also works should 
you fi nd yourself 
in a nightclub 
inhabited by goths.

FORMAT: 
Xbox One, Xbox 360

PUBLISHER:
Warner Bros. 

DEVELOPER:
Techland

RELEASED: 
TBC 2014

XBOX LIVE: 
Yes

TECHLAND’S FOLLOW-UP TO DEAD ISLAND TAKES ALL THAT THE DEV 
HAS LEARNED AND THEN RUNS WITH IT RIGHT ACROSS AN OPEN-
WORLD CITY WHERE DANGER INCREASES AS DARKNESS FALLS…
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ABOVE: This Hazmat 
enemy is tougher 
than your standard 
Biter, though stupid 
enough to wear an 
explosive canister on 
its back.

IT’LL ALL BLOW OVER

This sunshine laziness means that 

while you explore you’ll be afforded 

the opportunity to take in your 

surroundings and, more importantly, 

see how it all fits together. It’s been 

built for free-running, and bloody 

hand prints will mark areas where you 

can easily scamper up a wall or leap 

across a rooftop to safety, but even 

so you’d be well advised to take note 

of multiple potential routes and scan 

the arrangement of the architecture 

thanks to internet search engines, 

and is also sort of about death and 

inevitability. It’s mostly and quite literally 

about light dying, because the game is 

as concerned with day/night cycles as 

it is about being a bit like Dead Island 
meets Mirror’s Edge. Consequently, it’s 

also a game in two halves, repeated 

over and over.

When the sun is up and warming 

your face you’ll have plenty of hordes 

of zombies to avoid, or instead 

splatter to pieces with a variety of 

customisable, though mostly close-

range, weaponry. But since these 

wretches are woefully photosensitive, 

they’ll be slow, lethargic and amble 

about like pensioners at the Post 

Office. They’d happily eat your face 

should you give them a window of 

opportunity, no doubt, but their 

motivation and eagerness certainly 

won’t be matched by their agility 

and physical ability, and so they can 

be easily avoided or dealt with as 

you go about your daily business of 

maintaining and setting traps, saving 

those in need of being rescued and 

gathering resources necessary to 

survive the long dark hours.

Somewhere out there you’re going to find people who 
have decided that their best course of action is to stay put 
and wait for aid to come, and by locating them and helping 
them out they’ll grow increasingly fond of you. So much so, 
in fact, that should they have decided to sell goods they’ll 
offer you a discount, but you can also bet that not everyone 
you encounter will act in quite such an entrepreneurial and 
pleasant way.

Some survivors will view you as a threat, or as a carrier of 
equipment they’d happily take from your cold dead hands, 
since the impersonal nature of life in a city can make people 
paranoid at the best of times. Add the dead seemingly 
coming back to life and dwindling supplies, and your greatest 
threat could be altogether quite human.

19one-gamer.com

DyIng LIghT
Will Johnston

“These wreTches are woefully 
phoTosensiTive, so They’ll amble 

abouT like pensioners aT The posT 
office during daylighT hours”
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to decode the most efficient way to 

get from A to B and on to X, Y and Z, 

possibly while bounding across traps 

G, H and I, because when the sun 

goes down your enemies will become 

vastly more energised, inquisitive and 

hungry for violence.

You’ll have to fight them, outsmart 

them, or out pace them. What’s more, 

sundown adds roaming packs of Night 

Hunters into their numbers and once 

they see you, you’re either dead or 

running for your life, feet pounding 

the ground through the city of Harran 

as you desperately attempt to get to 

safety without making a single mistake 

or pausing to look back.

Fumble and they can be on you in 

seconds, and if ever you considered 

that running zombies are slightly silly 

then wait until some come bounding 

around after you as if they were being 

filmed for an advert for ridiculously 

expensive trainers. These dark-skinned 

nocturnal bloated menaces can 

easily match your athleticism and can 

practically match your speed, which 

means that when you encounter any 

and fail to keep your presence hidden 

you’ll have to win an impromptu 

speed run, or suffer the terminal 

consequences.

So how is such a nimble creature 

and its weird vertically gnashing jaw 

explained within the pantheon of 

zombie-kind? Easily, because the 

creatures you’ll face aren’t actually 

zombies in the usual sense. Instead 

they can all be happily filed as being 

part of the far more versatile “Infected” 

category of monsters and so you’ll 

even encounter ones that are in the 

early stages of infection and still have 

enough humanity about them to be 

able to scream at you to stay away. The 

problem is that they’ll also be healthy 

enough to have limbs capable of aiding 

them to run right after you while they 

are doing so.

Night Hunters are obviously 

going to provide the most danger, 

but you’ll also encounter Runners 

20 one-gamer.com

DYING LIGHT
Will Johnston

ABOVE: They may 
well be dimmer 
as the sun gets 
brighter, but in 
those sorts of 
numbers they’re 
still lethal.

BELOW: Not only 
can car alarms be 
set off remotely – 
they can be made 
to explode once 
they’ve gathered 
enough attention.
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“The game is as concerned with day/
night cycles as it is about being a bit 
like Dead Island meets Mirror’s Edge”
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ABOVE: The 
Demolisher is fast 
and brutal, but can 
easily be sidestepped 
and slapped silly 
from behind.

BOTTOM RIGHT: 
These zombies are 
too busy being 
impressed by your 
ability to skid to be 
much of a threat.

during daylight – they just get more 

aggressive as soon as the sun dips 

below the horizon. Luckily, months of 

surviving will have helped hone some 

special abilities of your own, and as 

the light fades so your senses heighten 

and you’ll become more keenly aware 

of sights and sounds, be able to locate 

loot more easily and detect any danger 

lurking in the dark.

Scheduled for release sometime 

in 2014, Dying Light still has a lot 

of development ahead and so this 

ability doesn’t have a set name as yet, 

though ‘Dark Sense’ is currently used 

to describe the system of awareness, 

which can be boosted as you gain 

experience thanks to some very Dead 
Island-y RPG touches. Brilliantly, it’s 

going to feature multiple multiplayer 

modes – you’ll be able to go online and 

You can thank Techland’s Chrome Engine 5 for helping make 
the likes of Dead Island and Call of Juarez: The Cartel look 
simultaneously quite lovely as well as being a bit screen 
teary, so here’s hoping that Dying Light’s use of the new 
Chrome Engine 6 brings with it extra stability as well as 
beauty. One of the main aspects the new engine will add 
to the game is a far more realistic and subtle use of lighting 
effects, which is convenient given the nature of the game’s 
day and night cycles. Close your curtains or you’ll miss out  
on all the nuances.

HURRY ON SUNDOWN

play as part of a team of four survivors 

working together, but will also have 

the chance to play as an Infected, gain 

XP and boost some zombie powers 

too. Think Left 4 Dead with a skill tree 

and free-running and you won’t be far 

from the mark of what to expect, then 

multiply that by the open environment 

that can be navigated in myriad ways 

and you’ll be even closer.

There’s still a lot Techland has yet to 

explain, and right now while the day/

night cycle certainly has the potential 

to provide urgency as well as split 

play styles, what we don’t know is 

how anyone is supposed to survive an 

apocalypse of any nature if they don’t 

seem able to clock off and have some 

much needed sleep. Better keep an 

eye out for packets of military grade 

coffee. You’ll need them.

DYInG LIGhT
Will Johnston
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THERE HAVE BEEN MANY FAMOUS DANA WHITE FEUDS OVER THE YEARS. 
TITO ORTIZ, RANDY COUTURE, THE “CRAZY RUSSIANS”, AFFLICTION, 
SHERDOG.COM, “BJORK”… AND EA SPORTS. BUT NOW, THE ONCE BITTER 
RIVALS ARE WORKING TOGETHER TO MAKE A UFC VIDEOGAME…

Why wouldn’t White, on the dawn of a 

huge partnership with one of gaming’s 

behemoths, be jumping for joy? 

Because it wasn’t that long ago that 

he was embroiled in a bitter war with 

the publisher.

Rewind to July 2009 and the 

aftermath of UFC 100 – the Ultimate 

Fighting Championship’s centenary 

event and its most lucrative pay-per-

view in history. Despite the fantastic 

fi ghts and phenomenal gate receipt, 

White wasn’t jumping for joy here 

either. Not only had he publicly 

declared war on EA (even having his 

production team edit EA’s sponsor 

“EA Sports told us, ‘You’re not a real 
sport. We wouldn’t touch this thing. 
We want nothing to do with this’… EA 
doesn’t give a shit about mixed martial 
arts. They made that very clear.”
Dana White, UFC president, 
12 July 2009

At E3 2012, UFC president Dana White 

took to the stage with EA’s Andrew 

Wilson to announce EA Sports UFC. 

“Happy to be here, fi nally,” he said 

with an astonishing lack of enthusiasm, 

before reciprocating the single most 

awkward fi st-bump since your dad 

tried to look hip in front of your friends. 

logos off the canvas in DVDs of 

previous events), he had also decreed 

that any fi ghter appearing in the then-

upcoming EA Sports MMA would be 

blackballed from the UFC.

Why the heated beef with EA? 

Simple: when White and his partners 

purchased the UFC in 2000, they were 

looking for a new videogame deal – 

and to say that EA wasn’t interested 

would be an understatement. “EA 

Sports told us, ‘You’re not a real 

sport,’” White said following UFC 100. 

“We wouldn’t touch this thing. We 

want nothing to do with this.’” It took 

almost a decade and an all-eggs-in-

24 one-gamer.com

IN A CAGE, EVERYONE 
CAN HEAR YOU SCREAM

TOP: Anthony 
Pettis isn’t the 
only man to use 
the Octagon in 
such a way, but 
his Showtime Kick 
is the impetus for 
Dynamic Striking 
off the cage.

FORMAT: 
Xbox One

PUBLISHER:
EA Sports

DEVELOPER:
EA Canada

RELEASED: 
Spring 2014

XBOX LIVE: 
Yes
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ABOVE: Submissions 
are make or break for 
any MMA game. EA 
Sports MMA nailed 
them perfectly, so we 
hope that UFC does 
the same.

one-basket partnership with THQ for a 

new game to hit the shelves – and UFC 
2009 Undisputed was such a huge 

hit that EA was quick to announce its 

own competing MMA game, much to 

Dana’s chagrin.

“We put our asses on the line, THQ 

and the UFC, to make a videogame 

deal in the worst economy in the 

world. We go out there and do this 

thing, and it’s successful, and now 

f**king EA Sports wants to do a 

videogame. Really? That’s not what 

you told us a year and a half ago. You 

told us you’d never be in business with 

us. They wouldn’t even take a meeting 

because mixed martial arts disgusted 

them. This wasn’t a real sport. Boy, 

they got over that real quick, didn’t 

they? We come out with a videogame 

and now they want to come out with a 

videogame? F**k you.”

And so, what had been a private slap 

in the face on a business level became 

a very personal and public beef. “I’m 

not tap-dancing around this thing or 

whatever. I’m telling you straight up, 

I’m at war with them right now. That’s 

how I look at it… You know what the 

difference is? I’m in the mixed martial 

arts business. EA isn’t. EA doesn’t give 

a shit about mixed martial arts. They 

made that very clear.”

Obviously, EA saw things differently. 

“I know there has been some recent 

discussion about EA Sports bringing 

a challenger to this sport,” blogged 

FAN, this is gonna be the best fi ghting 

game ever made.”

Bizarre as it all is, this isn’t the 

fi rst time that the UFC president 

swallowed his pride for the sake of 

business. From Tito Ortiz to women’s 

MMA he’s not afraid to do an about-

turn if it benefi ts the sport and, for 

Peter Moore. “I love mixed martial 

arts, and we’ve been working on a 

game concept since I came to EA two 

years ago. I have great respect for the 

organisations and individuals that have 

invested in the sport’s growth over the 

past decade – so this is one that is near 

and dear to me”.

As it turned out EA Sports MMA 

was a fl op, which coincided with 

the publisher going through a poor 

fi nancial period – something that 

White was quick to crow about, prior 

to the release of UFC Undisputed 2010. 

“Let’s see how they do now. Their 

earnings reports just came out and 

they suck. This company that used to 

control the whole videogame world 

and were these big f**king giants, we’ll 

see where they are in the next two 

years. And as far as the MMA space 

goes, we’ll kick the living shit out of 

them… Johnny come latelys. Me-toos. 

If there’s anybody out there who is a 

UFC fan, you’re f**king nuts if you buy 

the EA game.”

Of course, Dana saw exactly where 

EA was in two years – sitting across 

from him signing a videogame deal. 

All of which made it very surreal to 

see White, standing on the EA stage 

at E3, saying things like, “we are truly 

honoured to be in business with you… 

Like I said before, nobody does it better 

than these guys, I’ve been waiting for 

this deal for a long time, and I’m not 

just saying UFC fans – if you’re a FIGHT 

At press time EA had confi rmed Jose Aldo, Michael Bisping, 
Daniel Cormier, Dominick Cruz, Junior dos Santos, Rashad 
Evans, Urijah Faber, Forrest Griffi n, Alexander Gustafsson, 
Benson Henderson, Demetrious Johnson, Jon Jones, Chuck 
Liddell, Frank Mir, Minotauro Nogueira, Erik Perez, Anthony 
Pettis, Costas Philippou, Ronda Rousey, Chael Sonnen, 
Georges St-Pierre, Miesha Tate, The Korean Zombie, Cain 
Velasquez and Chris Weidman as being on the EA Sports 
UFC roster.

Of course, the question remains whether six-time UFC 
Champion Randy Couture – whom EA holds a non-UFC 
agreement with, which was responsible in large part for 
the beef between the two companies – will appear in the 
game. EA has deals with a number of former UFC stars who 
have been excommunicated from the promotion, including 
Ken and Frank Shamrock, who could easily be featured as 
legends. However, given that Dana White ixnayed personae 
non gratae such as referee Steve Mazzagatti from appearing 
in past UFC games, it seems unlikely.

25one-gamer.com

EA SPORTS UFC
James Artaius

POINTS MEAN 
PRIZE FIGHTERS

BELOW: It was the decidedly dodgy Supremacy 
MMA that fi rst introduced female fi ghters to MMA 
videogames, but EA Sports UFC will give the gals 
(well, the bantamweights at any rate) the spotlight 
that they so richly deserve. Unsurprisingly, Ronda 
Rousey is front and centre with Miesha Tate.
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“If it plays half as well as 
its predecessor and looks 
half as good as the screens 
suggest, we’ll be happier 
than when we got the ESPN 
Body Issue with Ronda 
Rousey in the nude”
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TOP RIGHT: Full 
Body Deformation 
“moves and displaces 
the fighter’s flesh 
in real time”, giving 
impact to strikes 
and verisimilitude to 
grappling.

BOTTOM LEFT: A 
next-gen non-linear 
damage system 
“produces a greater 
variety of cuts and 
contusions” than 
ever seen in a game 
before.

all his bluster, Dana genuinely wants 

what’s best for the fans – and for a 

young sport still seeking legitimacy in 

some circles, nothing could be better 

for fans than partnering with the 

world’s leading producer of sporting 

videogames.

So, now that the UFC and EA are 

making love not war, what do we know 

about EA Sports UFC? Well sadly it’s 

not being made at Tiburon, the studio 

that produced the superb EA Sports 
MMA under the leadership of folks 

like Nick Laing (whose experience as 

a Brazilian Jiu-Jitsu practitioner was 

crucial to the game’s development). 

However, the team at EA Canada have 

the credentials to do just as great a 

job. For starters, creative director  

Brian Hayes is as big a UFC fan as  

they come, having rented the first 

event on VHS (ask your parents)  

way back in 1993.

He previously worked on Fight 
Night Champion and he’s bringing 

that experience to the UFC’s Octagon. 

And it’s not just Hayes whose knuckles 

are bloody from EA’s fistic franchise. 

“Most of the people working on EA 
Sports UFC have previously worked 

on Fight Night,” he says. “We have 

a lot of experience with one-on-one 

fighting, fighter locomotion, striking, 

hit reactions, and fighting gameplay 
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“Most of the people working on eA 
sports UfC hAve previoUsly worked 

on fight night”

The MMAi system imbues fighters 
with true to life, constantly 
evolving game plans, leading to 
changing and unpredictable bouts.

EA SPORTS UFC
James Artaius

mechanics. We’re using everything 

we learned making Fight Night and 

building off of that to make EA 
Sports UFC.”

We’ll be going hands-on with the 

game next issue and, bald-headed 

beefs aside, we’ve every reason to be 

optimistic. If it plays half as well as its 

predecessor and looks half as good as 

the screens suggest, we’ll be happier 

than when we got the ESPN Body 
Issue with a nude Ronda Rousey on 

the cover. (Which reminds us – yes, 

women are in the game.)
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There will be no glory in any vicTory found in This TacTical 
rPg, because if Pessimism has a voice Then iT would be 
recognisable by iTs slow and lilTing scandinavian accenT…

town and then onto the next, and the 

next, and that fatalities are kept low as 

can be possible.

The Banner Saga isn’t about a 

plucky teenage hero who discovers 

that they have inherited magical 

strength and must gather a party of 

likeable characters together to bring 

the power of righteousness against 

the forces of wrongness, black against 

white or good verses evil.

a long and weary caravan of refugees, 

warriors and varls trundles over 

tundra as the sun hangs frozen in the 

sky. nobody knows why it no longer 

cares to rise or set and, as day fails to 

ever become night, sunset and sunrise 

become distant memories. Prayers are 

no longer answered, supplies diminish 

daily and at any hour death could 

come from any angle. all that matters 

is that the caravan makes it to the next 

it’s about a disparate collection 

of characters surviving in a world 

in which nature itself has given up 

and uneasy alliances between long-

standing foes must be maintained as 

a relentless common enemy pours 

across once defended borders. it’s 

about making decisions that can have 

unexpected consequences, it’s about 

maintaining morale and it’s about 

marching ever onward with corpses in 
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THE GODS ARE DEAD

BELOW RIGHT: 
When giants fight 
alongside Vikings, 
you know their 
first job is to raid a 
mead house.

FORMAT: 
Xbox 360

PUBLISHER:
TBC

DEVELOPER:
Stoic

RELEASED: 
TBC

XBOX LIVE: 
No
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ABOVE: Varls have 
no real time for 
humans, mainly 
because they’re tired 
of jokes concerning 
being so horny.

RIGHT: As a rule, 
Varls can match 
Dredge units – but 
one Dredge can 
easily slaughter at 
least two men.

your wake as battle after battle claim 

more and more lives.

It’s also about what happened when 

three ex-members of BioWare (who 

worked together on Star Wars: The 
Old Republic) left to make the sort of 

game they wanted to play, and how 

much they loved the art style of Ralph 

Bakshi’s unfinished 1978 animated 

take on The Lord or The Rings, Eyvind 

Earle’s hauntingly emotive background 

work on Disney’s 1959 take on Sleeping 
Beauty, and tactical strategy games 

like Final Fantasy Tactics. And Vikings. 

And giants.

Initially explained as being beautifully 

hand-drawn in an age of CGI, requests 

for funding the project were made by 

a Kickstarter campaign that began 

on 19 March 2012. By the 20th of that 

same month it had gained the 100,000 

dollars required to put it through 

production and eventually 723,886 

dollars were raised thanks to the 

interest of 20,042 backers.

Already available as a download from 

Steam for PC players and announced 

as a future Xbox 360 Live Arcade 

title, we’ve spent some considerable 

time with it in its immensely engaging 

original form – and it’s effortlessly 

apparent that, when it finally comes to 

the console, it’s going to enchant a very 

specific sort of gamer.

Firstly you’ll certainly need to 

enjoy tactics games, since at its 

core that’s exactly what The Banner 
Saga is, once you cut through its 

branching conversations, multiple 

viewpoint narrative and travelling 

sections. Secondly, you’ll have to 

enjoy watching a caravan move 

through a two-dimensional fantastical 

Scandinavian setting while hoping 

nothing bad happens because if you’re 

not fighting, talking, visiting a market 

or levelling a character, you’ll be on the 

move and providing fate with one long 

and tiring target.

Food stocks will fall daily and should 

supplies be devoured, lost or stolen and 

there be nothing more to eat, morale 

will plummet and your people will begin 

to die of starvation. You could randomly 

encounter brigands or be hounded by 

your key enemy, the Dredge (who look 

like a cross between golems and The 

Iron Giant), or suffer from the outcome 

of a decision made days previously 

that could lead some of your people to 

revolt… or die as you let them feast on 

diseased meat.

Whatever happens you’ll need 

to make choices that all inform the 

Mogr and Bersi are still recovering from the injuries sustained 
last time they were in a scrap and so should really be replaced 
with Hakon and Gunnulf. Shame, as they could do with gaining 
more experience as they’re both only level one characters. They 
might fare well. Being injured means that they will start with less 
health than usual, and so deal less damage.

It’s risky, though. As Varls, should they fall in the field you will 
also lose a great many of their brethren – and you’ll need them 
to fight the Dredge. Placing your fighters in the right order 
is important, as that will be the order of combat. You make a 
move, the enemy makes a move and so along this line you go. 
Since it’s advisable for archers to stay back, they should be 
placed after close-range units. If you’re sensible, anyway.
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THE BAnnER SAGA
Will Johnston

THE GODS ARE DEAD

TRIAL BY COMBAT

“it’s effortlessly apparent that it’s 
going to enchant a very specific 

sort of gamer”
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When combat is engaged, an 

isometric view of the battlefield is 

taken and units that you’ll control 

don’t just represent key personnel 

from the story; should they fall then, 

although they will be available in a 

later fight, their “death” will relate 

directly to your caravan, permanently 

losing a number of people depending 

on who gets knocked out and what 

class they belong to.

This means that even if you win a 

particularly bloody battle, you’ll often 

lose many of your overall number 

of warriors and Varls – horned and 

practically immortal giants who only 

fight alongside men as they have 

an ancient issue with the Dredge. 

This isn’t a game about basking in 

victory, it’s about doing your best at 

minimising losses – and at times you 

combat. And if you’ve played Oregon 
Trail (originally developed in 1971 to 

teach schoolkids the realities of 19th 

Century American pioneer life) or 

Super Amazing Wagon Adventure 

(a wonderful pastiche of it that’s 

available as an Indie game) or even 

Organ Trail (a zombie-themed version 

for iPad that’s bloody fantastic) then 

you’ll know what to expect, as this key 

component nods heavily its direction 

and hits many of its notes.

can lose hundreds of people in one 

single engagement.

Like XCOM: Enemy Unknown 
fighting is based on moving and 

then performing an action. A unit’s 

strength value doubles as its health, 

so the more damage you suffer the 

less damage you can dish out. And 

any damage dished out has to first get 

past a target’s armour. Consequently 

you can either aim to cause direct 

pain or to whittle down your enemies’ 

defences, which you’ll very much need 

to do – especially should their armour 

value be higher than your strength, 

because in that case you’ll just be 

clanking metal.

Each unit also has a reserve of 

Willpower points that can be used to 

move a few squares further or to add 

to a strike or be used for an ability, and 

BELOW: Ludin is 
a prince and he’s 
arrogant with it – 
but his stabbing 
ability is great for 
making people 
bleed as they move.

ABOVE: Just 
because you get to 
a town or village it 
doesn’t mean it’ll 
have a market that 
can sell you food 
and equipment.
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ABOVE: That 
scorched earth 
was the result of an 
archer’s ability to 
loose flaming arrows 
– and it’s awesome.

LEFT: We only ever 
dared to try option 
2 as it seemed the 
most cautious – yet 
we still got a bit 
trumped.

Willpower can be regained by resting 

for a turn – or, should your caravan 

have a high level of morale, trumpeting 

on a horn that inspires your fighters to 

go that little bit further. 

It’s a simple and fast system that 

quickly becomes complicated once 

you take into account the abilities 

of your combatants. Some Varls, for 

example, can use Willpower to swing 

their massive weapons in a wide arc 

and attack multiple enemies. Other 

units can perform powerful charges 

that push enemies back a square – and 

should that square contain another 

enemy then they’ll take damage too. 

Archers need to be protected, shield 

bearers gain a bonus should they 

group together.

To succeed with the minimum of 

deaths you will need to use your units 

together as a single fighting unit, 

coerce your opposition so that they 

gather inadvertently to form ranks that 

can be abused, and above all you’ll 

need to understand the value of each 

particular piece on the board as if you 

were playing chess.

Thus far our time spent with The 
Banner Saga has been engrossing, 

challenging and has consumed a great 

deal of time. It’s also proved that an 

Xbox 360 version is utterly viable 

since, even on PC, it only requires a 

cursor to be moved and the action 

of a single mouse key. Visually it’s 

immensely endearing, even when 

displaying screens that are mostly  

still. The question is, will console 

gamers appreciate its slow style or  

will changes need to be made to  

make it more widely palatable?
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The BAnner SAgA
Will Johnston

Most of The Banner Saga’s cut-scenes 
don’t involve such plush animation and 
instead provide mostly static screens. 
Actual combat, however, features 
motions that really do look like they 
could have come from the 1978 
animated version of The Lord of the 
Rings. Should a soldier get struck then 
they’ll be winded and drop down onto 
one knee, and you can see the weight 
of the impact as it almost knocks their 
body over. It feels hand-made rather 
than computer-generated – and it’s 
absolutely gorgeous.

HE’S GOT  
HE-MAN’S EYES
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GOOD NEWS FOR FANS OF CLASSIC MOTORCYCLE COMBAT ACTION, AS 
THIS CROWD-FUNDED HOMAGE TO ROAD RASH MEETS IT KICKSTARTER 
TARGET AND REVS UP FOR AN XBOX 360 ARCADE RELEASE…

the developers to see that this is a 

love letter to Road Rash and those 

classic Megadrive and N64 games 

of the Nineties. Where LocoCycle 

missed the point in trying to be quirky, 

Road Redemption is promising to be 

a challenging skill-based game – but 

that’s not to say battering motorcycle 

riders with baseball bats and nudging 

them into incoming traffi c can’t be a 

lot of fun.

We suspect the story will be 

secondary to the combat-racing 

gameplay, but if you need a reason to 

swing an axe into a biker’s head you’ll 

get to play as a recently paroled felon. 

Fresh out of jail after an eight-year 

“We’re not Ride to Hell” screams a 

headline on DarkSeas’ developer 

blog promoting Road Redemption. 

Pointing out that Retribution is “a 

shoe-in for worst game of 2013” (and 

we’re not going to argue against that), 

it’s probably a wise move to distance 

itself from a game with a similar 

theme and similar-sounding title that 

turned into a complete mess. Perhaps 

there’ll be another post pointing out 

the failings and dissimilarities with the 

overly silly and shallow LocoCycle in 

the coming months.

It’s clear where Road Redemption 

draws its main infl uence, though, and 

it doesn’t take a few kind words from 

stretch, you’ll be reunited with your 

old motorcycle club – only you’ll need 

to prove yourself all over again and 

work your way up the rankings. As an 

obligatory plot twist, it turns out that 

some of your biking brothers have 

their own agendas, and may even 

have had a hand in your incarceration. 

It’s hardly GTA but still good to know 

there’s at least some point to it all, and 

there’ll even be multiple outcomes 

depending on your choices and 

actions throughout.

The action in Road Redemption 

certainly harks back to those Road 

Rash games of yesteryear, but there’s 

obviously a lot more depth and 
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THE LOST 
& THE DAMNED

BELOW: The long 
straight roads 
leave you free 
to focus on the 
face buttons and 
smashing skulls.

FORMAT: 
Xbox 360

PUBLISHER:
TBC

DEVELOPER:
DarkSeas Games

RELEASED: 
Late 2014

XBOX LIVE: 
Yes
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TOP LEFT: The 
game switches out 
Road Rash’s health 
system. Here, the 
black line marks the 
point where you’ll be 
knocked off your bike.

the last biker standing. Several other 

missions have been detailed, including 

escaping the police (complete with 

cars, bikes and choppers), taking 

down a heavily escorted 18-wheel 

truck convoy for loot, ambushing rival 

gangs and fl eeing across the rooftops 

of skyscrapers in the city.

variety to it. While the developer 

acknowledges that they don’t really 

make games like this any more, and is 

clearly proud of its old-school ethics, 

it’s still recognising that a whole lot has 

happened in gaming in the last 20 years 

– and that Road Rash wasn’t exactly a 

fl awless experience.

The similarities will be obvious, 

with the long Midwestern highways 

featuring few corners, so you can 

focus more on dishing out pain than 

simply staying on the road. There’ll 

be sporadic vehicles popping up in 

both lanes to avoid (or use to take 

out enemies) and DarkSeas is adding 

a handbrake to enable sharper turns 

where needed, but for the most part 

you’ll be free to concentrate on causing 

carnage at insane speeds.

Combat is primarily melee-based, 

with gunplay constrained to a minor 

role thanks to limited ammo. You’ll be 

able to wield the likes of baseball bats, 

lead pipes, tyre irons, samurai swords 

and a sledgehammer, combining quick 

and heavy attacks to maximum effect. 

There are parries and counters, and 

you’ll be able to block enemy attacks 

and even steal their weapons if your 

timing is slick – and there’s even a 

headslam move for smashing skulls 

into handlebars that’s compared 

to a throwing manoeuvre in more 

traditional fi ghters.

Although fi rearms may be luxury 

items, there’s still a fair assortment 

of shotguns, pistols, assault rifl es 

and grenades to play with, and Road 
Redemption features the freedom of 

full 360-degree aiming – although you’ll 

need to keep a steady aim to make 

those shots count, while also keeping 

one eye on the road ahead. Added 

to this will be a variety of bikes with 

varying stats to buy using your in-game 

currency (no microtransactions!) with 

some additional, and largely cosmetic, 

customisation options.

As for what you’ll be getting up to, 

the most typical mission detailed for 

the single-player campaign (in co-

op you’ll share the same objective) 

is a Combat Race – where you either 

have to be the fi rst to the fi nish line 

or wipe out your opponents and be 

“Online multiplayer is a huge part of Road Redemption” 
according to another posting on the DarkSeas blog. Not 
much has been said about competitive modes, other than 
that they’ll “include free-for-all and team-based missions”. 
One interesting aspect could be the online gangs that you 
can form, complete with your own insignia, ready to face off 
against rival gangs – presumably in some kind of turf war or 
just for the heck of it.

Impressively for a low-budget Arcade title, DarkSeas is 
also planning full co-op for the main campaign, with drop-in/
drop-out gameplay for up to four players – and available in 
split-screen as well as over Xbox Live. Clearly the studio is still 
trying to work out the mechanics and overall balance (in terms 
of diffi culty, levelling, rewards and respawning etc), but being 
able to team up with a mate or three should add an interesting 
new dynamic to the action. Tag team takedowns and saving 
ailing comrades from peril Left 4 Dead-style before heading 
home for beers and a punch-up – what’s not to like?
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“IT’S ROAD RASH FOR 
THE 21ST CENTURY, 
SO IT’S GOING TO 
HAVE TO GO SOME 
TO LOSE OUT ON 
OUR MONEY”

ROAD REDEMPTION
Ian Collen

SONS OF ANARCHY

A well-timed tap on the 
B button will kick an 

enemy sideways – handy 
if there’s a huge truck 

coming the other way.
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of money to be bolstering DarkSeas’ 

development coffers.

Despite having the Unity 4 game 

engine in place and a very focused 

development process (with no PS3 or 

handheld versions), Road Redemption 

is hardly going to be much of a looker. 

But perhaps the simplistic visual style 

will add to its old-school charms, 

and the lack of character around the 

barren desert roads will free you up to 

concentrate purely on kicking an enemy 

into the path of an oncoming truck, or 

dropping a grenade under the chassis 

of a pursuing cop car.

Certainly in terms of ambition and its 

faithfulness to gaming’s past there’s a 

lot to admire about Road Redemption, 

but it’s important we all keep our 

expectations tempered because this 

is clearly still a low-budget affair. The 

original Kickstarter target required 

to get the game made on PCs was 

$160,000 with a further $20,000 

recently met to confi rm an Xbox 360 

port – with the former due for an 

August release and the Live Arcade 

version likely to be “a few months 

after”. It’s hardly pocket change but in 

gaming terms that’s not a great deal 

Perhaps you’ll need to be a gamer 

of a certain vintage to truly appreciate 

just what DarkSeas is hoping to 

achieve with Road Redemption. It’s 

certainly aiming for a different style 

to what LocoCycle ended up puking 

onto the Xbox One, and the awareness 

and determination to avoid the pitfalls 

seen in the likes of Ride to Hell: 
Retribution gives us some confi dence 

that these guys know what they’re 

doing. And perhaps most notably, it’s 

Road Rash for the 21st Century, so it’s 

going to have to go some to lose out 

on our money.
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ROAD REDEMPTION
Ian Collen

BELOW: Those 
who die at the 
hands of this blade 
will surely die 
without honour.

ABOVE: A recent 
video showing a 
beta version in 
action highlighted 
some of the 
more explosive 
weaponry on offer.
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OF MUTANTS AND MAGIC
According to 
The Hollywood 
Reporter Simon 
Kinberg, writer 
of X-Men: Days 
of Future Past, 
will be penning the script for a fi lm 
based on Magic: The Gathering. 
There’s a decent Xbox 360 version 
of the card game available on Live 
Arcade, should you fancy having 
a play and seeing how he’s got 
his work cut out turning it into 
something watchable.

NEWS, VIEWS & LOOSENED 
SCREWS FROM THE WORLD 
OF XBOX ONE AND XBOX 360

one-gamer.com

HEAVEN’S SAKE
God Almighty’s decision to punish the UK for 

allowing David Cameron to let gay people get 

married brought a deluge of rightful liquid 

judgement down upon the UK this winter. It 

has been wet, really wet, really super-silly wet, 

and none more really super-silly wet than in the 

offi ces of Guildford-based developer of the Joe 

Danger stunt bike games.

“Oh god. Water moves really quick”, proclamied 

a terrifying tweet from the developer that was 

posted at 11:23pm on Christmas Eve. “Hello Games 

has been totally fl ooded. Everything in the offi ce 

has pretty much been lost :(”

Everything lost? If you tuned in last issue you 

might remember that we’ve got quite the crush 

on Hello Games, as its tiny team is developing the 

amazingly organic galactic exploration game No 
Man’s Sky for the Xbox One. Damn. “It’s not just us 

but our neighbours as well – some people *live* in 

those houses. At least we get to go home at night,” 

furthered another tweet sent four days after the 

initial aqua assault. Yeah, that wasn’t the bright side 

we were hoping to hear about.

According to a blog post on 14 January by 

managing director Sean Murray, all Hello Games’ 

PCs, laptops, development kits and furniture were 

destroyed and, due to it all being brought about 

by an act of God, insurance policies wouldn’t cover 

the loss. How about some good news? “We’ve 

fi lled a couple of dumpsters with our old stuff, and 

built ourselves a makeshift post-apocalyptic set of 

workstations – but we’re back, full speed!” came 

the latest update last month.

So, will this mean No Man’s Sky has been 

delayed? “We won’t let that happen!” proclaimed 

an adamant Murray. “At times recently I’ve 

wanted to be depressed, to wallow, but it’s 

impossible surrounded by this team. They are 

literally unstoppable. If we’ve lost some work, 

we’ll make up the time. We’ll steal dev-kits. We’ll 

work on a boat. Whatever it takes (not actual 

stealing… maybe :)”

Hello Games won’t let a delay happen and 

it won’t be running a Kickstarter campaign to 

raise funds, either. “If people buy our Joe Danger 

games then that does support us. We’d rather 

you buy Joe Danger titles because you want to 

play them though… they are real good games :)” 

So there you go. Buy a Joe Danger game, help 

No Man’s Sky’s development.

“Maybe Christmas was a bad time for this to 

happen, but New Year’s couldn’t be better for a 

fresh start. I couldn’t be more excited for 2014,” 

Sean continued. “Oh and a minute ago I saw 

something amazing that Dave just got working in 

No Man’s Sky (I can’t help but see it, because he’s 

practically sat on my lap). Watch this space and 

all that, we’ll share more soon.”

NO DISINTEGRATIONS
A note has 
appeared on 
the website 
of the United 
States Patent 
and Trademark 
Offi ce stating that the trademark 
for Star Wars 1313 was abandoned 
on 23 December, which is bad news 
for any potential Boba Fett action. 
And weird, because at the time of 
going to press the game’s website 
was still fully functioning.

DOLLARS RISING
Dead Rising 3 
is a bona fi de 
sales success 
according to 
the fl esh eaters 
at Microsoft, 
who claim that it is not only the 
third best-selling game on the 
Xbox One but the fi fth best-selling 
next-generation title. According 
to Capcom, one million physical 
copies of the game had sold as 
of 20 December. Zombie fatigue? 
What’s that?

GUILDFORD DEVELOPER CRIPPLED BY DISAPPOINTED DEITY

LEFT: No Man’s 
Sky comes with a 
variety of water, but 
it turns out the wet 
stuff that drenched 
Guildford was 
comprised mostly of 
homophobia.
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BUZZER BEATERS
LAST-SECOND SHOTS THAT BEAT THE DEADLINE CLOCK THIS ISSUE

Tom Clancy’s The Division Slender: The Arrival
Naruto Shippuden: 

Ultimate Ninja Storm Revolution

one-gamer.com

Remember how high street retailer Game 

has had to close and consolidate many of its 

stores across the country, because it suffered 

considerable fi nancial setbacks and looked like 

it was in its fi nal dying throes? Well it’s actually 

reported receiving 90% year-on-year growth in 

like-for-like sales for the run-up to the Christmas 

period, and has been doing very nicely thank 

you as of 04 January.

So much so, in fact, that it intends to make a 

£300 million initial public offering on the stock 

market later this year. Great news for those of us 

who love to buy second-hand copies of games 

for a few quid cheaper than a brand new one 

costs. And also for those who like to dabble in 

stocks and shares, presumably.

Interest drummed up by next-gen consoles 

certainly helped, as did a greater focus on its 

online retail operation. Game’s CEO Martyn Gibbs 

also explained to trade paper MCV that stores 

had been improved and staff had received extra 

training. Repeat after us, “Can we interest you in 

a pre-order for Titanfall?”

The UK games industry as a whole, however, 

isn’t seeing such a rise and is down by 43% from 

last year. Ironically, you could blame much of that 

on the transitional period between old and new 

machines, while developers that have worked 

on games for the Wii U can blame it on that 

particular console having had its sales projections 

slashed from nine million units to just under three. 

Still, at least the 3DS is doing very well indeed.

If you’ve been using your Xbox 360 to look to 

download digital copies of any of Activision’s 

games based on Marvel superheroes then you’ll 

have noticed that your search has been in vain, 

with games like Deadpool, Spider-Man: Web of 
Shadows and X-Men Origins: Wolverine having 

completely vanished from the Marketplace. You 

won’t be able to download a copy of Marvel 
vs. Capcom 3, either, because deals between 

the comic creator and videogame publishers in 

general have come to an end.

For the most part, given the quality of an 

average Marvel-based game, this isn’t terrible 

news. But what it does mean is that, had Microsoft 

gone ahead and made the Xbox One digital-only, 

then collectors would have had quite a job building 

a collection once such a licensing deal reached its 

end. And that almost happened.

“There was a real discussion about whether we 

should have an optical disc drive in Xbox One or if 

we could get away with a purely disc-less console,” 

Microsoft’s Phil Spencer told www.OXM.co.uk, 
“but when you start looking at bandwidth and 

game size, it does create issues. So we decided – 

which I think was the right decision – to go with the 

Blu-ray drive and give people an easy way to install 

a lot of content.”

Of course, Microsoft had planned to enable 

people to trade downloadable games, but only 

if those people had received and completed 

all the right paperwork to do so. That’s a bullet 

defi nitely dodged.

GAME FAR, FAR FROM OVER
GREEN SHOOTS, AND LEAVES

EXPIRED LICENCE LEADS TO DIGITAL DELETION

ABOVE: You can probably attribute 
some of Game’s recent success to its 
use of daily sales, as well as its highly 
informed staff.

BELOW: There’s nothing you could tell 
this queue about its mothers to upset it 
as it’s comprised entirely of COD fans.

ABOVE: Don’t worry, bub – you can 
probably still fi nd a second-hand physical 
copy of Deadpool somewhere out there.

BELOW: Galactus can devour worlds but 
now the deal is over he won’t be able to 
eat space from your hard drive ever again

MARVEL NO MORE
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What’s been flicking our buttons this month? Epic games and epic patches…

one-gamer.com

You could double the population of the planet, 

turn everyone into walking corpses and still not 

have enough zombies to rival how many have 

so far been killed in Dead Rising 3. It’s a popular 

game all right, but it certainly launched with a 

number of problems: should you encounter 

items grouped tightly together, you might fi nd 

it diffi cult to select the thing you actually want 

to pick up, for example.

Some blueprints, Achievements and trials could 

fail to become available if they’re discovered by 

the player in the wrong order. And how about 

some impulse trigger support so you get a buzz 

when you run out of ammo? For such fi xes, you’ll 

be wanting a patch that fi xes these issues and 

adds further stability – and there’s one available 

right now, weighing in at a waistline-popping 

13 gigabytes.

No, don’t adjust your eyes, you read that right – 

Capcom Vancouver released a patch that’s about 

65% the size of the full game’s installation, so 

we’d better explain how it also readies the game 

for DLC that Dead Rising 3 players may or may 

not actually want to buy. And so it was that the 

internet became engaged.

Exactly who has the time to download such a 

gargantuan beast of a fi le? You just know that 

the patch actually contains all the DLC data, and 

that Capcom is going to have the nerve to charge 

you for an unlock key to access data you already 

have taking up space on your console. How can 

you even manage a 500Gb hard drive when 

publishers fatten their games like that? And so 

on, and so on. And so on.

Well, sure. It’s a fat patch, but should the Xbox 

One be set for Instant On it will download and so 

can install itself when players are at work, asleep 

or busy moaning about patches while on the 

internet – that’s a good thing, right? And without 

extra graphic and sound fi les, gamers who want 

to play online co-op would fi nd that they could 

only play with those who haven’t decided to buy 

the DLC. But no, such opinions, and indeed facts, 

are nothing against the anger being vented at 

this solitary patch. Those Capcom Vancouver 

guys are bastards.

ABOVE: What’s that, Capcom – it takes you eight 
to ten times the effort to create the assets for a 
next-gen game? Balls!

BELOW: Xbox One games are bigger than those 
on the Xbox 360, as will be their fi xes – not that 
this guy cares.

3) Metal Gear Solid V: 
Ground Zeroes

4) Castlevania: Lords of 
Shadow 2

Forget trending topics – these are the 
month’s biggest games, in order of how 

much you’ve asked us about them…

2) Thief 5) Tomb Raider: 
Defi nitive Edition

1) Alien: Isolation 3) Metal Gear Solid V: 4) Castlevania: Lords of 5) Tomb Raider: 1) Alien: Isolation
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EEDAR is a research company that has 100 million 

data points and 135 years of combined expertise. 

It’s been using these unusual powers to scour 

through 10,000 games sold in US retailers, and 

comparing their fi rst year of sales against scores 

awarded by Metacritic. Irrespective of whatever 

console these games appeared on, it seems that 

scores matter most early in a console’s lifespan 

– and so the older the machine gets, the less 

punters seem to worry about reviews.

“A title is less likely to succeed on brand power 

alone,” www.gamesindustry.biz was informed 

by Jesse Divnich. “Consumers have just dropped 

$400 to $500 on a new platform, so those 

fi rst $60 software purchases are critical, and 

consumers will mitigate their risk of buying a game 

they may not like by applying more due diligence 

such as reading more review articles or consulting 

core gamers in their social circles who traditionally 

keep their fi nger on the pulse of what’s good and 

what’s not.” 

Divnich then went on the stress that this 

doesn’t necessarily mean that those who don’t 

fl ock to a console as soon as it’s released 

are simply sheep being fed fodder. “A lower 

correlation would indicate that the consumer 

base is judging purchasing decisions off other 

factors outside of review score,” he explained. 

Once you’ve owned a machine for a while you’ll 

have a better idea of what you like, it seems. 

And you’ll be more confi dent in your purchasing 

decisions. You might have guessed as much, but 

you don’t have 135 years of expertise and 100 

million data points.

39one-gamer.com

Larry “Major Nelson” Hryb has been chatting 

to www.canada.com, because the country 

has its own website and Xbox Live’s director of 

programming had plenty to say to Canadians who 

are fi nding the One’s interface rather tricky. “If you 

look back at the Xbox 360’s launch, what it was 

in 2005 when it launched is completely different 

from what it is now,” he said. 

“It’s fascinating to see the different things that 

have come along, things iterated. We didn’t even 

have things like the Party system or the ability to 

support external storage when we launched the 

Xbox 360. So we are absolutely committed to 

adding new features to the Xbox One over the 

course of its lifespan.”

Indeed, a system patch is in the works that 

could well bring back such last-gen treats as a 

battery life indicator, a guide that explains how 

much space is left on the hard drive and an easier 

way to connect to Friends. 

“When we look back and look at what we’ve 

done, we want to continue to adapt the system 

to what gamers want. The team that works on 

Xbox are gamers themselves, we want to build 

the system that we use and that we know gamers 

would enjoy using,” he explained, while avoiding 

mentioning why features that had already been 

developed for the 360 weren’t just integrated 

from the off. 

“We’re listening to the feedback every single 

day. I’ve already seen some changes in the 

operating system internally with what we’re 

building.” And apparently Kinect is getting its 

own refi nements, too. Joy.

OBVIOUS STATED

Metal Gear Solid V: Ground Zeroes will be 

with us in March, but what should you expect 

from it? Thankfully, Hideo Kojima has taken 

to Twitter to explain. “‘GZ’ is the prologue 

of the story of MGSV, it is also a tutorial of 

the new MGS, which is shifting to ‘infi ltrate 

simulator’ at the same time,” reads the tweet 

that Twitter translated immaculately from 

Japanese to English. 

“So, (this title several hundred-fold) in 

limited small base in a relatively ‘GZ’ time 

zone does not change in real time. However, 

I can enjoy the play time zone is different 

for each mission each.” Well we hope that 

clears some questions up for you. Expect The 
Phantom Pain to be hundreds of times bigger 

than Ground Zeroes, to offer more features, 

but to not cost hundreds of times less.

REVIEWS MATTER, BUT NOT SO MUCH OVER TIME

MICROSOFT MOUTHPIECE EXCITED BY UPGRADES

PHANTOM PRICING

XBOX ON, EH?

METAL GEAR INTRO IS JUST THAT

ABOVE: EEDAR suggests games that do well 
early on, such as Call of Duty 2, are four times 
more likely to receive sequels.

BELOW: So COD 3 was released because COD 2 
was very popular early in the 360’s time on the 
planet. You. Don’t. Say.

NEWS, VIEWS AND LOOSENED SCREWS FROM THE 

WORLD OF XBOX ONE AND XBOX 360

ABOVE: Expect the Xbox One’s Kinect to 
eventually understand you when your speech is 
slurred by too much gin.
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Stop that and get to your nearest 

YouTube. Now search for the trailer 

for Kung Fury, play it, bathe in it, roll 

around in it and understand totally why 

we’re quite so excited that not only has 

the Kickstarter project for a 30 minute 

mini-movie been raised, should it go on 

to gain a million dollars in pledges it will 

become a full feature. And there could 

even be a game.

Kung Fury is the everyday tale of a 

cop in the Eighties who doesn’t play by 

the rules, knows a lot about guns and 

martial arts and travels back in time to 

fi ght Adolph Hitler – the Kung Fuhrer. 

It features Vikings, dinosaurs, Norse 

gods, Nazis, mutant gang bangers, 

big silly robots and high historical 

accuracy. Probably.

“In the fi rst draft of the script I had 

Kung Fury travel to the future instead 

of the past,” claims the writer, director 

and star of the most important thing 

we’ve ever seen, David Sandberg. “One 

idea I had for that game was to start 

the level with 8-bit graphics, and as 

you progressed and travelled further 

in time the graphics would improve. 

Like the fi rst level would be 8-bit, 

the second 16-bit, the third would be 

really terrible 3D graphics that would 

develop over time into an awesome 

looking 3D game.”

Ah, well we’ve played that game 

already. It’s called Eat Lead: The 
Return of Matt Hazard, and it’s 

shockingly poor. Thankfully, Sandberg 

is hoping for someone to make a 

game that’s a bit Double Dragon and 

a bit Metal Gear Slug, which could 

capture the essence of his epically 

insane Eighties adventure.

UK XBOX 
360 CHARTS
1  FIFA 14

2  Assassin’s Creed IV 
Black Flag

3  Call of Duty: Ghosts

4  Grand Theft Auto V

5  Battlefi eld 4

6  LEGO Marvel Super 
Heroes

7  Need For Speed 
Rivals

8  WWE 2K14

9  Batman: Arkham 
Origins

10  Disney Infi nity

UK XBOX 
ONE CHARTS
1  FIFA 14

2  Battlefi eld 4

3  Forza Motorsport 5

4  Call Of Duty: Ghosts

5  Dead Rising 3

6  Ryse: Son of Rome

7  Assassin’s Creed IV 
Black Flag

8  LEGO Marvel Super 
Heroes

9  Need for Speed 
Rivals

10  NBA 2K14

We’ve certainly 
witnessed more 
interesting times in 
Xbox software sales, 
but at least these two 
charts suggest that 
Xbox One owners are 
increasingly turning 
to Battlefi eld for their 
online thrills, while 
Xbox 360 warriors 
remain faithful to Call of 
Duty. At least for now. 
It is odd that Black Flag 
is performing better on 
the older console when 
the next-gen version is 
so pretty, mind.

According to consumer market research 

group NPD, December was a great 

month for the Xbox One in the US, as 

the only console that outsold it was the 

Nintendo 3DS – but that’s okay since it’s 

not even a proper console because you 

can’t even plug it into a big TV or use it 

to watch Netfl ix.

“It’s been incredible to see Xbox 

One selling at a record-setting pace 

for Xbox, and we were honoured to 

see Xbox One become the fastest-

selling console in the US during 

our launch month in November,” 

said Xbox corporate vice president 

Yusuf Mehdi in one of those glossy 

Microsoft announcements that reek 

of expensive cologne.

“Since our launch, demand for 

Xbox One has been strong, selling 

out throughout the holidays at most 

retailers worldwide. We are continuing 

to work hard to deliver additional 

consoles to retailers as fast as possible,” 

he then added, quite probably while 

practising his smile in a mirror stuck to 

his computer monitor.

Microsoft announced that its new 

machine had sold over three million 

units worldwide by the beginning 

of January, which is especially 

impressive when you consider that 

it’s only available in thirteen countries. 

However, Sony has since countered 

that it had sold over four million 

PlayStation 4s from the console’s 

launch until the end of the year. Even 

considering how it’s available in many 

more countries, that’s quite a number. 

And so the war of words and sales 

fi gures continues as both machines 

are doing spectacularly okay.

40

CHOP SOCKY
GAME AND FILM HISTORY COME TO A BEAUTIFUL END

CONSOLE WAR LOGS

ABOVE: Kung Fury makes Far Cry: Blood 
Dragon look like a BBC 4 documentary and 
is the greatest thing we’ve ever seen.

PADDED OUT
Here’s a section in 
which we were going 
to inform Xbox One 
owners looking to 
further their Titanfall 
experience all about 
a limited edition pad 
that’s been designed 
in partnership 
with Respawn 
Entertainment. See, 
it could have come 
directly from the 
game’s universe! 
Amazing! Retailing 
at the price of a 
regular controller and 
exclusive to Game, we 
now have to tell you 
that it’s sold out, is no 
longer available and 
so is going to cost a 
fortune on eBay.

LEFT: It’s a little 
known fact that 
Yusuf Mehdi is 
actually controlled 
by the ghost of Jim 
Henson. Possibly.

one-gamer.com

NEWS, VIEWS AND LOOSENED SCREWS FROM THE 

WORLD OF XBOX ONE AND XBOX 360

ABOVE: Kung Fury’s creator reckons Chris 
Burns’ short fi lm Coin could suggest a direction 
for the game to take.

LEFT: Looks like the 
PlayStation 4 has 
taken early ground 
in Europe – EyeToy 
camera not included.
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STREET TEAM
Seeing gameS in their  
undiSturbed natural habitat

06

Swilling Some gaming wine with our expert taSterSS

reCentlY plaYeD

IN HOUSE

LARA LOVED
released last march, the tomb 
raider reboot only became 
profitable at the end of 2013 – 
so congratulations, Square enix.

DEVIL DETAILS
Diablo III has been listed for the 
Xbox One by best buy Canada, 
though it has since vanished.

DADDY’S HOBBY
Own 10,608 games? then 
you can snatch the guinness 
World record for largest game 
collection from 43-year-old new 
Yorker, michael thomasson.

CHUCKING FUN
microsoft has trademarked 
“thrown together”. hopefully 
the game won’t be.

SHAKEN AND STIRRED
telltale’s president, Kevin 
bruner, has explained that he’d 
love to do for James bond what 
he’s done for the Walking dead.

MICKEY TAKEN
Disney Infinity has sold three 
million units of its starter pack, 
yet it’s still illegal to sell crack 
cocaine to children. madness.

SAD SALUTE
greg martin, the artist 
responsible for some iconic 
Sonic the hedgehog and Pac-
man box art, passed away in 
early January. riP.

the inside scoop on life at one gamer

one-gamer.com 41

if you’re wondering what games we actually play when we’re let 
loose on our own collections then wonder no more, as you’ve come 
to exactly the right place.

Ian has been raiding small tombs and slaughtering masses of 
men with a climbing axe again, thanks to the Definitive Edition of 
lara Croft’s rebooted adventure. “Knowing when the bad things 
happen makes it a lot less stressful!” he confessed, before explaining 
that he’s also gone back to Dead Space 3 despite it too failing to 
persuade him to change his trousers.

Will has been losing to ian’s Forza 5 drivatar with an upsetting 
frequency and taken to the high seas in Assassin’s Creed IV 
Black Flag. “i use the app to earn money while i’m on the toilet,” 
he confessed. interesting, as we never knew he actually had a 
toilet. he’s also found himself desperate for more Peggle 2 levels 
to be released and wishing that the sequel to Max: The Curse of 
Brotherhood was out already.

James has been enjoying a month focused on adventure of the 
point-and-click variety. The Wolf Among Us has inspired him to 
dig out old comics and watch Watchmen once more, and then 
there’s been the first part of The Raven, which he found utterly 
charming, as well as disturbing, thanks to a glitch that causes jaws 
to become “unhinged and start slowly rotating on their axis during 
speech, distorting skin and faces like some animatronic nightmare at 
disneyland Switzerland.”

ABOVE: is oculus rift the 
future? on the contrary, it’s all 
a bit 1992 – only without pierce 
Brosnan and Jeff Fahey.

BELOW: the best thing about 
Castlevania being rebooted? it 
should fast-track the abhorrent 
“metroidvania” term into 
obsolescence.

FROM THE 
PENTHOUSE…

… TO THE 
SHITHOUSE

Known commonly as “press trips”, we occasionally get the chance 
to escape from the office, see how much train tickets have 
increased in price since the last time we went outside and get a 
greater feel for the future of Xbox gaming.

Well tough luck to James and Ian, who were chained to their 
desks to see off a deadline that had been shortened to take into 
account how people like time off for Christmas. Will, however,  
managed to get to a restaurant in london, where he was able 
to solve some crimes and throw a harpoon into a pig’s carcass… 
but that was for games embargoed until next issue. though the 
jammy bugger also got to have a go on the Oculus rift while he 
was there, which gave him Lawnmower Man flashbacks.

elsewhere Matt Edwards travelled to royal Windsor for high tea 
and an afternoon at Konami’s plush new office to sink his teeth 
into Castlevania: Lords of Shadow 2. between levels, he took time 
to wave across the courtyard at staff working for nintendo and 
take-two, whose offices are in the same square. incestuous, the 
games industry is.
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When I was a kid back in the early 

Eighties I used to swear like Harold 

Bishop from Neighbours, especially 

when I was playing my cousin’s 

tabletop version of Frogger and kept 

forgetting to check whether that log 

was actually a crocodile. Frustration 

would build up in my head as my 

face began to boil; my muscles would 

tighten and I’d try desperately not to 

explode in fury.

“Bother!” I’d eventually shout 

out, fully aware that the slightest 

suggestion of anything more severe 

would earn me a swift slap. “Bother, 

bother, bother!” And there was 

nothing an adult could do about it, 

other than tell me to calm down. 

These days things have changed. 

I’ve got taller, and greyer, and fatter. 

I’ve also got a wider and far cruder 

vocabulary, and instead of just 

shouting at a machine I’ve been 

shouting directly to one – “Xbox: 

volume down.”

I’ll admit it: voice control wasn’t high 

on the list of features I expected to have 

any time for. It’s just a gimmick, right? 

Well, occasionally sure; I’ve certainly 

had to quit mumbling and learn how 

to enunciate with greater clarity, but so 

far I’m genuinely loving being able to 

simply walk into my front room, saying 

“Xbox: turn off”, followed by “yes” and 

then leave my flat as the TV shuts down 

and my console goes to sleep. Then, as 

long as I haven’t developed a cold in  

the interim, I still find myself smiling 

when “Xbox on” does what it should, 

and both TV and console spring back 

to life.

I’ve also probably been having too 

much fun seeing who the console 

prefers between my wife and myself. 

She’ll try to command it to do 

something, and she’ll fail. Then, with 

my practised tones, I’ll get the magic 

words right first time. If the Xbox 

One were a dog there would be no 

question who its favourite person 

would be. You can just call me the 

console whisperer.

I was remembering how I used  

to almost swear at Frogger when 

I found myself in the utterly bizarre 

situation of being sat on my sofa  

with my mum during Christmas –  

and she was watching as I played Zoo 
Tycoon. Actually watching me, and 

the game – and not only that, she was 

visibly entranced by the spectacle 

of me holding out an arm to feed 

some fruit to an elephant, and doubly 

amazed when I told the console to  

“Go to” the excellent Max: The Curse 
of Brotherhood.

This was not only the first time in my 

life she’s ever looked at anything I’ve 

been playing, but also the first time that 

she’s actually said anything positive 

about it. It was a genuine first, and after 

we had dropped her back home and 

returned to our place, I called her up to 

explain that, no, we hadn’t drowned in 

the floods. “How’s your zoo going?”  

she asked. Then came the killer line, “I 

wish I was young enough to be able to 

play. I could see myself enjoying your  

magic box.”

This is a woman who is confused by 

a TV remote control and who only saw 

Frogger as a plastic box I’d gaze into, 

now showing interest in a videogame 

and a videogame system, and stating 

that she wished she could have a go. 

Xbox One, I think I like you. I think I like 

you a lot.

MY        LIFE
THE BIrTH OF A GrANNY GAmEr

one-gamer.com

ABOVE: Max heads 
out to save his brother 
from the clutches of 
David Bowie.

TOP RIGHT: The 
colour LCD screen is 
actually on – this is  
just how my mum  
saw Frogger.

BELOW LEFT: To 
be honest I only used 
Kinect to play Zoo 
Tycoon to make my 
mum think I was some 
kind of wizard.

BELOW: I thought that 
this sort of view would 
have put her off – but 
far from it. 

042_OG137[Column]NTICJA.indd   1 24/01/2014   18:50



Death from above

Divekick

Because shiny discs 

have had their day

You can dive into the air and you 

can perform a kick that hurtles you 

downwards and, ideally, towards your 

opponent. That’s it – that’s Divekick in 

the nuttiest of nutshells, and so if there 

was an award for Most Honest Title for 

an Xbox One Game it already looks as 

though we’ve got a clear winner by an 

absolute knockout.

Don’t worry, its simplicity utterly 

belies its underlying majesty and so 

even if you’re totally fluent in Street 

Fighter and know every move of 

every character, you’re in for treat that 

captures the pure essence of classic 

beat ‘em-ups, and has more than a lot 

of fun in doing so.

Now, you might imagine that a 

fighting game featuring only two 

buttons would be created by, and for, 

people who don’t even like fighting 

games, or even proper games. 

Well you’d be wrong as this simple 

but devilishly effective and utterly 

addictive beauty was originally 

developed by Adam Heart, the editor-

in-chief of hardcore beat ‘em-up 

website www.shoryuken.com, and 

has since been taken up by Iron Galaxy 

Studios, which developed the likes of 

Darkstalkers Resurrection, Marvel vs 
Capcom Origins and Street Fighter III: 
3rd Strike Online.

It’s been developed by the fighting 

game community for the fighting game 

community, then, and since Divekick 
is currently available for the PS3 and 

Vita, we know that it’s already been 

welcomed deep into the bosoms of 

those who are totally fluent in the far 

more complicated fare.

Originally debuting on 08 May 

2012 at the Ultimate Fighting Game 

Tournament, where it received long 

lines of eager punters who were 

hungry to get involved having heard 

the buzz, Divekick has since become a 

fighting-fan favourite, and by featuring 

13 characters, each with their own 

story and set of special moves, its 

acceptance is largely due to the depth 

and variety it provides.

Each fighter has a unique fighting 

style (that’s still about diving into the 

RIGHT TOP: Pro tip: 
kicks to the head will 
leave you slightly 
disorientated for the 
next round.

RIGHT BOTTOM: 
You’ll trigger different 
special attacks 
depending on 
whether you’re on the 
ground or in the air.

43one-gamer.com

BELOW: Mr N brings 
down the pain – 
and acts as one of 
the game’s most 
despicable villains.

air and kicking) and each can have 

their abilities tweaked by selecting 

a variety of performance-enhancing 

gems before a match begins. Fighters 

can charge up special attacks 

triggered by… pressing both buttons 

AT THE SAME TIME.

You want quirkiness? Divekicker 

Jefailey’s head gets bigger every time 

he wins a round, and so while he gains 

a floatier leap he’s in more danger 

of being taken out by a blow to his 

egotistical face. You want cunning 

references? The Baz is actually based 

on Zubaz, who was dropped from the 

roster for Street Fighter II and has since 

only existed as concept art.

You want a fat man in a onesie and 

a cape? Then Mr N will suit your needs 

– he’s so into comfort that he wears 

an inflatable travel pillow around 

his neck at all times. Consequently, 

he’s invulnerable to kicks to his face. 

You want a game from the ID@Xbox 

program that will show off all your 

Xbox One’s capabilities? Ah…
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REALTIME
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20 FEBRUARY 
GAME OF THRONES 
SEASON 3
With Season Four airing in April, 
this Blu-Ray (and DVD) release 
should help you remember 
the intricacies of the ever-
expanding plot, and if you buy it from Amazon 
you’ll receive a bonus disc that contains extra 
content. The fi nal episode has become the 
most pirated in history, but who wants a digital 
fi le when you can add some extra weight to 
your shelves and know that you’re helping to 
keep Peter Dinklage employed? 

THE KEY DATES IN YOUR GAMING 
DIARY FOR THE MONTH AHEAD

12 FEBRUARY
FAR CRY CLASSIC
Available for download from 
XBLA for Xbox 360 two 
days before Far Cry The Wild 
Expedition goes on sale, this 
will be the fi rst time the series’ 
original game has come to consoles and it’s 
going to do it with some HD polish. All you 
need to get involved is £7.99, and if it matches 
the quality of Crysis’ Live debut you can 
certainly expect to get a lot of value for money. 
When originally launched in 2004 for the PC it 
sold 730,000 copies in four months. 

10-14 FEBRUARY
ANIMEX, 
MIDDLESBROUGH
Every year the north east 
of England plays host to 
this International Festival of 
Animation and Computer 
Games, and whether you’re looking to get into 
the industry as an artist or just want to witness 
the latest state-of-the-art wonders, you’ll fi nd 
yourself welcome. At least if you have a ticket. 
A unique blend of talks, workshops, exhibitions, 
screenings and networking events, this is one of 
the biggest events of its type in the world. 

21-23 FEBRUARY
GEEK 2014, MARGATE
Featuring a massive Minecraft 
area and tournaments, retro 
gaming and more current 
fare – and a lot of people 
dressed as their favourite 
game characters – this event 
is all about the cooler aspects of being a 
geek. There’ll be talks, workshops, family-
friendly events, and if you fancy splashing 
some cash you’ll be more than welcome in 
the marketplace where you’ll fi nd plenty of 
rarities to add to your collection.

28 FEBRUARY
THIEF
Thief: The Dark Project 
impressed PC gamers 
with its take on the stealth 
genre in 1998. Thief II: 
The Metal Age followed in 2000, then, in 
2004 there was Thief: Deadly Shadows. This 
means the game we expect to be a deep and 
engrossing adventure that keeps combat to 
a minimum will effectively be Thief 4. If you 
loved Dishonored but wished it was prettier 
and not so stuck on gore and death, prepare 
to be happy.

21 FEBRUARY
EARTH DEFENCE 
FORCE 2025
You can’t beat a bit of 
split-screen EDF co-op 
when you just want the 
simple pleasure of battling against alien insects 
and robots on a giant scale, as an entire city 
crumbles around you. Forget the dullness of 
the previous game, 2025 keeps all that makes 
2017 such a corker, adds four-player online 
excellence and provides more weapons and 
upgrades than you’d fi nd at an arms trade fair. 
Bring. It. On. 

20 FEBRUARY 
PLANTS VS. ZOMBIES: 
GARDEN WARFARE
Available for Xbox One and Xbox 360, 
tower defence afi cionados may baulk 
at Garden Warfare’s shift in direction, 
while the rest of us will be too busy loving 
its four-player online co-op battles and 
24-player multiplayer modes. Winner of 
ten E3 Awards and packed with the series’ 
trademark humour, it’ll turn your trigger 
fi nger green while putting a smile on your 
face, and shouldn’t feature 12-year-olds 
screaming about your mother. Nice. 

21 FEBRUARY
THE STORY 2014, 
LONDON
Suitably, given its name, 
it’s a one-day conference 
that’s all about stories 
and story-telling and doesn’t matter which 
particular medium you choose – you’ll fi nd 
someone who works within it and knows how 
to spin a good yarn. You’ll also fi nd Gruff Rhys 
of Super Furry Animals and Gruff Rhys fame 
talking about his new book, fi lm and album, 
and may well become inspired to get into the 
complex world of videogame narrative design. 

26 FEBRUARY 
XBOX ONE GAMER 
Until we’ve repaired our magical time portal 
we won’t be able to tell you exactly what you 
can expect to fi nd within the glossy pages 
of Issue 138, but you can be sure that it’ll be 
the best thing to be released on 26 February 
anywhere in the civilized world. It’s looking as 
if we’ll have some direct contact with Titanfall, 
Dark Souls II and Sniper Elite 3, and that the 
rest of the tome’s wonderful 
pages will be packed with 
the usual deets on all things 
Xbox One and 360.

28 FEBRUARY
CASTLEVANIA: 
LORDS OF SHADOW 2
The eagle eyed among you will notice 
that, no, that isn’t at all an image from 
Castlevania: Lords of Shadow 2. Rather 
it’s a shot from Yaiba: Ninja Gaiden Z, 
which was supposed to come out on this 
day but has since been pushed back to 
21 March. Few tears were probably shed, 
but they sure were here at Gamer Towers 
as we’ve run out of Castlevania pictures 
(given the six-page preview) so here’s a 
Yaiba chap screaming “Noooo!” instead.
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FEBRUARY
●  Castlevania: Lords of Shadow 2 Konami

●  Earth Defence Force 2025 D3 Publisher 

●  Fable Anniversary Microsoft Studios

●  Far Cry Classic Ubisoft

●  Far Cry The Wild Expedition Ubisoft

●  Lightning Returns: Final Fantasy XIII Square Enix

●  Rambo: The Video Game Reef Entertainment

 ● Rayman Legends Ubisoft 

●  The LEGO Movie Videogame WB Games

● ● Thief Square Enix

● ● Plants vs Zombies: Garden Warfare

 ● Project Spark Beta Microsoft Studios

 

MARCH
●  Dark Souls II Namco Bandai

● ● Metal Gear Solid V: Ground Zeroes Konami

●  Pac-Man and the Ghostly Adventures
Namco Bandai

●  South Park: The Stick of Truth Ubisoft

● ● Titanfall EA

●  Yaiba: Ninja Gaiden Z Tecmo Koei

 

APRIL
●  Tropico 5 Kalypso Media

 

MAY
●  Raven’s Cry TopWare Interactive

 

JUNE
 ● The Elder Scrolls Online Bethesda

●  Ultra Street Fighter IV Capcom

 

TBC 2014
● ● Alien: Isolation WB Games

 ● Below Microsoft Studios

●  Beyond Flesh and Blood Pixelbomb Games

●  Bound by Flame Focus Home Interactive

● ● Child of Light Ubisoft

 ● D4 Microsoft

● ● Destiny Activision

●  The Dark Eye: Demonicon Kalypso 

● ● Dragon Age Inquisition EA

● ● Dying Light WB Games

 ● EA Sports UFC EA Sports 

●  Enemy Front City Interactive

● ● Edge of Eternity Midgar Studios

 ● Fable Legends Microsoft Studios

● ● Fantasia: Music Evolved Disney

 ● Final Fantasy XV Square Enix

 ● Halo 5 Xbox One Microsoft Studios

● ● Homefront 2 Crytek

● ● James Pond: Codename Robocod System 3

 ● Kinect Sports Rivals Microsoft Studios

 ● Kingdom Hearts III Square Enix

 ● Lords of the Fallen CI Games

● ● Mad Max WB Games

● ● Metal Gear Solid V: The Phantom Pain Konami

 ● Minecraft: Xbox One Edition Microsoft Studios

 ● Mirror’s Edge 2 EA

●  Murdered: Soul Suspect Square Enix 

●  MXGP: The Offi cial Motocross Videogame TBC 

●  Naruto Shippuden: Ultimate Ninja Storm Revolution
Namco Bandai

●  NASCAR ‘14  Deep Silver

●  Prey 2 Bethesda

 ● Quantum Break Microsoft Studios

● ● Rainbow 6 Patriots Ubisoft

●  Sacred 3 Deep Silver

●  Sherlock Holmes: Crimes & Punishments
Focus Home Interactive 

●  Sniper Elite 3 505 Games

●  Square Heroes Gnomic Studios

● ● Star Wars Battlefront EA

● ● Strider Capcom

 ● Sunset Overdrive Microsoft Studios 

● ● Super Time Force Capybara Games

●  Tekken x Street Fighter Namco Bandai

● ● The Amazing Spider-Man 2 Activision

 ● The Crew Ubisoft

●  The Dark Eye: Demonicon Kalypso Media

●  The Dark Triad: Dragon’s Death Autoloot Games 

● ● The Evil Within Bethesda

●  The Incredible Adventures of Van Helsing
Neocore Games

 ● Tom Clancy’s The Division Ubisoft

● ● Trials Fusion Ubisoft

 ● The Witcher 3: The Wild Hunt CD Projekt Red

 ● UFC Ubisoft

● ● Valiant Hearts: The Great War Ubisoft

●  Warface Microsoft Studios

● ● Watch Dogs Ubisoft 

● ● Wolfenstein: The New Order Bethesda

●  World of Tanks: Xbox 360 Edition Wargaming

Titanfall
This Xbox One and 360 
(and PC) exclusive has 
been designed to make 
sure you spend more time 
fi ghting and less time 
waiting in lobbies while 
plotting your revenge. Now confi rmed to 
be featuring six-versus-six online battles 
between agile and free-running super 
soldiers and their accompanying mechs, 
as well as AI allies and enemies, there’s 
plenty to be concerned about at all 
times. It’s not going to be COD, nor will it 
be Battlefi eld, but something leaner and 
possibly meaner.

14 MARCH • £47.86
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PRICES ARE CORRECT AT THE
TIME OF GOING TO PRESS

Metal Gear Solid 
V: Ground Zeroes
Set in 1975 and starring 
Solid Snake’s poppa Big 
Boss (confusingly also 
known as Snake), this open-
world take on the classic 
stealth series acts as a prologue for Metal 
Gear Solid V: The Phantom Pain and aims 
to get you up to speed with the new 
style of play. Alarmingly, the Xbox 360 
version can be found for £23.86, which 
seems a far more reasonable price for 
what amounts to an appetiser for the 
main event.

21 MARCH • £37.85

The Elder Scrolls 
Online
Set one thousand years 
before those wounded 
by arrows to the knee 
could fi nd work as guards 
in Skyrim, this massively 
multiplayer take on the RPG series will 
cost you more than an initial outlay 
of cash, so be prepared for monthly 
subscription fees. Ideally its fi rst few 
months of being active won’t be marred 
by the usual Bethesda bugs, especially 
given the extra complexity inherent in 
such a large-scale online project.

14 JUNE • £47.86

Castlevania: Lords 
of Shadow 2
If you were to learn that 
this sequel stars Dracula 
in the lead role it would be 
a boon if you had already 
completed the original, or are able to 
forget that you’ve read this sentence. It’ll 
be the last Castlevania to be developed 
by MercurySteam, and will be all about 
preparing for a battle against Satan while 
avoiding the attentions of Alucard and 
the Belmont clan. You can rest assured 
that it’ll be one of this year’s most 
beautiful Xbox 360 titles. 

28 FEBRUARY • £37.85

GAMESRADAR

Dragon Age Inquisition

Raven’s Cry

XBOX 360 XBOX ONE
FORMAT RELEASE KEY:

Alien: Isolation

Wolfenstein: The New Order
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Game Update James Artaius

Rest assured your next Halo journey WILL begin 

in 2014.” So tweeted Microsoft’s Rob Semsey, 

the chief PR manager for Halo, adding the hashtag 

#staycalm. His tweet came in response to a minor 

public freakout to Halo’s absence from an official list of 

2014 Xbox One releases put out by the company – an 

omission due only to the fact that Halo 5 isn’t officially 

called Halo 5 yet. 

In a “what are the odds” occurrence of unfathomably 

fortunate happenstance, 343 Industries’ executive 

producer Josh Holmes then released the piece of 

concept art that you see on these very pages. Again 

being careful not to utter the words Halo 5, he referred 

to it simply as “an early exploration of a new location 

that features prominently in a little game project we’re 

tinkering with.” 

Holmes had, up until last month, been serving as 

creative director on the game before moving up 

to his new position. His replacement and the man 

who will usher Master Chief to the finish line is Tim 

Longo, a former LucasArtist who was previously the 

creative director on Tomb Raider (the new one), Star 
Wars: Republic Commando and most recently an 

“unannounced Star Wars first-person shooter” using  

the Unreal engine (which, thanks to Disney, will never  

see the light of day). 

Hopefully he will add a dash of that cult Republic 
Commando flavour (the title spawned five novels and 

still has a following to this day) to a Halo game that’s 

already confirmed to run at 60 frames per second with 

dedicated servers for multiplayer. Either way, if Halo 4 

didn’t already prove that the series is in good hands at 

343i, Longo’s appointment should put everyone’s mind 

at ease.

Halo 5
“

FORMAT: 
Xbox One, Xbox 360

PUBLISHER:
Microsoft Studios

DEVELOPER:
343 Industries

RELEASED: 
TBC 2014

46 one-gamer.com
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here are two immediately 

fascinating aspects of the Late 

Medieval period that we really need 

to cover right away. Firstly, it began 

in the early 1300s when thriving 

European powers had been getting 

richer and richer but found that it was 

becoming increasingly more difficult 

to collect more and more gold, when a 

series of plagues started to decimate 

the taxable population.

Secondly, it certainly shouldn’t be 

confused with the High Middle Ages 

that ran between 1001 and 1300 AD. 

That would be a schoolboy error and 

one we made last issue when we 

assumed that this open-world first-

person RPG would take place some 

time during that era, mainly because 

we hoped it would feature the player 

being able to meet Robin Hood, sing 

songs with some men in tights and 

chat up Joan of Arc via a dialogue 

tree. Sorry about that – we’ll accept a 

grade D and promise to do better now 

that we’ve been given the opportunity 

to resit the exam.

What we could always be firmly sure 

of is that Kingdom Come: Deliverance 

certainly was never to be a novel 

combination of The Lord’s Prayer and 

that Burt Reynolds movie in which 

Ned Beatty squealed like a pig, but 

actually something far more appealing 

and clearly much less uncomfortable. 

TOP: If she floats, 
she must be made 
of wood. And since 
wood burns and so 
do witches, she must 
be a witch.

RIGHT: Don’t worry 
– this sort of thing 
won’t require you to 
use Kinect.

First Look

48

FORMAT: 
Xbox One

PUBLISHER:
TBC

DEVELOPER:
Warhorse Studios

RELEASED: 
TBC 2015

XBOX LIVE: 
No

Taking place within the Holy Roman 

Empire and so definitely not based in 

Merry Olde England, it eschews any 

notion of fantasy usually found in the 

genre and instead is aiming for as strict 

a level of historical accuracy as possible. 

That means no magic and monsters 

or Holy Hand Grenades of Antioch, 

but also means that it will be able to 

depict epic battles in which cannon 

were used a lot more commonly and 

with a much greater effect than you 

might be used to.

Because disease had culled the 

population, the surviving peasantry 

became great exponents of the laws 

of supply and demand, and so where 

they once worked happily for turnips 

and beatings, now they dared to ask 

for higher wages. The Late Medieval 

Period was a time of civil unrest, and 

a time of major widescale warfare as 

new weapons were invented to solve 

old problems. 

It was a great time to be a player 

enjoying the freedom of an RPG, 

then, and could well provide plenty 

to consider without anyone wishing 

they could shout at a dragon or drink 

a potion to buff their witching abilities 

before battle. It was also an era that 

ran right into the Renaissance, so we 

should at least attempt to be a bit more 

specific as to when and where Kingdom 
Come actually takes place.

one-gamer.com

T

WARHORSE STUDIOS: Formed in Prague in 2011 by veterans of the 
likes of the Mafia, Arma and Operation Flashpoint games, this will be 
the developer’s first game.

BATTLE HARDY

KInGDOm COmE: 
DELIvERAnCE
We are NOW NO lONger The KNighTS WhO Say ‘Ni’
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Say hello to Zdenek Bakala. He’s a mining and banking 
investor that Forbes rates 974th in its list of the world’s 
billionaires. He’s also one of the Czech Republic’s 
richest people and has put over a million dollars into 
the development of Kingdom Come. But without a 
publisher or another backer, it needs a lot more cash – 
which is why Warhorse has started a Kickstarter. “Since 
game publishers are not throwing money at us, we’ve 
made a deal with our investor: if we raise the relatively 
reasonable sum of US$500k, it is proof for him that the 
game has potential, and he would continue to finance 
us.” It closes on 20 February and we hope it goes well. 
Historically accurate console games are a tough sell.

one-gamer.com

ABOVE: See that 
red flag? It depicts 
Bohemia’s coat of 
arms and hasn’t just 
been taken from 
Game of Thrones.

RIGHT: We’ll be 
interested to see how 
swordfighting works 
when you can’t cast  
a healing spell.

49

Developed by the Prague-based 

Warhorse Studios, the game looks to 

be set within what’s now the Czech 

Republic but was known as Bohemia, 

and is currently rumoured to be largely 

focused on the time of the Hussites – a 

Christian movement that had a major 

problem with the Catholic doctrine of 

only being able to read the Gospels 

out to a congregation if you’ve been 

ordained and got a silly hat. This would 

narrow down the game’s timeframe to 

being somewhere between 1369 and 

1415 AD, but the game itself won’t be 

out on the Xbox One until 2015  

and is still having its actual central  

story written.

We can’t tell you who your character 

will be, then, or what they’ll have to do 

in the overall scheme of things, but at 

least we know that the game’s use of 

CryEngine 3 will make whatever occurs 

look pretty darned handsome. There will 

be small and, thanks to it existing on the 

next-gen console, large-scale combat to 

get embroiled in on horseback and off, 

and undoubtedly a lot of sub-missions 

to perform and allegiances to build 

and destroy. 

Since historicity will be key, it’s fair 

to assume that you will most likely be 

playing a male. But then again, the 

probably not flirtatious Joan of Arc 

may well have set a precedent that the 

developer is happy to play with.

CzECH MATE

SHOTS: KinGDOm COmE: DElivERAnCE
Will JohnstonSING-A-SONG: Ever heard of King Wenceslas? Then you already know a bit about Czech medieval history.
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Looks Like you’ve got more than sand in your eye

New ScreeNS

rom 11 April to 27 November 

1941, Italian and German forces 

under the command of Lieutenant 

General Erwin Rommel pummelled 

the Libyan coastal town of Tobruk, 

because they had grown bored of 

having to hoof their supplies all the 

way across 1,500 kilometres of North 

African desert. 

Access to the allied-controlled 

harbour would enable ships to take the 

burden of such a logistical nightmare 

and also give them a prime location 

from which to take control of the Suez 

Canal. It was a pretty important siege, 

then – and while history claims it was 

lifted when the Eighth Army rocked up 

to kick butt, it’s since transpired that a 

lone American with a sniper rifle was 

the one man to really turn the tide. Of 

course he was.

F

50

421 3

The overall look reminds us of comics like Warlord 
and Battle, rather than photorealism, and will do so 
even on the Xbox One.

Since the graphics are still in development, 
some effects have been added to give a 
greater clue as to the final visuals.

one-gamer.com

FORMAT: 
Xbox one, Xbox 360

PUBLISHER:
505 games

DEVELOPER:
rebellion

RELEASED: 
2014

XBOX LIVE: 
yes

RIGHT: Gotcha!

BELOW: If we were 
on the trigger we’d 
probably aim for the 
guy whose actually 
firing the big gun.

Karl Fairburne went on to 
steal the Enigma machine and 

then single-handedly ended 
the siege of Malta. Probably.

SnIpER ELITE 3
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If these screens look a bit like they 

were taken from a sandbox then that’s 

fair enough. Sniper Elite 3’s vast and 

particularly yellow setting can’t help 

but provide such a backdrop, but at 

least the images come from the in-

game engine, so what you see is pretty 

much what you’re going to get. What it 

doesn’t quite illustrate is the extra level 

of detail found in the new slow-motion 

x-ray kill-cam, which promises detailed 

circulatory systems and layers of muscle 

all waiting to be horrifically abused by 

a single bullet, as well as a glut of other 

visual improvements. We can’t wait.

As well as more excessive execution pornography, you can expect bigger and more open 
environments – and with them more ways to stalk your prey, as well as escape should 
your position be discovered (and it will be). Silencer technology was in its infancy in 
World War II, so expect to deal with repercussions when you pull the trigger.

MELLOW YELLOW

51one-gamer.com

TOP: These won’t be 
the only balls you’re 
able to burst with a 
well placed round. 

REBELLION DEVELOPMENTS: Founded back in 1992 it purchased 
2000 AD in 2000, so it’s no surprise that the Oxford developer was 
responsible for 2003’s Judge Dredd: Dredd Vs Death. 

GREETINGS EARTHLINGS

SHOTS: SnIper elIte 3 
Will JohnstonHEADSHOT!: We’ll be visiting Rebellion for a deeper look at the game to bring you more details next issue.
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Sherlock unravelS 50 ShadeS of grey

New ScreeNS

f you’re still suffering from 

withdrawal symptoms now that 

Sherlock has again left our screens, 

why not have a stab at living the life of 

the great detective for yourself? More 

than any of the numerous previous 

games, which treated the player more 

like an interactive voyeur, Crimes & 
Punishments aims to put you into the 

opium-fuelled mind of Baker Street’s 

brightest resident.

It’ll put you in sole control of almost 

every action, from examining the 

crime scene to rounding up suspects, 

evaluating the clues and determining 

the guilty party. More interestingly it 

also gives you control over Holmes’ 

moral compass, with the decisions 

you make not only impacting on his 

reputation but also on the case itself, 

resulting in both obvious and not-so-

obvious repercussions.

One recently showcased example 

revealed Holmes deducing that a man 

had been shot by a woman, only she 

had acted in self-defence against this 

man who had abused her. This gives 

Holmes – and ultimately you – the 

choice of either doing his civic duty 

and turning her into the police to 

face prosecution, or simply ignoring 

it and letting her escape to a distant 

freedom. Whether there’s a right or 

a wrong path to choose isn’t clear, 

though that decision will come back  

I

as anyone who’s played any of the 
previous holmes games would expect, 
a key part of Crimes & Punishments will 
be its puzzles. however, unlike previous 
games, frogwares is keen to point out that 
this adventure will be more focused on 
story-based problem solving rather than 
the standard “unlock the door to proceed 
further” type. no doubt there will still be a fair few locks that need picking but this is 
more about living the life of Sherlock holmes and all that comes with it.

This means you’ll be faced with genuine 19th century investigation techniques 
to master – and in Sherlock’s case this includes scientific analysis. using real-word 
chemistry and physics you’ll get to examine evidence in completely new ways, and 
finding the right tools to unravel the clues is sure to be an increasingly complex part of 
the game. fans of the more traditional challenges, such as Testament’s puzzle boxes 
will still find plenty to keep them busy, with the likes of ‘3d constructors’ to piece 
together, but it’s good to see Sherlock – and frogwares – moving with the times and 
implementing new ways of investigating each crime.

ELEMENTARY, 
WATSON

FORMAT: 
Xbox 360

PUBLISHER:
focus home 
Interactive

DEVELOPER:
frogwares

RELEASED: 
Spring 2014

XBOX LIVE: 
no

 RIGHT: You’ll be able 
to track a number of 
suspects and piece 
together their actions 
around the time of 
the crime.

52 one-gamer.com

We’re going for Professor Plum in 
the library with the candlestick.

CRIMES & 
PuNISHMENTS
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to impact upon the storyline later in 

the game.

There will be eight full cases to 

be investigated, from murder and 

kidnapping to a daring heist, each 

having up to ten possible endings 

depending on the choices you make 

and the clues you can piece together 

before it’s time to point the accusatory 

finger. This means examining crime 

scenes and collating data, drawing up 

a list of key figures and suspects and 

putting together a timeline of events 

surrounding the crime. You might find 

these clues lead you to newspaper 

articles, magazines, books and other 

items that could open up fresh avenues 

to explore.

You will be able to don disguises to 

infiltrate areas and glean information 

from unwilling witnesses, and even 

get to rough up a few folk along the 

way, with fist-fights and arm wrestling 

adding a little testosterone to the 

other chemicals flowing through 

Holmes’ body. He’ll also get to carry 

an ancient Greek crossbow known 

as a Gastraphetes, though we can’t 

imagine Crimes & Punishments is 

about to turn all FPS on us. Instead 

this is shaping up to be an intricate 

and intriguing insight into life as the 

World’s Greatest Detective (with 

apologies to Batman and Basil) and 

we can’t wait to get on the case.

RIGHT: Sometimes 
the simplest of clues 
will prove to be the 
most telling.

BELOW: Would 
you turn a battered 
woman in to the 
police for acting in 
self-defence?

53one-gamer.com

FROGWaREs: With offices in Kiev and Dublin, this dev has been 
making the most of its Sherlock Holmes licence since 2000, only 
recently branching out with Magrunner: Dark Pulse on Live Arcade.

HOLMEs & aWaY

sHOTs: CrImeS & PunISHmenTS
Ian CollensO NEaR: Though announced for the PlayStation 4, the game has yet to be confirmed as an Xbox One release.
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Kirsten Kearney first look

Hitman 6

FORMAT: 
Xbox One

PUBLISHER:
Square Enix

DEVELOPER:
IO Interactive

RELEASED: 
TBC

54 one-gamer.com
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Kirsten Kearney first look
fter a six-year hiatus, IO Interactive brought Hitman back big with 

Absolution – but it didn’t please the hardcore fans, no sir. After the 

game failed to meet sales targets, news broke that IO had culled half its team 

and that Agent 47’s career in killing would be handled by Square Enix’ own 

Montreal Studio – and then came rumblings that its next-gen Hitman title had 

been cancelled completely. 

Things didn’t sound good for the shiny headed assassin. That is, until IO took 

out a hit on the rumours and put a bullet in their heads. The studio penned an 

open letter assuring fans that an Xbox One Hitman is very much in production – 

and this time it’s squarely aimed at the hardcore fans. 

With Hollywood movie Agent 47 on the way, and Rupert Friend touted to 

replace the tragically killed Paul Walker, IO has decided to distinguish its title 

by carving out a highly game-centric, less cinematic approach to gameplay. 

What will be the sixth major title in the series is promising to be a more open-

world, sandbox stealth-action title with huge levels, a tonne of tools and weapon 

options and a non-linear approach to assassinations. 

Gone are the magic pockets, from which unrealistically huge weapons 

could be retrieved, for a more realistic and gritty experience inspired by the 

early titles in the series. And there’s a welcome return for Contracts mode, 

which will enable you to once again create your own level challenges and 

share them online. 

It could be the perfect combination of all the great things we love about this 

long-running series, along with some sweeping new concepts to level design. 

It will all come down to getting that balance right. Hopefully IO will be able to 

do so amid all the turmoil aboard the good ship Square Enix.

A
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Around the world in 80 slAys
Checking out the blurry map image from the game, targets are dotted around the 
globe that may give some indication as to the locations you’ll visit. IO promises 
that we “will experience a globetrotting Agent 47 at the prime of his career – the 
apex predator stalking his prey across the world”, with many exotic, expansive 
environments to sneak around in. 

Several locations marked might indicate revisits to important places from 47’s 
past, including Russia, Italy, Hong Kong and London. Other prominent areas on the 
map are Ecuador, Burma, Morocco, Sudan, Sweden, South Korea and Boston in the 
United States. However, since the flights on the airport board in the main image 
represent every location that has featured in the franchise so far, it’s still up in the 
air at this point.

Whether these turn out to be the locations that make the game or not, IO 
says that its levels will be the most detailed ever seen in the series and by far the 
biggest. Each will be a living, breathing, realistic environment ripe for emergent 
play as you do what you want, the way you want, and your actions produce infinite 
permutations – with smart AI to keep you on your toes, of course.

The best part of the news coming out of the development studio is how 
dedicated IO seems to be in responding to feedback and listening to what the fans 
want – and, more importantly, what they don’t want. By the time we see this game, 
the series will be almost 15 years old and this is the most excited we’ve been about 
playing an assassin (on land at least) in quite some time.
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First Look

f you were to find yourself in the 

situation of needing to create 

a wraith, you’d either need to learn 

about the darker aspects of sorcery 

or be in possession of a Morgul-blade. 

You know, like the one used by the 

Witch-king of Angmar to make Frodo 

look all sweaty and distant like he’d just 

eaten some bad shrimp. Unfortunately, 

for either option to be viable you’d also 

have to live in Middle-earth and so be 

largely fictional. But hey, no one said it 

would be easy.

Developed by Condemned creator 

Monolith Studios, Shadow of Mordor 
is all about a Ranger of Gondor 

named Talion who, while stationed  

at the Black Gate of Mordor, is slain  

by the Captains of the Black Hand 

only to find himself possessed by a 

wraith at the moment of his death. 

This happens on the very night that 

dark forces awaken on the black 

volcanic plain  – and so quite a bit after 

the events told in The Hobbit and just 

before the start of The Lord of the 
Rings – but how did the wraith get 

there? Such details remain a mystery 

at this stage, though it’s pretty unlikely 

that it happened by sheer chance. And 

you can be certain that the exact whys 

and hows will inform a fair amount of 

the narrative.

Thankfully, it really doesn’t matter 

for now – what does is that this fresh 

squeeze of the Tolkien teat is to be a 

third-person action-RPG that features 

a combat system similar to the one 

employed the Arkham games. It’s also 

to be about levelling up the dead-

yet-alive Talion and his new wraith 

buddy in two totally separate sets 

of menus; one will be all about your 

standard and reasonably human 

ranger-ish powers, the other will be 

more spectral and so enable our hero 

to go about his business of revenge 

while having access to some very dark 

abilities. Abilities, we’d wager, that he’d 

be advised not to overuse lest his soul 

fall to the darkness. Since his family 

has also been killed we doubt that he 

cares. He’s angry and he wants blood. 

And is dead anyway.

More interesting than any of that 

malarkey, however, is the dynamic 

real-time environment that the game 

will employ and how something called 

the Nemesis System works within it. 

Key enemies you face will not only be 

generated specifically for your play-

through and feature unique faces, 

attributes and even mannerisms; 

EvEr gEt thE fEEling thE EntirE world is against you?

IFORMAT: 
Xbox one, Xbox 360

PUBLISHER:
warner Bros. 

DEVELOPER:
Monolith Productions

RELEASED: 
2014

XBOX LIVE: 
no

BELOW RIGHT: 
The Talion sword- 
smelling ceremony 
was off to a rather 
hazardous start.

one-gamer.com56

Not all orcs are 
created equal and in 

this game they should 
all have unique looks.

MOnOLITH PROducTIOns: Founded in Kirkland, Washington, 
this US developer produced the multiplayer online battle arena 
Guardians of Middle-Earth for Live Arcade back in 2012.

sET In sTOnE

MIddLE-EaRTH: 
sHadOW Of MORdOR
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ABOVE: Somewhere 
down there you 
might find one of 
Desmond Miles’ 
ancestors.

RIGHT: As it turns 
out, one can simply 
walk into Mordor – 
and we’ve got visual 
proof right here.

should you not kill them they will go 

on to develop, even when you’re not 

actually playing and your Xbox isn’t 

switched on.

The same goes for less hazardous, 

friendlier characters, which begs the 

question: what happens should you 

take a two-week holiday? Will you 

come back, load your save point and 

find yourself amid a lot of artificially 

intelligent folks who have used the 

time more wisely by going to the 

gym or hitting the spell books? Will 

the allies you’ve made have grown 

tired of your absence and decided to 

un-friend you? Presumably players 

won’t be overly punished for taking 

a break and doing something else so 

we’ll suggest that, while you won’t find 

yourself overpowered on your return, 

you may well have to alter your tactics. 

Possibly considerably.

By tailor-making itself to individual 

players, Shadow of Mordor aims to be 

playable again and again. Different 

players will each encounter different 

conversation paths as well as different 

enemies who all act and, far more 

importantly, fight in different ways, so 

you’ll need to be as adaptable as the 

game will be. Judging by these first 

few screens it’ll also take its visual lead 

from the Peter Jackson movies – but 

then, since they’re owned by Warner 

Bros, that’s to be expected.
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See, we told you that Talion had a wraith as a buddy. And here you can witness one 
way it can be used during combat – by doubling up your attacks. Interestingly, the 
word “talion” also relates to a principle found in early Babylonian law that was so 
popular it even worked its way into the Old Testament and the Roman justice system. 
It states that a criminal should be punished in exactly the manner in which he or she 
harmed their victim, so if you were to cut off someone’s ear you’d have your ear cut  
off. And if that’s not familiar to you then you must have heard of the concept of “an 
eye for an eye, tooth for a tooth.” Clever stuff, eh?

THERE’s BEEn A MORdOR

sHOTs: MiDDle-earTh: ShaDoW of MorDor
Will JohnstonsEAn BEAn: One does not simply walk into Mordor. Its black gates are guarded by more than just Orcs.
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Get ready to shake ’n’ bake for the little baby Jesus

First Look

FORMAT: 
Xbox 360

PUBLISHER:
deep silver

DEVELOPER:
eutechnyx

RELEASED: 
18 february 2014

XBOX LIVE: 
yes

or many ill-informed people the 

National Association for Stock 

Car Auto Racing is the pastime of 

choice for that subsection of American 

society whose fathers are also their 

uncles and mothers are somehow their 

nieces, but that’s a tad unfair. It’s not 

just enjoyed by inbred rednecks or 

people who flirt with the lifestyle by 

swinging plastic testicles from the rear 

of their trucks. 

In fact it’s the second most popular 

televised professional sport in the US 

of f**king A, so it must be enjoyed 

by those who’ve never even tasted 

squirrel stew or dated a cousin. And 

it’s coming to the Xbox 360 right 

here in the UK, courtesy of hit-and-

miss British developer Eutechnyx – a 

dev you might remember as being 

responsible for Big Mutha Truckers and 

F

RIGHT: Complicated 
track layouts are for 
liberals, communists 
and atheists. 
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Hell yeah – it’s all 
the fun of being in a 

really fast traffic jam.

NASCAR ’14
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Big Mutha Truckers II: Truck Me Harder. 
Oh, and four other NASCAR titles. It’s 

got some form, then.

So, you want famous drivers racing 

stock cars on famous tracks? You’ve 

got them. You want the three-time 

NASCAR Sprint Cup Series Champion 

Tony Steward on the cover? So did 

700,000 other people who actually 

voted for him to be there. You want to 

wait until NASCAR ’14 comes to the 

Xbox One? Then you’ll have to wait 

a good long while as no such version 

is planned. Why not spend the time 

learning the banjo?

ABOVE: “Say you 
like crepes or I will 
break your arm.”

TOP: Quick! Hold the 
wheel to the left and 
keep your foot on 
the pedal!

Well looky what we have here – an image from NASCAR The Game 2013. It only 
appeared on the PC, because only the PC could handle a game about driving a car 
around and around an oval for longer than rational thought would think reasonable. 
Don’t worry, when it comes to actually reviewing NASCAR ’14 we’ll find an expert. 

REAL PRETTY MOUTH

59one-gamer.com

EUTECHNYX: Founded in 1987 as Zeppelin Games in Gateshead, 
this dev has had some racing highs and some lows – like the awful 
007 Racing from the year 2000.

dR, NO!

SHOTS: NASCAR ’14
Will JohnstonRICKY BOBBY: Unless you’ve seen Talladega Nights, that intro line will be meaningless.
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The (Two) wheel deal

New ScreeNS

s mentioned last issue, you can 

usually rely on Milestone to 

deliver an authentic and realistic racing 

game, as seen in the likes of its WRC and 

SBK franchises. And though we fully 

expect MXGP to be rich in simulation 

stylings – if poor in creative flair – we’re 

looking forward to its reworked Career 

mode a little more than we might have 

in the past.

As you’d expect, all the runners and 

riders from the 2013 season will be 

featured in the game (with 60 ‘real’ 

riders in total) but whereas older 

titles were quite restrictive in their 

options outside the actual racing, 

MXGP is offering a full rags-to-riches 

career across MX1, MX2 and MXGP 

championships and promises to 

capture what it’s like to live the life 

of a real Motocross rider. We saw a 

similar set-up introduced in last year’s 

WRC 4 and hopefully this will act as 

a foundation for a little more in-game 

interaction off the bike.

On it, you can expect a solid racer 

with all the mechanical and technical 

finesse that Milestone’s passionate 

Italian team can cram into the game. 

The bikes will look, sound, react and 

handle just as they should and the 14 

real-world championship tracks will be 

perfectly recreated down to the fans 

and flags that line them. There will 

also be a full track degradation system 

A

60

FORMAT: 
Xbox 360

PUBLISHER:
PQube

DEVELOPER:
Milestone Studio

RELEASED: 
28 March 2013

XBOX LIVE: 
Yes

cutting up the racing line and making 

those later laps just that little bit more 

treacherous, should you catch a bad 

approach into a corner.

One thing we weren’t sure on was 

whether MXGP would copy Milestone’s 

old control system using face buttons 

for whips and scrubs, as seen in 2012’s 

MUD, or if a twin-stick system using 

the left stick to balance your rider as 

seen in the likes of the MX vs. ATV 

series would be used. We’re still to get 

our hands on the title, but a recent 

video featuring some of the riders 

testing out the game (more in the ‘Hot 

Seat’ boxout) does show both sticks in 

use – although to exactly what effect 

remains to be seen.

Certainly, given Milestone’s pedigree,  

we have every reason to be largely 

optimistic for MXGP to deliver a highly 

accomplished off-road racer. As ever, 

the big question is whether the studio 

has the ability (or rather, the money) 

to build upon those pillars of realism 

and really elevate itself into a position 

to challenge the Forzas and Need for 

Speeds of this world. Not necessarily 

in terms of exuberance and those 

‘high-octane’ clichés, but in terms of 

scope and visual finesse. Arguably 

MXGP doesn’t look like being that 

game as yet, but we’d fully expect it 

to be another sure and steady step 

forward for the team.

one-gamer.com

BELOW: The 
latest track to be 
showcased is the 
Beto Carrero circuit 
in Brazil.

As the track continues 
to degrade and ruts 

appear, you can be sure 
of a bumpy ride late on.

MXGP: ThE OfficiAL 
MOTOcrOss VidEOGAME
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RIGHT: Tasdf

As has become a trademark for Milestone’s development process, many of the top 
names in the sport have been invited up to its Milan office to try out the game and 
offer up input for potential improvement. Among the first to see it in action was seven-
time world champion Antonio “Tony” Cairoli – the star of the first gameplay video 
released by the studio – and he was soon followed by the likes of David Philippaerts, 
Davide Guarneri and MX2 rider Alessandro Lupino.

Although half the fun seems to be in getting a look at their in-game likenesses, the 
serious side of this arrangement offers up a more detailed insight into each track and 
how the bikes and riders should react to it. As with WRC and the likes of the F1 titles, 
these racers can give information on track performance, racing lines, braking points, 
the best balance of front and rear braking, rider positioning and much more than any 
casual gamer or game developer could see. By integrating this feedback into the final 
game, you can be pretty sure that MXGP will be as close to the real thing as Milestone 
can make it.

THE HOT SEAT

RIGHT: Will there be 
a twin-stick system 
in place to get your 
rider out of his seat 
for optimum control? 
We hope so.

61one-gamer.com

We did the ‘monster jump’ 
gag last issue, but you’ll get to 
choose between big air style 
and unspectacular speed.

MILESTONE STUDIO: An Italian developer famed for authentic 
racers, 2012’s exuberant Motocross biker MUD is the most pertinent 
here, while rally sim WRC 4 is the dev’s most recent offering.

OFF-ROAD TO SUCCESS

SHOTS: MXGP: The OffIcIAl MOTOcrOss VIdeOGAMe
Ian collenCROSS TRAINER: Motocross evolved from the motorcycle trials first held in the UK over 100 years ago.
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First Look Will Johnston

Lords of the faLLen

FORMAT: 
Xbox One

PUBLISHER:
City Interactive

DEVELOPER:
Deck 13

RELEASED: 
Autumn 2014

ccording to Tomasz Gop, these 

screens relate to something that 

will be a bit like Borderlands meets Dark 

Souls. And if that concept doesn’t pump 

your interest in what otherwise looks to 

be yet another action-RPG set in a dark 

fantasy world, then you should note 

that before he took the role as executive 

producer of Lords of the Fallen he used 

to work at CD Projekt RED – where he 

was senior producer of The Witcher 2: 
Assassins of Kings. Ooh, so this could 

actually be good – really good, if you like 

your games challenging and difficult, and 

to provide rewards based on the time 

you’ve invested learning the intricacies  

of the controls. 

Set in a grim world where a central 

mountain is actually part of the remains 

of a long-dead god that has failed 

to break itself out of a prison in the 

underworld, it’s not going to be about 

experiencing hundreds of hours of cut-

scenes or concern itself with dozens 

and dozens of sub-missions. Instead it 

will remain focused on a core experience 

that requires the player to bridge the 

gap between developing their own 

skills as well as those of their on-screen 

character, while being able to deal with a 

certain level of randomness via their own 

ever-improving ability. 

Time won’t be wasted on being fed a 

story. To merely get across one particular 

location it could take you well over an hour 

just to deal with ten individual enemies, so 

your actual journey will be all the tale you’ll 

need. It’s going to be relentlessly tough, 

which is where the Dark Souls reference 

comes in. It will also see a vast amount of 

unlockable abilities, hence Borderlands. 

Sounds pretty neat to us.

62 one-gamer.com
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BETTER THROUGH DEATH
With Dark Souls in mind it’s easy to see how this battle is going to play 
out. If the player hasn’t learned from previous punishments they’re going 
to get absolutely battered, so unless a great deal of time is dedicated 
to not just bashing buttons and hoping for the best then they’re going 
to die and die again. And then die some more. That said, you should still 
ready yourself for fighting that offers a great deal more agility than From 
Software’s torturous title provides. Think Batman: Arkham Asylum, but 
utterly more hardcore. 

The story will follow the adventures of a man named Harkyn and 
apparently he’s had a hard past that means he “will never smile again, nor 
have friends or family.” It’s not going to be a game that provides a rainbow 
of happiness, then, and it will be one where everyone you meet will have 
had the nature of any crimes they’ve committed tattooed on their face, 
so you’ll know who’s a thief, who’s a traitor and who’s been downloading 
illegal torrent files. Well probably not the last one, but you get the idea. 
In Lords of the Fallen everyone has to wear their guilt for all to see and, 
presumably, everyone’s ashamed. Or just really likes confessional tattoos.
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The oldest and strongest 

emotion of mankind is fear, and 

the oldest and strongest kind of fear is 

fear of the unknown. These facts few 

psychologists will dispute, and their 

admitted truth must establish for all 

time the genuineness and dignity of 

the weirdly horrible tale as a literary 

form.” HP Lovecraft, Supernatural 
Horror in Literature, 1927.

It’s been nine years since we had 

the truly uncomfortable pleasure 

of playing an Xbox game based on 

Chaosium’s paper-and-pencil Call 
of Cthulhu RPG. Dark Corners of the 
Earth was developed by now-defunct 

Headfirst Productions, published by 

Bethesda and pilfered heavily from 

one of Howard Philip Lovercraft’s 

most famous tales, The Shadow 
Over Innsmouth.

To this day it looms in our memories 

as one of the most terrifying games 

we’ve ever experienced and, although 

it was possible to mistake it for a 

first-person shooter, it was far more 

a survival- horror than anything else. 

So much so, in fact, that we can still 

hear the sound of our legs snapping 

after we leapt from a hotel window, 

in a desperately frantic escape from 

an assault by the local population of 

a cursed and decaying New England 

fishing town who really didn’t take 

kindly to strangers.

RIGHT: We’ve 
certainly been to 
more pleasant church 
services and that’s 
for sure.

First Look

64

FORMAT: 
Xbox One

PUBLISHER:
Focus Home 
Interactive

DEVELOPER:
Frogwares

RELEASED: 
TBC

XBOX LIVE: 
No

Severely crippled, the controls only 

allowed a slow and agonising limp 

through the gloomy and dilapidated 

streets as, unarmed and in agony, 

we desperately searched for some 

place to hide, but ultimately nowhere 

would offer solace. Our character Jack 

Walters was doomed before he was 

even born, so the game ends with him 

being thrown into Arkham Asylum 

(the original one) where he fashions 

a noose and hangs himself. All in all, it 

was one hell of a downer and a brilliant 

one at that.

So, what does Frogwares have in 

store for us, now that it’s announced 

a game that also uses Chaosium’s 

award-winning 30-year-old RPG and 

the Cthulhu mythos it’s based on? The 

developer has already proven itself as 

a deep and knowledgeable fan of the 

source material with the altogether 

decent and highly involving Sherlock 
Holmes: The Awakened back in 2006 

for PCs. More recently, last year it 

released Magrunner: The Dark Pulse 
and so explained what would happen 

had Lovecraft worked on a magnetised 

version of Portal.
Consequently we’re reasonably 

confident that, with the RPG’s license 

to work with, it will be able to create 

something suitably rich and sinister – 

though we have a sneaking suspicion 

that the team will tone down the 

one-gamer.com

“

FROGWARES: Founded in 2000 and now with offices in Ireland and 
the Ukraine, this developer released Sherlock Holmes Versus Jack 
the Ripper in 2009. Get past its quirks and it’s highly enjoyable.

FROM HELL

CALL OF CTHuLHu
LOveCraFTIaN aT FIrsT sIgHT
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ABOVE: It may look 
Scooby-Doo! but 
don’t expect Sheriff 
Peterson to be 
responsible for weird 
disappearances.

RIGHT: While you 
may well be able to 
rack a shotgun, you 
shouldn’t expect it to 
be of much use when 
the Old Ones rise.

BELOW: Run out 
of petrol? Then we 
advise not asking 
the occupant of this 
mansion of madness 
for assistance.

65

author’s distinctly racist overtones. 

While his works have gone on to 

influence a wide variety of other 

artists, from Alan Moore and Grant 

Morrison to HR Giger and John 

Carpenter, his overall world view 

remains locked in the early decades 

of the 20th Century and is difficult to 

rework for modern audiences. Expect 

to have to research arcane books and 

explore dour locations saturated in 

dread, and to battle to stay sane  

when confronted by near infinite evil, 

but not to find somebody with dark 

skin being described in overly bestial, 

savage terms.

Tonally, these initial artworks 

perfectly summarise the author’s grim 

and Gothic sensibilities. Could that 

graveyard be the one where Harley 

Warren perishes in The Statement of 
Randolph Carter? That building could 

have come directly from Fantasy 

Flight’s complicated but worthwhile 

and RPG-inspired Mansions of Madness 

board game and undoubtedly holds 

some unfathomable secrets. They’re 

not screenshots, though, and so explain 

little of the actual game, what it might 

entail and what perspective it will take. 

That said, tune in next issue for actual 

in-game action and our full preview 

impressions. We’re expecting glorious 

weirdness and some seriously creepy 

action to abound.

Imagine our joy when we discovered that Call of Cthulhu: Dark Corners of the Earth 
was one of the many original Xbox games that could be run on an Xbox 360 – and our 
disappointment when we realised that while we could still play it, we’d only be able to 
do so with some severe compromises. Originally released with numerous bugs and in 
severe need of patching, it’s still playable but suffers from a lack of fixes and can only 
be enjoyed if you accept that, for reasons unknown, the 360 fails to make its sound 
files work properly. The game certainly deserved, and was to have received, a sequel 
that never materialised despite entering development. Shame, but at least the Xbox 
One is getting some tense Cthulhu action.

INNSMOUTH LOOK

SHOTS: CAll oF CTHulHu
Will JohnstonF’TANG! ‘Call of Cthulhu’ was a short story first published in pulp fiction magazine Weird Tales in 1926.
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OMG! A WMD FTW?

New ScreeNS

here must have been a few high-

fives around the Slightly Mad 

offices back in 2011 when someone 

figured out that Community Assisted 

Racing Simulation would provide a 

rather appropriate acronym for its next 

game, given that this was exactly what 

the developer was planning. Project 
CARS is the first game to use the 

WMD (or World of Mass Development) 

portal, which is a rather more 

interactive form of kickstarter.

By signing up and buying tool packs 

for it (and therefore helping fund the 

project), anyone can gain access to 

early playable builds of the game and 

then offer feedback, ideas, vote on key 

decisions and ultimately bag a small 

slice of the profits. As an added benefit 

the system doubles up as a legion of 

bug finders, gameplay testers and 

T

66

421 3

You can take the karting path to F1 glory, dominate 
the world of touring cars or grind out a memorable 
Le Mans victory. Or do all of them.

Possibly the game’s biggest strength will be 
its diversity, enabling you to play a complete 
career in up to six popular motorsports.

one-gamer.com

FORMAT: 
Xbox One

PUBLISHER:
TBC

DEVELOPER:
Slightly Mad Studios

RELEASED: 
Autumn 2014

XBOX LIVE: 
Yes

RIGHT: Looks like 
the game will have 
some kind of damage 
system – and we’d 
wager it will impact 
on the handling, too.

BELOW: The devs 
are promising “a 
world class graphics 
engine” that even 
supports 4k gaming. 
It’s certainly looking 
good so far.

PROjEcT cARS
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custom livery creators, not to mention 

the wealth of fan sites and member-

created trailers.

As for the game itself, you will be 

treated to a slick simulation in the Forza 

mould, balancing multiple disciplines 

with a wealth of cars and tracks. There’ll 

be a full day/night cycle with dynamic 

weather, as well as a comprehensive 

tuning system and full race strategies 

to ponder, including pit stops. And 

with Slightly Mad doing what it does 

best, we just might have The Next Big 

Thing in the racing – and possibly game 

development – world on our hands.

Okay, so we’re going to go right ahead and assume that the iconic Australian Bathurst 
track has been secured for the game – and we’re promised more than a hundred tracks 
will feature when it hits this autumn. Manufacturers are also being signed up on a regular 
basis, with Renault recently joining the likes of McLaren, Mercedes, Pagani and BMW.

BATH TIME

BELOW: Another 
perk of signing up for 
the game seems to 
be getting your name 
painted on a track.

67one-gamer.com

As well as the community, the game 
also has professional support from 
the likes of Ben “The Stig” Collins and 
Nicholas “Brother of Lewis” Hamilton.

SLIGHTLY MAD STUDIOS: This London-based developer is most 
famous for Need for Speed SHIFT, but also made the surprisingly 
good Walking Dead: Assault for iOS and Android.

RACE FOR LIFE

SHOTS: PrOjecT cArS
Ian collenDRIVING FORCE: In just its first year the game bagged 80,000 members and C= 1.6 million in funding.
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First Look

FORMAT: 
Xbox One

PUBLISHER:
TBC

DEVELOPER:
HB Studios

RELEASED: 
Spring 2014

XBOX LIVE: 
Yes

ith Tiger Woods and EA parting 

ways last year, the door was left 

wide open for a new pitch and putt 

flagship franchise. We’ve already had 

Microsoft’s Powerstar Golf chipping 

its way onto the dollar-green and now 

HB Studios – which has a long history 

of developing and porting EA Sports 

titles, including Tiger 10 – is making 

its own fairway to the party with The 
Golf Club. 

You might not think that EA is 

shaking in its boots – and you’re 

probably not wrong. After all, it still 

holds all the official licences – the 

PGA and LPGA, tournaments like The 

Masters, and every player from Rory 

McIlroy and Lexi Thompson to Arnold 

Palmer and Jack Nicklaus. So, how can 

HB Studios possibly hope to compete 

with the 40-odd official courses 

featuring in EA’s game? 

Simple: The Golf Club will feature 

procedurally generated courses. Sure 

it’s cool to play at places like Pebble 

Beach or St Andrews, but why limit 

yourself to a paltry 40 venues when 

you can have a game that boasts a truly 

infinite number of courses? From the 

main menu it’s just four button presses 

and the game generates a brand new 

course you’ve never played before. If 

you don’t like it, one more press and 

you’ve got another fresh course to 

consider teeing off on.

If you do like it, but feel you can make 

it a bit better, you can use the editor 

to change variables like the number of 

holes and bunkers, the size of the green 

and rough, fairway width… anything 

you want, basically. And if you want to 

create your own unique course from 

scratch, the editor can make you a god 

of the green with the power to alter the 

terrain, move rivers, install buildings and 

even add animals. 

Of course, the game also comes 

bundled with a swathe of pre-designed 

courses that make up the game’s 

Tour. They’ll be unlicensed, sure, but 

that gives HB the priority of creating 

courses that are the most fun to play, 

rather EA’s handcuffed obligation to 

recreate the same courses you’ve been 

playing for years. 

It also has bold online ambitions. 

Going beyond the simple sharing of 

courses and basic multiplayer, it records 

every round that every player plays 

in order to offer ghost rounds to play 

against, and even enables you to watch 

other users live on the course you’re 

currently playing on, even if they’re on 

different holes. 

Social activity will be a big part of 

the experience, too, with a live ticker 

and an in-game message feed that’s 

available at the touch of a button. It 

may not have the name, but The Golf 
Club sure has the eye of the tiger.

BeCauSe Tiger wOuldn’T

W

RIGHT: Procedurally 
generated courses 
place the clubhouse 
in the middle and 
always have the tee 
of hole 1 and the 
green of hole 18 in 
close proximity.

The terrain generation really is clever. 
If terrain is steep with low soil depth, 

trees and grass won’t grow so all you 
get are rocks and cliffs.

HB STUDIOS: This Canadian dev has worked with EA on every sport 
from cricket and rugby to football and basketball. For the past three 
years it has had a hand in the mighty Madden franchise. 

IT’S IN THE GAMES

68 one-gamer.com

THE GOlf ClUB
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TOP RIGHT: It’s 
nice when gender 
equality comes as 
standard, rather than 
being trumpeted as 
a new feature when 
the devs bother to 
put women in. 

LEFT: HB Studios 
may not have 
EA’s clever Ignite 
technology to play 
with, but The Golf 
Club still looks next-
gen gorgeous.

One of the biggest benefits of the 
procedural generation is that it virtually 
eliminates loading times. Because the 
creation algorithm generates courses 
where every hole is part of the same 
shared landscape, rather than a series of 
disconnected ones, there are “zero loading 
times between holes” because the entire 
course is one single environment. And the 
added bonus is the fact that you can look 
around and not only see the other greens 
and fairways, but also other users playing 
on them live as they make their way through their own rounds. 

There’s a whole host of clever code governing the way that the terrain itself is 
generated, too. Such intricate data as soil depth and light level are taken into account 
to ensure that even the vegetation around the course is accurate. Where the soil is 
deep there will be more trees, which in turn reduces the light level in that area so 
grass won’t grow. But if the soil is shallow there are fewer trees, so the light level is 
higher which enables fields and flowers to flourish. This is some seriously cool next-
generation tech at play.

GET A LOAD OF THIS

69one-gamer.com

SHOTS: The Golf Club
James ArtaiusIN THE CLUB: Edinburgh’s Royal Burgess Golfing Society claims to be the first ever organised golf club, formed in 1735.

Next-gen GPUs allow for impressive 
atmospheric scattering, resulting in 
procedurally generated clouds with 
dynamic density.

068-9_OG137[golfClub]NTICJA.indd   2 24/01/2014   17:45



Bound By Flame Will Johnston

Bound By Flame

FORMAT: 
Xbox 360

PUBLISHER:
Focus Home Interactive

DEVELOPER:
Spiders

RELEASED: 
TBC 2014

STRIKe a lIGHT
As a member of the mercenary group known as the Pure-Blades, you’ll be able 
to dodge-parry and counterattack using a variety of weaponry and develop your 
abilities by awarding skill points to your sword-wielding Martial Techniques. Fancy 
being more about sneakiness? Then points can instead be invested in the Way of 
the Shadow, where stealth and dagger work can be boosted. 

And, of course, there’s how you choose to wield your affinity with the fire 
demon that’s taken residence within your body. The more you work with it, the 
more of your humanity will be consumed but the more spectacular your attacks 
will become. The locals really don’t take that kindly to those who show off their 
demon powers, however. Get your flame on too much and you’ll find that they’ll 
view you more as a villain than a hero. 

Although the developer has provided screenshots that show a hero so male 
that he’s got a fine beard, Bound by Flame will actually feature full character 
customisation so you’ll be able to select your gender. However your choices will 
inform more than just what sort of undergarments you wear; you’ll get to flirt 
and form relationships, too. Because, as we’ve mentioned, the game will be about 
choices and consequences. And perhaps even a bit of nookie. 

70 one-gamer.com
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GREAT FREEDOM OF ACTION,” 

shouts this RPG’s freshly baked 

website. “THREE TALENT TREES,” it keeps 

booming in block capitals, as if such a thing 

were actually worth bellowing about. You 

know what also had a similar amount of  

talent trees and was an RPG featuring 

(mostly) real-time combat? The dev’s last  

one, Mars: War Logs.
Available for a few quid during one of Live 

Arcade’s many sales, even without receiving 

a massive discount it’s still a far finer game 

than the unusual use of phoned-in voice 

acting suggests and is well worth a look if 

you like your science fiction to be written 

with a quirky European slant. It also proves 

that, given a bigger budget, Spiders could 

well develop something very special indeed. 

And so the first thing to really consider 

about Bound by Flame is that it’s going to 

be the biggest and most expensive game 

the developer has ever attempted. It’s also 

going to feature great freedom of action, in 

case you hadn’t noticed.

So what is meant by this freedom? Well, 

branching dialogue sections of course. 

Things you say, as well as do, will have 

repercussions – and since you’ll be playing as 

someone who’s been possessed by a flame 

demon, you’ll also have to decide how much 

of your soul you’re willing to lose to gain 

dark (yet fiery) powers. In Mars: War Logs 

you could develop your “Technomancer” 

skills; here you’ll be able to boost your 

adeptness as a “Pyromancer.” Are we seeing 

a pattern forming somewhere?

“

one-gamer.com 71

VERY METAL
While Bound in Flame is also being developed for the PlayStation 4 and 
PC, devkits arrived too late for an Xbox One version to be developed. 
Which is odd when you consider that both modern “next-gen” machines 
run on what amounts to PC architecture. Still, it also means that the 
game’s budget is being focused and, who knows – perhaps, should the 
title do as well as the developer seems to hope, it will eventually appear 
on the Xbox One some time after launch.

Again, like Mars: War Logs, it’s also going to require players to enjoy 
crafting equipment for a variety of bits and pieces. So the more we 
think about it, the more the game seems as though it will play in a very 
similar manner. That’s fair enough – War Logs made crafting central to 
your success and its combat was actually quite enjoyable, and a little 
like a hands-on version of Star Wars: Knights of the Old Republic. Right 
now we can only hope that, when it comes to recording dialogue, actors 
are allowed more time to get familiar with the script and don’t end up 
sounding like they’re reading their lines straight into a microphone the 
first time they encounter them.
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First Look

ewind to a very specific point 

in 2011 and you could have 

encountered Danny Bilson as he 

explained his excitement for a first-

person shooter that THQ was going 

to publish, and his admiration for the 

people behind it. “Those guys are really 

smart,” he shimmered. 

“They were the Left 4 Dead team 

and that was fun. This one’s wild. I 

can’t wait to share that one. People 

are going to go nuts. It’s the most well-

thought out design from the beginning 

I’ve ever seen.” Hop to December 

2012 and you’d probably find his 

enthusiasm somewhat depleted, as it 

was the month THQ filed for Chapter 11 

bankruptcy. But don’t get too upset as 

Take-Two Interactive has since stepped 

in with a giant bag of gold coins and 

Evolve will be released on Xbox One 

later this year. All it cost was the princely 

sum of $10.8 million and you may well 

be one of those people who are indeed 

going to go nuts.

So what will your nuttiness entail? 

Well, take Left 4 Dead’s co-op and 

replace its hordes of infected not-

zombies with a single creature that 

isn’t just controlled by another player, it 

evolves between rounds and becomes 

bigger and more powerful – because 

the game’s name is a refreshingly 

direct and honest one. Right now you’ll 

probably have questions – what are 

players supposed to do when they’re 

not on the evolving beast’s trail and 

engaging in what so far amounts to 

one epic boss fight, where, as is the 

law, killing the creature once only 

means you’ll have to tackle it in its 

tougher form?

Looking for tracks, and accidentally 

emptying clips of ammunition into 

any of the local wildlife that they may 

have mistaken for being the main 

event, that’s what. Expect tension to 

be upheld, to be able to take part as 

a single player against AI and to even 

get the opportunity to go wild as the 

monster, while enjoying some time 

offline. And for the developer to reveal 

more specific details as the project 

enters its later stages.

Set in the far future, Evolve justifies 

its four-against-nature style by 

explaining that those playing as 

humans will have been sent to a planet 

to clear it of dangerous inhabitants 

prior to being colonised. Obviously 

they won’t belong to Star Fleet or 

be held back by the Prime Directive, 

and so it’s their job to bring calm 

RFORMAT: 
Xbox One

PUBLISHER:
2K Games

DEVELOPER:
Turtle Rock Studios

RELEASED: 
TBC 2014

XBOX LIVE: 
Yes

TOP: We spent far 
too long in Left-
4Dead pressing the 
button that made Bill 
shout “Zoe!”

BELOW RIGHT: 
When not offering 
support, this chap 
might be able to 
help you fix up your 
American Chopper.

one-gamer.com72

TURTLE ROCK STUDIOS: Founded in 2002 and acquired by Valve 
Corporation in 2008, this dev ported Counter-Strike to Xbox in 2003 
before going on to code the Left 4 Dead series.

SHELL SUITS

EvOLvE
WhaddaYa mean We all Came fROm mOnKeYS? 
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ABOVE: Well he can’t 
have got far, as the 
tracks lead in this 
direction and there’s 
a… oh… wait…

RIGHT: Each creature 
will come with unique 
skills and traits, and 
really won’t like being 
harassed by humans.

where once there was a giant life form 

minding its own business and not 

really troubling anyone.

So far we don’t know exactly how 

many types of massive monster will 

be available, or precisely how these 

beasts will develop as they manage 

to avoid getting shot to death and 

instead find nourishing food to eat 

that will assist them in getting big and 

strong. We do know, however, that the 

hunters won’t just be selectable from 

four of the usual classes but also come 

in a wide variety of flavours within 

each class – this means more unique 

abilities and skills, a wider variety of 

possible tactics and more replayability. 

Interesting, since it was initially claimed 

that playability was to be set somewhere 

near infinite anyway.

Whoever is wearing the giant 

rubber suit will get to clamber over 

mountains, access unique and 

developing powers and view their 

on-screen world from a third-person 

perspective. Everyone else will be 

either wishing they were in a team that 

had a better idea as to what the hell 

they can do to not get picked off one-

by-one, or working as part of a highly 

skilled unit. Sounds a bit like another 

bug hunt if you ask us, which in many 

ways you have. But hey, we like bug 

hunts. All we need to know is where 

they are.

one-gamer.com 73

BELOW: If this chap 
doesn’t talk as though 
he’s Safari Joe from 
Thundercats then we’ll 
be mightily peeved.

This is Markov and he’s a member of the 
Assault class of monster hunters. Armed 
with two heavy weapons, he can employ his 
lightning gun at close range or hang back 
with his rifle, and, as with all in his class, he 
also has access to an energy shield that can 
take the sting out of being trampled by a 
160-foot gorilla-lizard.

Joining him will be Trappers like Griffin. 
He can use his harpoon to tether the 
monster down and (more obviously) set 
traps, while anyone playing in a Support 
role could do worse than picking someone 
like Hank, who can buff other players with 
his shield gun and slice flesh with his laser 
cutter. Lastly there’ll be Medics like Val, whose Medgun can bring life to troubled 
players and who also gets to pack a devastating anti-material rifle. Clever girl.

CLASS OF 2014

SHOTS: EvolvE
Will JohnstonAUTO-MOTIVATED: When not working on a major project, Turtle Rock developed a car maintenance app for the iPhone.
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You’ll love it, it’ll hate You

New ScreeNS

igh agency, low conditioning. 

It sounds like something a 

hairdresser might do to you but it’s 

actually the key to the success of the 

Souls series – and it looks like From 

Software is striving to strike that 

perfect balance again with Dark Souls 
II. The game’s strong sense of agency 

gives you the freedom to make your 

own choices, choose your own paths 

and of course to make stupid decisions 

that will result in your demise, over 

and over again. And you’ll love every 

minute because you’re doing things 

your way. 

The low player conditioning means 

that you’re not going to be told where 

to go, what to do or how to do it, and 

you’ll love every minute because you’re 

doing it your way… really, really badly. 

There was a bit of a wobble last year 

when the new directors, Tomohiro 

Shibuya and Yui Tanimura, used a dirty 

word and suggested that Dark Souls 
II would be more “accessible”, but we 

have since learned first-hand that the 

game is still miserably difficult, with 

even our most meagre workarounds 

nerfed so that there’s simply no place 

to hide. Huzzah!

You’ll be set adrift in the new world 

of Drangleic, wielding up to three 

weapons. You don’t need soapstone 

to leave messages for other players 

any longer; the early part of the 

H
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FORMAT: 
Xbox 360

PUBLISHER:
Namco Bandai

DEVELOPER:
From Software

RELEASED: 
14 March 2014

XBOX LIVE: 
Yes

game and the covenant system to 

connect you to other players will be 

made much more unambiguous and 

clear cut. There are vehicles such as 

chariots, new life gems, the ability to 

heal while moving and a new guard 

break move to boot. All of which 

might make Dark Souls II sound a tad 

more straightforward, but a second 

look at these tweaks tells us that From 

is a sadistic as ever. 

You can’t just stay hollowed now 

to avoid problems; remaining in this 

undead state will mean your life bar 

getting smaller with every death and 

your character becoming uglier, too, 

pushing you to use a Human Effigy 

to return to human form. The enemy 

AI has also been ramped up, so it’s 

no longer just size and strength you 

need to contend with in combat, 

while previously defeated foes can 

come back in Dark Phantom form – a 

particularly challenging design feature 

from the original Demon’s Souls. Co-

oping will be time-limited, too, with less 

experienced players able to stay in the 

fray with you for longer.

Dark Souls II can’t stray too far 

from the last game without losing 

its intangible brilliance, but there 

are enough new systems, weapons, 

enemies and environments to make 

this another battle to be reckoned  

with. Are you prepared to die?

one-gamer.com

TOP: This sequel 
features a heavier 
horror influence in 
terms of enemy and 
location design.

BELOW: You can 
learn a number of 
spells and abilities 
as well as dual-wield 
weapons to create 
your own play style.

Dark SOuLS II
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RIGHT: Tasdf

A major highlight of Dark Souls II is the increased focus on covenant factions that you 
can join with both benefits and rules to follow in PvP and co-op. They will be more 
clearly defined and easier to understand and access this time round, and they are 
clearly colour-coded

There are two blue covenants, Way of the Blue and Blue Sentinels (who are blue 
phantoms), while Brotherhood of Blood are unsurprisingly red. Heirs of the Sun are 
gold and Bell Keepers are black phantoms. Joining these factions will create a conduit 
with other worlds, with some enabling you to summon an ally or making you available 
as a summon for other players. Other factions enable you to enter other players’ 
game worlds and attack them or access certain abilities and quests. 

Being part of a faction will increase your chances of being paired with others in  
the same group. You can only be in one at any given time, and leaving to join another 
may incur penalties, but this time round the factions will be more approachable and 
player-friendly, so multiplayer options won’t be quite so cumbersome to get your  
head around. It’ll still be stupendously hard and frustrating though.

PHANTOMS WAS THE BOMB, yO

ABOVE: Bonfires 
are back, serving 
as checkpoints and 
warp points that will 
be available from the 
start this time,

RIGHT: Torches can 
be used to illuminate 
dark areas when held 
in your off hand.

75one-gamer.com

FROM SOFTWARE: After the minimalistic plot of Dark Souls, the 
sequel will return to a more story led plot much like the original title, 
Demon’s Souls.

DEMONISED

SHOTS: DArk SoulS II
kirsten kearneyCAN’T FIGHT THE MOONLIGHT: Moonlight swords have featured in both Souls games and From’s earlier series, King’s Field.
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When you’re pushed, killing’s as easy as breathing

New ScreeNS

FORMAT: 
Xbox 360

PUBLISHER:
reef entertainment

DEVELOPER:
teyon

RELEASED: 
21 February 2014

XBOX LIVE: 
no

e’re here to talk to you about a 

man who killed dozens. He was 

a machine of war. They switched the 

machine on and they didn’t know how 

to turn it off. Well, we say (or write) 

“they”, but what we really mean is 

that US Special Forces Colonel Sam 

Trautman – though sadly Richard 

Crenna died from heart failure in 2003 

and is no longer able to don Trautman’s 

cap without looking way too gruesome 

and exploitative.

Not that his death will stop him 

appearing in a Rambo: The Video 
Game. All that’s really needed is the 

original tapes of the original sound 

recordings from the original movies 

matched to a digital body double – 

and it seems that Teyon has had both 

access to those and the willingness to 

use them whenever possible.

W

RIGHT: In this 
outtake, Stallone 
playfully kisses one of 
his biceps as he poses 
for a press shot.

BELOW: In case you 
hadn’t noticed, this 
isn’t an Xbox One title.

76 one-gamer.com

We’re promised stealth, but 
are preparing for an on-rails 
shooter like Operation Wolf.

 RamBO: THE
VIdEO GamE
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So Rambo: The Video Game will 

certainly sound the part. And by the 

look of Stallone’s hair and his hangdog 

expression, they’ve captured the 

likeness of a man who has had a mild 

stroke, too. Being based on the first 

three films you’ll be able to shoot 

and stab your way around smalltown 

America, then return to Vietnam to 

stab and shoot people that look like 

Americans after they’ve had their eyes 

slightly adjusted in an RPG’s character 

generation screen, then it’s off to 

Afghanistan to free its people from 

foreign oppression. Oh, wait…

Why feature Vietnamese people who actually look different to each other when you can 
just hire Zachary Quinto to play the majority of the bad guys, eh? Presumably Rambo II 
featured subtext about an evil South East Asian cloning programming that was lost on 
us, as there must be a reason why so many people look like Sylar from Heroes.

CONGRATULATIONS – IT’S QUINS!

77

RIGHT: Zachary 
makes another guest 
appearance this time 
as a Vietnamese man 
with a stiff neck.

LEFT: War is always 
easier with a health 
bar and infinite ammo.

one-gamer.com

Expect this exotic 
beauty treatment to 
replace fish pedicures in 
local shopping centres.

TEYON: Founded in 2006 in Krakow, Poland, you might have 
enjoyed this dev’s on-rails Heavy Fire: Shattered Spear, but for 
that to happen you would have to have terrible taste.

MILITARY HISTORY

SHOTS: RAmBO: The VideO GAme
Will JohnstonBODY BAGS: Rambo doesn’t actually kill that many people in First Blood – but it looks like they’ve fixed that.
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NEW SCREENS Will Johnston

Rayman Legends

FORMAT: 
Xbox One

PUBLISHER:
Ubisoft

DEVELOPER:
Ubisoft Montpellier

RELEASED: 
21 February 2014

da game Is TO Be sOLd
Sorry – this isn’t Globox dressed as Snoop Dogg, since this port doesn’t 
feature a costume for Calvin Cordozar Broadus Jr. or any of his many aliases. 
Hell no, nephew (or niece), it actually is Mr Dogg, because someone has 
provided him with a big stash of cash to appear in an advert in which he gets 
to assert that he’s been in the rap game longer than any other cat – and he 
doesn’t plan on going anywhere.

Anywhere except Rayman’s world, that is, though not as himself – so 
we’d better underline the point further. Just because you can see Snoop in 
this shot, it doesn’t mean that you’ll find him in the game; you’re just being 
confused by a weird marketing angle. Instead you’ll get to play as Sam 
Fisher from Splinter Cell or Vaas from Far Cry 3 – strange, because we seem 
to remember Rayman Legends already featuring some Splinter Cell action, 
but then that might just have been the result of a massive hallucination. 
Should Snoop ever actually play then he’ll have to cope with not seeing his 
own face parading about the levels – though if he’s his usual high self then 
he’ll probably see his face everywhere anyway.

78 one-gamer.com
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ell doesn’t ol’ Globox just look 

absolutely delighted to be dressed 

up as Far Cry 3’s charismatically homicidal 

psychopath Vaas Montenegro, as he 

prances after yet more Lums in desperate 

need of collection. That’s one difference 

between the old and new versions of 

Ubisoft’s classic co-op platformer right 

there, but does this mean that some of the 

ten exclusive new challenges that have 

been added to the game will require you 

to don the mohawk before you kick some 

hapless tourists off a cliff?

At a guess, no. The core of the game 

will remain the same and we’re certainly 

not predicting the higher age rating you’d 

expect with the inclusion of the casual 

execution of innocents – on the Xbox 

One it’ll just be more gorgeous, slicker 

than ever before and come with a bonus 

character famous for being murderously 

insane. Considering the 1080p and 60fps 

nature of the original, that’s still pretty 

damned impressive.

You see, it turns out that those luscious 

hand-drawn environments and beautifully 

animated characters you may have already 

enjoyed were actually created using 

digitally crumpled, compressed assets 

and were simply not as plush as when first 

painted. The Xbox One has more RAM 

for that sort of thing, so Rayman Legends 
won’t feature any visual compromises 

whatsoever – though for that concept 

to make you tingle it would help if you 

thought the 360 version looked a bit naff. 

Which it didn’t. It’ll also not suffer any 

loading times whatsoever once you start  

to play. Sounds damned groovy to us.

W
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WEEK SAUCE
See, despite dressing like Vaas, our armless hero still doesn’t get to 
deliver long monologues about madness or play with enemies like a cat 
pawing wounded mice, he gets to deliver powerful punches to pirates 
that walk on stilts, much as he always did. It’s the same game, just faster 
and richer, and that’s about all – aside from some bonus characters that 
we’ve already chatted about. It’s also being released a full week ahead 
of schedule, which is pretty much the opposite of what usually happens. 
Games get delayed, not brought forward, right?

Usually, but should you look to see what is being released on the same 
day that Rayman Legends was meant to hit the shelves you’ll realise that 
Xbox One owners would have the option of buying a pumped-up port 
of something they might well have already enjoyed, but is now faster 
and slightly prettier, or instead use their money on a reboot of the Thief 
franchise instead. It’s never appeared on a home console ever before and 
it’s looking like it could be a corker of stealth and shadows. Nice of Ubisoft 
to help us all not get confused when we go to the checkouts, eh?
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STREET FIGHTER: 
ASSASSIN’S FIST

360-gamer.comone-gamer.com80

PRODUCER:
Content Media

DISTRIBUTOR:
Funimation

RELEASED:
TBC 2014

Street Fighter really hasn’t had much success in realm of live 

action adaptations. It speaks volumes that the two unoffi cial Street 

Fighter homages (the full-length Hong Kong fi lm Future Cops 

and the Street Fighter II scene in Jackie Chan’s City Hunter) were 

infi nitely better realised than the two licensed productions, Street 
Fighter starring Jean-Claude Van Damme and The Legend of Chun 
Li starring… uh, the guy from Black Eyed Peas.

Hopefully that’s all about to change with the impending release of 

Street Fighter: Assassin’s Fist – a web and television series featuring 

a “true-to-the-game telling of the Street Fighter story” from Joey 

Ansah and Christian Howard. If Ansah’s name sounds familiar, it’s 

either because you remember him trying to kill Matt Damon in The 
Bourne Ultimatum or because you saw the awesome Street Fighter: 
Legacy short fi lm (which he directed and appeared in as Akuma) 

that acted as a proof of concept for this series.

The show focuses on Ryu and Ken (fi ttingly wearing their Street 
Fighter Alpha garb) along with their master, Gouken, rather than a 

broader World Warriors story. That said, Ansah has said that he’d 

love to cast B-movie action star Scott Adkins as Guile if the series 

is successful. Early footage of is looking incredibly promising and 

we could fi nally be getting the authentic Street Fighter adaptation 

we’ve all been waiting for.
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INDEPENDENT OPINION YOU CAN TRUST
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 Lacks a great deal of what 
makes Assassin’s Creed games 

pleasurable and contains an 
awful lot of what makes them 

tiresome and tedious
ASSASSIN’S CREED LIBERATION HD – 90
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DIGITALLY 
REMASTERED
HD remakes/remasters are all the rage at the moment. Just this 

issue we’ve got three of them – Tomb Raider: Defi nitive Edition, 

Assassin’s Creed Liberation HD and Halo: Spartan Assault – and 

another, Fable Anniversary, missed our print deadline by a matter of 

hours. We love them – they’re a great way to revisit vintage games 

from past years or systems, complete with a facelift and maybe an 

improvement or two – but others think they’re nothing more than 

a cheap way to recycle old content and make us pay for it all over 

again. Where do you fall on the debate? We’d love to hear your 

thoughts at mail@one-gamer.com or on the website forum.

88

GAME DNA

HD 
REMAKES

DLC ADD-
ONS

DIGITAL 
RELEASES

RETAIL 
RELEASES
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Tomb RaideR:
definiTive ediTion
lara gets a next-gen makeover…
Because she’s worth it
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ow this is a tough one to call. 

Just how do you review a game 

that you’ve already completed nearly 

a year ago and has now been released 

on a shiny new console with a sexy 

new makeover? Tomb Raider was 

unquestionably one of the best games 

of 2013, and one of the best-looking, 

too, so we’ve certainly no problem 

with seeing it getting an Xbox One 

outing – but with nothing really new 

added to the package it’s easy to 

be divided between judging this 

Definitive Edition on what it delivers 

and what it doesn’t.

As a game the Definitive Edition is 

exactly the same as last year’s offering. 

Absolutely everything is in the same 

place as you’d have found it last year 

and the missions and the story all play 

out just as they did before. Even the 

Achievements are the same, which 

seems like something of a missed 

trick to us, and if you’ve already 

completed Tomb Raider it’s hard for 

us to recommend shelling out another 

£50 just to play it again with improved 

visual finesse. Don’t get us wrong, Tomb 
Raider is certainly worth playing through 

a few times, but that’s a lot of money 

to pay for the privilege.

If you haven’t already played Tomb 
Raider, then this becomes an entirely 

different matter – as you really, really 

should and this new version of the 

game is as good as it gets. To fill 

those of you oblivious to this reboot 

in, it tells an origins tale of a young 

Lara Croft finding her feet in the 

archaeologist-explorer world. Where 

previous Tomb Raider games had 

become a celebration of her fearless 

awesomeness, this shows a frightened 

and vulnerable Lara, while at the same 

time letting you revel in the same all-

action exploration and combat you’re 

used to. It’s a game of genuine emotion, 

excitement and reward and if you’re 

even slightly tempted to give it a whirl 

we wholeheartedly encourage you  

to jump in.

N

84

Knowing what’s around 
the next corner does kill 

the tension, but it doesn’t 
stop a second playthrough 

being good fun.

BELOW: The foliage may not have had quite 
the same attention as Lara, but there’s far more 
detail and realism to the green stuff as well.

BOTTOM: The core of the reworked physics is 
based around Lara’s movement, and everything 
attached to her moving realistically in sync.

one-gamer.com

FORMAT:
Xbox One

PUBLISHER:
Square Enix

DEVELOPER:
Crystal Dynamics

RELEASED: 
Out now

AGE:
18 PEGI

PLAYERS: 
1

XBOX LIVE: 
Yes

PRICE: 
£49.99

www.tombraider.com

 PLUS

+  Always a great 
game

+  Looks even better

+  More realism

+  Room for 
improvement!

 MINUS

-  ‘New’ content adds 
little

-  Not a complete 
upgrade
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ABOVE: With five times as much density in her 
facial features, there’s even more emotion painted 
onto Lara’s face.

There is some additional content 

added to the Xbox One package, but 

nothing we’d consider a deal-maker 

if you’ve got a 360 version sitting on 

your shelf. You get all the DLC for the 

multiplayer bundled in and there’s a 

nice collection of videos, including 

the six ‘Final Hours’ behind-the-

scenes developer diaries hosted by 

Chuck star Zachary Levi (that have 

long been available to watch online), 

along with a new art collection and a 

comic book (more on that in the ‘Ship 

Shape’ boxout). There’s also a decent 

collection of six fresh outfits you can 

now dress Lara up in for the campaign 

– and thankfully nothing unnecessarily 

revealing, just themed get-ups such 

as a 1930’s adventurer, mountaineer 

or guerrilla fighter that you can swap 

between at any camp.

Crystal Dynamics has also made 

some effort to embrace the new 

console with some added Kinect 

integration. There are some handy 

voice control options for checking 

the map and menus, swapping out 

weapons or adding a silencer and so 

on. You can use ‘gestures’ to examine 

collectible relics, using a clenched 

fist to rotate and zoom in on your 

findings, and to occasionally change 

the camera perspective by leaning 

your body left or right – such as 

rotating the viewpoint 45 degrees 

each way when you first climb up the 

plane near the beginning of the game. 

They’re nice touches, sure, but for the 

most part using a controller is still the 

quickest and easiest option. Points for 

effort, but they don’t really add to the 

value of the upgrade.

As you’d probably expect, the 

real merit in Definitive Edition is in 

the visual makeover the game has 

received. From the first cutscene the 

improved sheen and added detail 

is, ahem, ‘crystal’ clear, with Lara 

herself getting an incredible amount 

of additional visual layers that creates 

even greater realism and immersion 

with her story and the world around 

her. As mentioned, Tomb Raider 
was one of the best looking games 

of 2013 and Definitive Edition slides 

straight towards the top of the pile 

when it comes to visual prowess on 

the Xbox One.

Lara has been remodelled, literally, 

from the top down, with new free-

flowing hair and a vast array of 

visual and physics-based tweaks. By 

themselves, each upgrade may seem 

small, but they all come together 

to create a hugely impressive step 

forward in how the game both looks 

and feels. Rather than being made 

up of two clusters, Lara’s hair is now 

a mass of individual strands, each 

free to move and react based on 

ABOVE: The 
cinematics were 
impressive on the 
360, on the One 
they’re pretty 
damned sweet.

RIGHT: Fluids on her 
skin now have their 
own ‘drip maps’ for 
a realistic descent. 
That’s some next-gen 
shit right there!

KING OF THE 
SWINGERS
Although much of the attention on this next-gen upgrade 
will focus primarily on the visual improvements, the physics 
has also seen a few nice tweaks. Not only is Lara’s hair a 
more natural and flowing entity in its own right, but things 
such as her weapons and gear items also now move around 
with greater realism. Her bow will move around her back 
as she navigates the landscape, with arrows jostling in their 
quiver. Likewise you’ll see the radio and pistol hanging 
from her utility belt in relation to her position, with her 
axe hanging down and swinging in perfect sync with your 
actions. Small details, perhaps, but they all help to paint a 
hugely impressive world.
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REVIEW: TOmB RAiDeR: DeFiniTive eDiTiOn
ian Collen
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You can see how as Lara 
swings right, her bow 
sways out to the left. 

Real world physics FTW.

more refinements under the hood. 

The difference is certainly noticeable 

and at times quite dazzling, such as in 

the cutscenes or when you get Lara 

holding a flickering torch and spin  

the camera around her (with her  

eyes scanning the environment as 

you do so).

We should point out that not 

everything seems to have been 

reworked as dramatically as Lara, with 

many of the secondary characters 

and some other routine animations 

still echoing a few stilted motions 

and ragged edges from the 360 

version. This isn’t really a flaw, but 

there were times when the majesty 

of what the Xbox One version can 

showcase isn’t quite so obvious. 

Perhaps that’s a credit to how good 

the original looked, but don’t expect a 

permanent sense of awe and wonder. 

Still, we guess that gives the developer 

room for improvement and things 

like full motion capture including 

facial recording for pitch-perfect 

lip-synching (L.A. Noire style) are 

probably high-up on its agenda for 

future games.

Regardless, we have to applaud 

Crystal Dynamic for not just knocking 

out a quick and easy port on a game 

that sold well but still took a while to 

break even – and this is an obvious 

way to rake in a few extra quid. That 

her actions. Whereas before the 

separation was between her head 

and her ponytail, now you’ll see a few 

strands laced across her shoulder, 

with others flowing fluently in sync 

with her movement. It shouldn’t be 

as enchanting as it is, but as a sign of 

the kind of detail we can expect to 

become the norm on the Xbox One, 

we can only wonder where things will 

be in five years time.

There are loads of other graphical 

refinements, with extra layers of mud, 

blood and water that coat her skin – 

to the extent where fluids now have 

paths that causes them to drip and dry 

in a realistic manner, again based on 

the physics in play as you swing from 

ledges or hang from beams. There are 

improved animations and far more 

detail in her facial expressions, with 

a little extra life in her eyes and more 

subtle nuances as she reacts to the 

events around her.

The world itself has also seen 

numerous improvements. Like Lara’s 

hair, the vegetation is now made up of 

more individual components working 

independently, giving the forest 

areas a richer and more natural look. 

The gloomier regions benefit from 

a greatly improved lighting system 

that shimmers and reflects across 

four times greater texture resolutions 

and we don’t doubt there are plenty 

SHIP SHAPE
Among the largely low-key bonus items 
included with the Definitive Edition, 
you’ll find a digital comic book entitled 
Tomb Raider: The Beginning. It covers 
the fairly interesting back-story of 
how the crew of the Endurance came 
together for the expedition in the game 
and helps to add a little extra depth to 
many of the characters. For example, you’ll find out how 
Whitman’s TV show was failing, Reyes used to be a cop and 
that Alex was actually a hacker on the run and other such 
snippets. If you like what you read, it’s worth noting that 
Dark Horse Comics is launching a new range of Lara Croft 
stories at the end of February.

RIGHT: The new 
lighting system uses 
something called 
‘subsurface scattering 
technology’. It sure 
looks purdy.

one-gamer.com
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As beautiful as the visual upgrade is, 
with Lara taking centre stage in one 
of the best looking games on any 
console, the simple fact is you’re still 
getting the exact same Tomb Raider 
experience as you did on the Xbox 
360. The few new features and bonus 
items add little in terms of value for 
money and so we can’t really justify 
encouraging everyone to pay another 
£50 for the pleasure of a second 
playthrough. However, that doesn’t 
stop Tomb Raider from being one of 
the best games of the last generation 
and, with its many improvements, we 
can’t recommend Definitive Edition 
to any newcomers or 
wealthy fans strongly 
enough. Lara really has 
never looked better.

said, it is still basically the same  

game as the 360 version and a few 

extra side missions or maybe even  

a mini epilogue adventure would  

have made it easier for us to heap 

unbridled praise on Tomb Raider: 
Definitive Edition. As it is, what is new 

on the Xbox One – beyond the visual 

makeover – doesn’t add any real extra 

value so we’re left with the same 

game, only prettier.

All of which brings us back to the 

quandary outlined in the opening 

paragraph: should we judge Tomb 
Raider: Definitive Edition as a 

standalone game or in addition to 

what’s already hit the Xbox 360? 

Perhaps it’s a question you’ll need to 

answer for yourself because there 

are a few ways this could go. As 

mentioned, if you haven’t played 

the original Tomb Raider then you 

absolutely should consider picking 

up what has now become one of the 

best games on the Xbox One. We put 

in a good 15 hours on our Xbox 360 

playthrough last year and happily 

sat through it all again for Definitive 
Edition, returning to old locations to 

track down the same collectibles and 

mopping up the same Achievements. 

So if you haven’t already, just buy it 

and thank us later.

For those of you who’ve already 

enjoyed the 360 version, we very much 

doubt if you’ll begrudge a second 

playthrough either – and if you’ve got a 

healthy bank balance then perhaps the 

idea of a £50 visual upgrade doesn’t 

seem quite so abhorrent, especially 

given the quality of the improvements 

across the board. Sadly we can’t 

imagine that will apply to too many 

people and there are many other big 

games coming our way in the coming 

month or two that probably justify that 

£50 a lot more than Lara getting her 

hair done.

So, we’re going to assume that 

Tomb Raider: Definitive Edition is 

aimed at those Xbox newcomers who 

got themselves a shiny new console 

for Christmas and are looking for 

their first truly great game to play on 

it – and Tomb Raider is certainly one 

of those. For those of you who’ve 

already been to Yamatai and worn 

the t-shirt, this is a luxury buy at best, 

even though it is a truly beautiful 

return to the island – and we suspect 

there might be an orderly queue 

formed around bargain bins in a few 

months time. As for a fully-fledged 

sequel designed for the One from 

the ground-up? That really could be 

something very special indeed.

ABOVE: Hair physics! Move her head and 
strands of hair will drape across Lara’s 
shoulder before dropping back into place.

ABOVE: There’s 
more detail to the 
destruction as 
well, from huge 
explosions to cover 
being chipped away 
under fire.

ABOVE: We quite 
like the idea that in a 
couple of years time 
this game is going to 
look dated.

XBOX 360 + LAYERS: It’s the 360 version but with added layers of 
detail – most notably in Lara herself – for even greater beauty and realism.

ONE LOVE

+

REVIEW: TOmb RAIdeR: deFInITIve edITIOn
Ian Collen
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f you don’t like Top Gear or 

basketball, chances are that 

you thought Dead Rising 3 was the 

Xbox One’s best launch game. Despite 

a few technical niggles it remains an 

absolute riot and is certainly a game 

that we’d recommend to everyone 

– which everyone apparently agrees 

with, since it shifted over a million 

copies in just a month – so we were 

pretty dang excited about the 

quartet of DLC planned for 2014. 

Sadly, though, we’re pretty dang 

disappointed with everything about 

this first instalment.

Operation Broken Eagle is the first 

of four slices of downloadable content 

know as Untold Stories of Los Perdidos 

– four standalone stories featuring 

a new protagonist (or, in this case, 

antagonist), weapons and vehicles, 

with events that intertwine with the 

main game as seen through the eyes of 

Nick Ramos. You even get to take the 

new weapons and vehicles back into 

the main game with you afterwards. All 

sounds pretty cool – until you realise 

that it took longer to download the 

13Gb “patch” than it did to complete 

this first piece of DLC.

That’s the first of many major 

problems with Operation Broken 
Eagle: it’s short. Like, really short. You’ll 

easily blaze through it in an hour – two 

hours tops if you’re one of those go 

BELOW: If your teammates are still human you 
can rescue them – but without anywhere to 
drop them off, they’re stuck to you like glue.

BOTTOM: We’d make a Dime Bar gag, but we 
don’t think anybody would get the reference.

everywhere, see everything types (like 

us), and even that’s a stretch. Not that 

the quality of a game is measured by its 

length, but come on now – eight quid 

will get you one of the previous Dead 

Rising games from CEX. Sure they 

won’t actually work on your Xbox One, 

but you get the point – you expect a 

whole lot more than (let’s be generous) 

two hours from a chunk of DLC that 

costs eight clams.

It’s not even like this is a 

fascinatingly written or experimental 

piece of two-hour DLC like BioShock 
Infinite: Burial at Sea. Instead, what 

could have been a cracking central 

premise – a spec ops commander who 

has to rescue (or, rather, kidnap) the 

President, Escape from New York style 

– is wasted on repetitious rote tasks 

and a fest of fetch-quests. In fairness 

you’ve already had enough of it after 

an hour, so stretching it out any longer 

would only make you feel even more 

numb – though that would be better 

than feeling slapped in the face at how 

insubstantial it all is.

So, you’re crack bad guy commando 

Adam Kane and you’re here to kidnap 

the President. In a game like Dead 

Rising you’d expect that to be an entrée 

to DLC at its daftest, but the whole 

affair is tragically lacking the slapstick 

and silliness that the series is known 

for. Kane is the archetypical gruff, 

After your chopper is shot 
down, you’re left to fend for 
yourself with nothing but a 

natty pair of knives.

88 one-gamer.com

Take These broken wings indeed…

I

FORMAT:
Xbox one

PUBLISHER:
Microsoft studios

DEVELOPER:
Capcom Vancouver

RELEASED: 
out now

AGE:
18 Pegi

PLAYERS: 
1

XBOX LIVE: 
no

PRICE: 
£7.99

www.xbox.com/deadrising3

 PLUs

+  Yay miniguns!

 MinUs

-  Only lasts an hour 
or so

-  No co-op mode

-  Argh, fetch quests

-  It’s all quite dull

-  Waaaaay 
overpriced

DEaD RIsIng 3: OpERaTIOn 
BROkEn EagLE
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+

A Snake Plissken-inspired prequel 
chapter for Dead Rising 3 sounds 
like a great idea, but it’s bereft of 
any of the fun or substance that the 
premise promises. At an hour or so in 
length it’s insultingly short, while the 
content itself is shamefully shallow. 
Unless you really dig the idea of 
more mind-numbing “go here, fetch/
kill that” missions, or you’ve been 
craving a minigun so desperately 
that you’re willing to pay eight quid 
for one, there’s nothing here to make 
the purchase worthwhile. All that 
Operation Broken Eagle 
does is sour anybody with 
a brain on buying the next 
three instalments.

ABOVE: The best 
thing about this 
DLC is that you get 
to take the minigun 
back into the main 
game with you. 

RIGHT: Find your 
troops. If they’ve 
been zombified, kill 
’em and take their 
dog tags. Again and 
again and again.

greyscale, clichéd military hardman that 

you’ve seen and not cared about in a 

hundred dreary Gears of War knock-

offs. He’s just so damned uninteresting 

and unlikeable and, most importantly, 

no bloody fun to play.

Much like his miserable missions, 

which feature such enthralling go 

here, do that objectives as rescuing 

teammates who are still alive, killing 

teammates who are zombified and 

retrieving their dog tags, rescuing 

teammates who are still alive, killing 

teammates who are zombified and 

retrieving their dog tags, rescuing 

teammates who are still alive, killing 

teammates who are zombified and 

retrieving… you get the picture. It’s dull 

and gets duller, fast.

Some of the tedium could have 

been alleviated had co-op been 

an option but, as with all four DLC 

episodes, it’s a single player-only affair. 

All of which really whets our appetites 

for the next three. Thankfully, at least 

the promise of new toys to play with 

has been fittingly fulfilled, with a nifty 

new vehicle and a pretty tasty raft 

of new weapons that will have the 

Predator fans among you going giddy 

with glee. Yes, miniguns are the order 

of the day.

The five new weapons included 

in the download feature everyone’s 

favourite tool of destruction, as 

so timelessly wielded by Jesse 

“The Body” Ventura and Arnold 

Schwarzenegger. Even cooler still, 

the Armadillo armoured vehicle that 

you gain access to features a minigun 

mounted on top, enabling you to take 

“ghetto blaster” to a whole new level. 

On top of that there’s also a natty new 

combo weapon Blueprint to add to 

your DIY arsenal.

Still, as much fun as the weapons 

are, we’re still talking eight quid for 

an hour or so of gameplay and a 

handful of new toys – and that simply 

isn’t good enough. At half the price 

Operation Broken Eagle wouldn’t be 

any more substantial but it would 

feel a whole lot less like a rip-off. As it 

stands, this is one of the poorest value 

propositions we’ve ever seen offered 

as DLC. It makes Horse Armor look 

almost reasonable by comparison.

DEAD RISING 3 + MINIGUNS: We know it sounds cool, but it’s 
literally the only thing of any substance that you get out of this. And it 
ain’t worth eight quid.

OL’ PAINLESS

DLC REVIEW: DEAD RISInG 3: OpERATIOn BROkEn EAGLE
James Artaius
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veline de Grandpré is a woman, 

you can tell. She doesn’t go to 

the trouble of killing alligators so she 

can use their skin to fashion a belt, 

or for food, or for flesh to trade or to 

not get eaten. She leaves their bodies 

bloating in the sweltering swamp and 

instead searches for their nests, since 

should she gain 12 reptilian eggs she’ll 

earn a nice new hat.

Disused shops don’t inspire her 

to invest some money into bringing 

life back to the high street or enter 

commercial enterprise; she sees 

another venue for one of the many 

changing rooms she uses to switch 

between her three favourite styles of 

outfit when she’s out and about. And 

you’ll never see her leave water with 

wet hair; it’ll always be dry, as will her 

clothes – though that’s more about the 

game engine than it is her desire to not 

look dishevelled in public.

So Aveline is definitely a woman, 

of that there can be no doubt. She 

can’t even saunter through the streets 

of 18th Century New Orleans without 

men mumbling appreciation in her 

direction. And should she be wearing 

her prettiest clothes, she can charm 

a hapless fellow by beckoning him to 

come hither with her hand and he’ll 

follow her around like a giddy duckling 

– and perhaps even provide her with a 

special collectable brooch.

A man might employ some whores 

to act as distraction and cover, or 

mercenaries for protection, but not 

our Miss Grandpré. She flirts for 

presents or, on one occasion, lures 

a bloke to a private place before 

stabbing him to death so she can hear 

his last and protracted final words, 

because she’s also a member of the 

Brotherhood of Assassins. Despite 

being a sister.

Now, if you’ve got any questions 

concerning exactly how a woman of 

French and African heritage – who 

exists in a world in which women were 

second-class citizens, black people 

were enslaved and racism was good 

90

Gators can either be killed 
via a quick-time event or 
by other more standard 

means. We took down two.

BELOW: Does the lighthouse on Lake 
Pontchartrain have a history? Don’t expect  
the database to fill you in.

BOTTOM: Since there’s no option to flirt or 
bribe, these two guys must be homosexuals.

one-gamer.com

Because Boredom is an equal opportunity employer

A

FORMAT:
Xbox 360

PUBLISHER:
ubisoft

DEVELOPER:
ubisoft sofia

RELEASED: 
out now

AGE:
18 peGi

PLAYERS: 
1

XBOX LIVE: 
no

PRICE: 
£15.99

www.assassinscreed.com

 plus

+  About time a 
woman got the lead

+  New Orleans looks 
lovely

 minus

-  Still feels like a 
rough cut

-  Needless wardrobe 
options

-  Incoherent 
narrative

-  All the worst of  
the series

 AssAssin’s CrEEd 
LiBErATiOn Hd
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ABOVE: The killing of a rival adds what amounts 
to assassination sub-missions but makes the 
heroine a right bitch.

business – managed to find time 

to train in the noble arts of stealth, 

slaughter and free-running without 

anyone noticing, then Liberation 

certainly isn’t going to go out of its 

way to inform you.

Originally developed to fit onto 

the PlayStation Vita, where it did its 

best to feature many of the usual 

Assassin’s Creed trimmings, the 360 

incarnation hasn’t received an extra 

training montage or any explanatory 

sequences. And while it has been 

ported to include many of the 

visual pleasures found in the full-fat 

Assassin’s Creed III (its companion title, 

notably not Black Flag), it still comes 

across as an adventure that has been 

heavily edited down, in what feels like 

a drunken hurry.

You will actually become more 

informed as to what is going on as you 

stroll through those desolate areas of 

the Animus that act as loading screens 

than you will by following events as 

they’re presented in-game. Narratively, 

you see, it’s often a very confusing 

and garbled mess. One moment 

you’ll be in a cut-scene surrounded 

by soldiers who are all aiming their 

muskets at your face, the next you’ll 

be transported into the bayou while 

wearing your Assassin’s outfit, even if 

you were dressed in other clothes just 

seconds before.

Those changing rooms you can 

install across the map in empty shops 

so you can swap between your slave, 

civilian, and killing attires so you can 

access their various abilities? They’ll 

ultimately prove mostly worthless, 

as you’ll generally always enter a 

mission while decked in the most 

suitable togs anyway.

There’s certainly some potential 

for adaptability depending on how, 

for example, you want to infiltrate a 

heavily guarded stronghold. If you’re 

wearing your Sunday finest then you 

won’t be able to climb and, until you 

receive an umbrella that has seemingly 

been designed for The Penguin to blow 

poison darts at Batman, your combat 

options will be limited – but at least 

you can flirt, bribe guards, stab and get 

invited to elegant parties.

As a slave you’ll be able to scale walls 

and manoeuvre around a variety of 

tiresomely massive constructs, blend 

in with groups of slaves and go where 

slaves go, wield a machete with some 

level of authority and retain much of 

your anonymity – but you won’t be 

able to trigger the chain kills possible 

while dressed as an Assassin. Be 

dressed as an Assassin and you’ll have 

full access to Assassin skills, be adept 

at suffering more wounds and dealing 

more damage, but you’ll also be highly 

noticeable and at a greater distance.

ABOVE: Despite 
being a dog lover we 
found Aveline to be 
a rather unpleasant 
and unlikable 
character.

LEFT: Harder to spot 
and just as agile – 
you really are best 
off pretending to be 
a slave.

TRADING PLACES
You can make an absolute fortune, should you find the arse 
to get back to the single place in the entire game where you 
can access this map. It will enable you to load ships with an 
increasing variety of goods before sending them to other 
ports to make a tidy profit. But since you’ll often be miles 
away from your home base, actually accessing it is a hassle. 
Then you have to deal with its inelegant user interface. 
Interestingly, while she is obviously anti-slavery, Aveline 
has no problem using items farmed by slaves, but hey – you 
can’t expect a woman in the 18th Century to have a deep 
understanding of the ugly side of economics.
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enjoyed holding down the right  

trigger while steering yourself to  

avoid accidentally clambering over 

objects you had no intention of 

clambering over.

It will certainly help if you haven’t 

played the less sticky and far tighter 

Assassin’s Creed IV Black Flag, but for 

that to be the case you’re probably not 

as much of an Assassin’s Creed fan as 

you might have thought and could well 

have wandered through the majority of 

this review by mistake.

Black Flag’s existence is certainly 

a problematic one, as it effortlessly 

overshadows this trimmed-back and 

low-fat offering at every junction. Its 

characters are more fleshed out, its 

toolset more advanced and its Eagle 

Vision far more functional. Should 

Aveline engage the mode that makes it 

look as if she’s put on the One Ring to 

Rule Them All, she won’t even be able 

to see anything in her surroundings 

that would make for effective cover,  

let alone tag anyone or have a hand-

hold highlighted.

The DLC, Freedom Cry, also has a 

lot more to say about slavery and its 

female characters have more to say 

about being female in a patriarchal 

world. Undoubtedly it’s a far finer, richer 

game, but pointing that out is a touch 

unfair considering the discrepancy in 

pricing and origin.

When outnumbered, and should the 

chain kill be charged, you can pause 

the action, select three targets and 

then take them down automatically. 

During our play-through we did this a 

total of three times, as it was usually 

faster to be disguised as a slave and 

drop smoke bombs before effortlessly 

butchering more than three enemies in 

a row as they coughed and spluttered 

in confusion.

Bizarrely, this all means that if 

you want to be able to actually get 

anywhere at any time while remaining 

as unseen as possible, you would 

be best advised to remain in your 

slave clothes and avoid donning 

more trademark Assassin’s Creed 

garb. It makes sense, of course – 

actual assassins don’t generally wear 

uniforms, for obvious reasons, while it’s 

understandably tricky to climb trees 

when you’re confined by whalebone 

corset and bustle.

It also means that one of Liberation’s 
unique mechanics is largely a cosmetic 

one that’s only of any real note should 

you find yourself completing the game 

more than once and fancy trying out a 

different approach to certain situations. 

For that to happen you’ll need to 

have had one sweet time enjoying the 

game’s nine poorly stitched chapters, 

tailing people endlessly without even 

being able to eavesdrop, and really 

SIT DOWN AND SHUT UP
You can’t sprint when you’re dressed as a lady, but at least 
you can sit down – whereupon you’ll blend in perfectly 
with those around you and totally avoid detection from 
your pursuers, whose sight only works at eye level and on 
a strictly horizontal plane. Well, unless they’re on a roof 
– which they’re only allowed access to if they’ve been to 
Specsavers – or if you’re on a roof. Aside from the novelty 
and occasional mission requirement, we found no need 
not to simply dress in a manner that enables running and 
climbing, that’s for sure. And not once did we find the need 
to park ourselves on a bench.

ABOVE: Berserker 
darts sure are fun – 
shame they take so 
long to actually aim 
and are largely useless 
in combat.

RIGHT: This woman 
needs to be rendered 
unconscious because 
she has a fever – really.
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If you’re still sailing around Black 

Flag’s Caribbean, mopping up 
missions and searching for arbitrary 
items, then whatever you do don’t 
stop just so that you can play 
Liberation. The experience, though 
not a long one, will only numb you  
to the excesses of the series even  
as it underlines Assassin’s Creed IV 
as the far finer game. We’d say it  
was worthwhile for its story and 
setting, and if you like the idea of 
flirting before killing, but only if you 
can resign yourself to its multiple 
failings and a lot of incoherence.  
File it somewhere between 
the first and second game,  
and just look forward to 
the next.

ABOVE: Not a single 
character utters 
anything racist or 
sexist – even when 
they’re white and 
being murdered by a 
woman of colour.

ABOVE: Those aren’t 
angel wings – they’re 
what amounts to 
splashes as there’s 
something weird 
about the water.

Luckily, even if Assassin’s Creed IV 

hadn’t already been created, Liberation 

still manages to be a lacklustre and 

cumbersome entry in the series purely 

on its own merit. There are a total of 

four locations to explore, and in any 

of them the most fun you’re going to 

have outside a mission is when you 

opt to assassinate a business rival just 

so you can get a better deal when 

shopping for supplies, should the 

option present itself.

New Orleans is certainly beautifully 

constructed and lively, but if you 

were hoping to learn anything about 

its history then the usually detailed 

database won’t assist you. All its entries, 

be they about characters or places, 

only enable you to stare at a picture, 

person or place you’ve already seen 

or met, which makes accessing the 

content utterly unwarranted.

Then there’s the swampy bayou 

and how it suggests that if you want 

to get about quickly and safely you 

should paddle your own canoe, despite 

swimming being a far swifter option. 

You can scamper over land, cross 

overhanging branches and instantly 

dive into water, alligators being so rare 

and easily avoidable that you’ll mostly 

only encounter one if you deliberately 

seek it out for its eggs.

Venturing to the site of ancient ruins 

in Mexico certainly adds some Mayan 

spice, but the storyline is woefully 

anaemic: slaves are offered some level 

of emancipation should they help 

Templars search for an ancient alien and 

unexplained artefact. Kill their boss and 

(supposedly) set them free and you can 

return to hunt for treasure and still find 

them under armed guard.

Then there’s the single mission in the 

snowy wilderness of New York that 

only serves to explain how Aveline is 

far more adept at being an assassin 

than Connor Kenway, because she 

can use a whip to swing between set 

points. Connor is also encountered 

and seen being totally flummoxed by 

a broken bridge.

Though it was acceptable if not 

admirable on a handheld console,  

big screen Liberation lacks a great 

deal of what makes an Assassin’s 

Creed game pleasurable and contains 

an awful lot of what makes them 

bland, tiresome and tedious. It’s  

a sizeable step backwards when  

we’ve just had one almighty leap 

forward, and is more harmful than 

helpful to the franchise as a whole.  

Oh dear.

ABOVE: It’ll cost you 500 coins to turn an 
empty shop into a changing room. Or you 
could just pop home.

ASSASSIN’S CREED III - CONTENT: And you thought the third 
game was dull, tedious and clunky. At least there was stuff to do. 

THAR SHE BLOWS

–
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ave you ever wished that an 

annoying younger sibling would 

just disappear and leave you in peace? 

Well be careful what you wish for, as 

Max does exactly that and his brother 

gets sucked into a cartoon wilderness 

where a creepy old guy wants to steal 

his youthful spirit. Armed with only a 

magic marker and his youthful bravado, 

Max sets off to save him in what proves 

to be a hugely enjoyable puzzle-

platform adventure.

Technically a sequel to 2010’s non-

Xbox release, Max & The Magic Marker, 
The Curse of Brotherhood is a far more 

accomplished title, stretching into 

a full 2.5D side-scrolling world. And 

where the original was a low-budget 

twist on the Scribblenauts theme, 

with you drawing objects on-screen 

to help Max keep moving, this is a 

more scripted but certainly no less 

challenging game. With a degree of 

cute visual finesse and some clever 

physics-based problems to solve, it’s 

a healthy early example of how well 

digital titles are being polished for the 

new console.

The core gameplay is very much 

in the classic platform mould, with 

you steering Max across the screen, 

jumping over obstacles, climbing up 

ledges, swinging over ravines and 

other simple staples of the genre. The 

twist to The Curse of Brotherhood is 

that in controlling Max’ marker, imbued 

with the soul of the old Lady Mustacho 

out to stop her husband, you get to 

control the environment in a variety 

of ways. Initially this is by raising 

(or destroying) pillars of earth, but 

eventually you’ll get to draw branches 

(and chop them down for portable 

platforms), use vines for climbing and 

swinging, create water flumes to ride 

and fireballs to launch at enemies 

and vulnerable defences.

These interactive elements are all 

scripted in terms of their location and 

the maximum length you can draw, 

so in that respect what you need to 

consider in order to progress is usually 

quite obvious. However, the Press Play 

team has put together an assortment 

of wonderful environments and tricky 

combinations that often require some 

serious thought. For example, you can 

connect vines to branches to create 

a zipwire, but by cutting the vine at 

its root it becomes a rope swing – 

and figuring out which of the many 

variations will work best in a given 

situation is a teasing ‘easy when you 

know how’ process.

By introducing you to the various 

powers of the marker over time, and 

throwing in a nice mixture of speed-

based sections, slow-motion elements 

where you need to draw fast to save 

Max and other nice touches (such as 

a level where you have to push and 

manipulate your brother around in a 

caged ball), it’s a game that’s easy to 

lose yourself in for hours. We certainly 

had a lot of fun playing through it, 

and then going back over the levels 

to track down the Evil Eye collectibles 

and hidden pieces of an artefact, as 

well as nailing the rest of the largely 

satisfying Achievements.

The game isn’t without a few little 

bugbears, though. Firstly, it relies a 

little too much on trial and error in 
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ABOVE: The game has some great opening and 
closing cut-scenes, and other visual flourishes 
such as Max’s hair blowing accurately in the wind.

BELOW: You need to draw vines at an angle, 
so they’ll swing back and you can jump up and 
grab them. Physics!

one-gamer.com

FORMAT:
Xbox One (digital)

PUBLISHER:
Microsoft Studios

DEVELOPER:
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RELEASED: 
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www.maxthegame.com

 PLUS

+  Cute, clean 
platforming

+  Simple to play…

+  … but often a 
challenge

+  Not much 
competition

 MINUS

-  Tricky at speed

-  Trial and error 
deaths

LayING dOwN a MarkEr fOr PLatfOrM-PUzzLErS

H

MAx: THE CursE Of 
BrOTHErHOOd
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The Curse of Brotherhood feels like 
a cheerier version of Limbo played 
out in a Tomb Raider world. By 
combining athletic platforming with 
clever – but not overly complex – 
physics-based puzzling, there’s a lot 
of fun to be had sprinting through the 
obvious and then pausing to figure 
out more challenging sections. It 
has a few niggles, but the gameplay is 
mostly fluent and frequently satisfying 
and it gives us a healthy 
optimism for the future 
of digital titles on the 
Xbox One.

RIGHT: There are a 
number of enemies, 
some of which you 
can kill, some you 
can incapacitate, and 
some you need to 
run away from.

LEFT: By manipulating 
a branch at the top 
and the vine below, 
you can create a rope 
swing to get to the 
exit. It’s easy when 
you know how.

order for you to figure things out. 

Quite often you’ll be dead before you 

get a chance to see a hazard ahead, 

or where the available drawing points 

are. At one point we were bewitched 

by a charming horde of fireflies, which 

turned out to be KILLER fireflies, and 

later we had to draw a water flume 

with its required destination an off-

screen guess. Small annoyances, 

admittedly, but a few quick and 

unavoidable deaths will start to grate 

after a while.

In addition, although the game can 

get quite exciting during fast-moving 

on-rails sections, with Max sliding 

down a giant obstacle course at speed, 

it’s generally at its worst when you’re 

forced to draw fast. Adopting what 

was originally a touch-screen control 

system for a joypad was always going 

to be a challenge, and for the most 

part The Curse of Brotherhood is 

delightfully playable.

However, moving the marker into 

position and making the right shapes 

against the clock is often a rather 

cumbersome procedure and you don’t 

get a lot of time to spare. Fortunately, 

if you do screw up, the game has a 

very generous checkpoint system so 

you won’t have much to replay and 

such niggles are largely forgivable by 

the time you’ve figured out the final 

boss battle.

Overall, though, with a combination 

of simple platform gameplay and an 

imaginative assortment of tough-but-

not-overly-complex puzzles to figure 

out, The Curse of Brotherhood is both 

a charming and hugely enjoyable 

title. The fact that there’s not much 

on the Xbox One to compete with it 

probably helps, but this is £12 that  

you certainly wouldn’t begrudge for  

a fun few days of play.

REVIEW: MAX: THE CuRSE OF BROTHERHOOd
Ian Collen

At times you’ll need to get 
creative with your branches, 
perhaps chopping them down 
and dragging them into place.
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lthough we’d all hoped that 

there would be a new Halo title 

to guide the infant Xbox One through 

these tentative early days, few would 

have expected a five-month-old, Chief-

free, top-down spin-off to take centre 

stage. But that’s what we’ve got and a 

rather tasty side dish it is, too, though 

one that’s sadly lacking in both content 

and character.

Released for PCs and Windows 8 

Phones last July, Halo: Spartan Assault 
places you in the boots of a couple of 

young Spartan soldiers (one being the 

future Commander Palmer) in events 

that link the stories between Halo 3 

and Halo 4. Only you’re not actually 

fighting in those battles, just replaying 

a training simulation of events – and 

from the moment that an AI hologram 

explains this, all sense of immersion 

and interest in anything resembling a 

story is lost. There’s some paper-thin 

background info for Halo enthusiasts 

to ponder, but otherwise Spartan 
Assault is devoid of narrative and 

personality throughout.

The gameplay itself is much more 

interesting, though, combining classic 

Halo elements with a similar isometric 

camera to that seen in Halo Wars and 

the likes of Lara Croft spin-off Guardian 
of Light. The weapons on offer are your 

standard assortment of battle rifles, 

dual SMGs, pistols and grenades, and 

you’ll mostly be fighting a familiar horde 

of grunts, elites and brutes – only this 

time using a twin-stick system where 

the right stick gives you 360-degree 

shooting control.

It’s a simple and pretty slick system, 

which makes Spartan Assault easy 

enough to get to grips with, and 

there’s a solid scoring system beating 

at its heart to make things a little 

more interesting, with bonus points 

for kill streaks, weapon-specific kills 

and so on. It’s needed, too, because 

the game is disappointingly short on 

content, with 30 missions taking an 

average of maybe five minutes apiece 

to complete.
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BELOW: As well as all the usual Halo weaponry 
there are a few of the quirkier tools, too, such as 
this Focus Rifle.

BOTTOM: Dual SMGs are great for clearing a 
crowd but weak against tougher enemies, so it 
pays to have a more potent back-up.
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 plUs

+  Quick, slick arcade 
action

+  Score-based replay 
value

+  Solid Halo 
foundations

 minUs

-  Short on content

-  Short on character

-  Short on imagination

HALO: SpArTAn 
ASSAuLT
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ABOVE: It turns out that, yes, a split-screen co-
op option really was too much to ask of a next-
generation release.

RIGHT: Scoring is a 
combination of kills, 
streak-based medals 
and speed. Finding 
the right balance is 
key to bagging those 
high scores.

With no checkpoints and a couple 

of bastard levels throwing in one-hit 

kills, you will need to restart a few 

missions to complete them, but the 

game’s only real replay value comes 

from nailing a big score, and thereby 

earning yourself a gold star award 

and a place above your friends on the 

Leaderboards.

The missions are largely good 

fun, with plenty of trigger-clenching 

shootouts as the number of enemies 

gradually rises and there’s often 

a sweet satisfaction of basically 

feeling like you’re a sentry gun 

from Aliens ploughing through yet 

another Covenant horde. That said, 

the missions themselves show little 

imagination, with a pretty standard 

selection of attack and defend 

objectives (usually against a clock) 

offering no creativity or surprises. You 

do get to pilot the odd Scorpion or 

Grizzly Tank, and you can jump into 

Ghosts and perhaps even a Wraith 

if you’re lucky, but despite being only 

a few hours long at best Spartan 
Assault still gets rather repetitive 

pretty quickly.

It’s probably a game best enjoyed in 

small doses, then, with the levels split 

into six handy scenarios, each played 

through in five quickfire stages. One 

time you might be forced to hold a 

position until reinforcements arrive, 

the next you’ll have to battle through 

a largely linear environment (though 

it’s far from a corridor shooter) within 

a set time, before destroying a number 

of key targets scattered around the 

map. Its simplicity could be seen as 

a positive, enabling casual gamers to 

dip in and out of the action without 

having to keep tabs on a complex 

storyline or a string of open-ended 

objectives. However, at the same time 

it also strips the game of the kind of 

personality and standout moments 

that have so defined the franchise in 

the past.

In writing this review, we’re really 

struggling to recall any key events 

from the battles depicted within the 

training simulation. Equally, very few 

of the missions spring to mind and 

precious few specifics of the levels are 

all that memorable, beyond blasting 

through a few sections in a tank, or a 

mini-boss fight with COD-like levels of 

grenade spamming and a one-hit kill 

that didn’t actually make any contact 

with our young Spartan.

Sure, the new perspective may not 

lend itself to cinematic splendour, but 

we’d still expect a little more creative 

flair from any Halo title. Even Halo 
Wars managed to bring a little life to 

its strategic foundations, but Spartan 
Assault is clearly no more than a game 

for mobile phones, given a quick lick 

BROTHERS IN ARMS
There is a co-op mode for those more social gamers, 
although it’s not simply two players teaming up for the 
campaign missions as you’d expect – and sadly there’s no 
offline option. Instead it’s five separate extended missions 
that put two Xbox Live buddies into five different maps with 
various attack and defend objectives to accomplish – again 
with an overall high score to aim for. Five missions isn’t a 
lot, but it does throw in a few new enemies (including an 
infected bug that kills you slowly unless your ally shoots 
it off your back) and gives you doors and walkways that 
require the two of you to work together to activate and use 
to your tactical advantage. It’s fun for an hour or two, but 
nothing to tear you away from Battlefield 4.
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Ian Collen

Despite the odd visual flourish, 
the game doesn’t really look 
like a next-gen title.
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Causing chaos in a tank  sure 
makes for a nice change, but 
there’s not a lot of variety or 
imagination to the missions.

tied in with the familiar weapons, 

enemies, visual features and music, 

Spartan Assault does at least match 

some of the criteria of a Halo game. 

You can add Skulls to the mix to 

amplify both the difficulty and 

rewards, with a choice of up to two 

from a possible six (including such 

daunting challenges as your shield 

and ammo depleting when you fire) 

potentially increasing your XP by 150%. 

There’s also a variety of Armor Abilities 

offering temporary boosts via the left 

bumper, such as a health regeneration 

field and an extra shield charge, and 

additional Booster slots for pumping 

up your shields, damage or point-

scoring abilities.

You can choose from a few of each 

during each mission’s loadout screen – 

as well as changing your two weapon 

slots – but changes to the prescribed 

loadout come at the cost of either 

XP or paid-for credits (more on those 

in the ‘Credit Crunch’ boxout). XP is 

earned at the end of each mission  

of paint. The cut-scenes introducing 

each of the six groups of missions 

aren’t bad, but there’s nothing in 

terms of characterisation and the two 

Spartans merely get name-checked 

a few times, with a brief glimpse of 

Commander Palmer reflecting on her 

previous actions.

As mentioned, we’d almost given up 

interest in the storyline by the start of 

the first mission and there’s nothing 

throughout the rest of the game to 

motivate you to care – although we’re 

sure avid fans of the franchise will 

be able to find a few minor points of 

interest. Again, its Windows origins are 

to blame, but it’s still galling that we’re 

being asked to pay £12 for something 

you can get on a PC for a fiver, and 

there’s only a slightly shinier veneer and 

a half-baked co-op mode (more in the 

‘Brothers in Arms’ boxout) to justify the 

extra expense.

Much like that Windows version 

there are plenty of nice Halo-based 

features to mix things up a little and, 

HALO + ALIEN BREED: Everything you’d expect from a Halo game 
(except for the Chief), only from a trigger-happy, top-down perspective.

ANOtHER BUG HUNt, sIR

+
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CREDIT CRUNCH
The cash-for-credits system is entirely optional, with pricing 
ranging from 79p for 200 credits up to £11.99 for 4,000. 
Upgrading your secondary weapon to a Spartan Laser, for 
example, costs either 75CR or 1,500XP, and given that the 
basic XP payout is 100 per mission it could be argued that 
the game is unfairly balanced towards coaxing cash from 
your pocket – but we’d also argue that these upgrades are 
largely unnecessary, as there are plenty of opportunities to 
swap out weapons and armour in the field. But then we’re 
largely opposed to any kind of in-game monetisation, so 
happily ignore it out of basic principle.
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Spartan Assault is certainly a 
welcome spin-off and we had a fair 
amount of fun blasting through its 
levels. However, it’s all over in a few 
hours and the isolated co-op mode, 
consisting of just five missions and 
only available over Xbox Live, is 
equally fun and disappointingly 
sparse. Perhaps there’s some DLC in 
the pipeline but, though we happily 
replayed levels to near-perfection, 
there’s just not enough content or 
polish to justify the price tag for 
everyone. Given the shortage of 
digital titles on the Xbox One it  
might be more appealing 
than its 360 counterpart, 
but you may want to try 
before you buy.

VERDICT

ABOVE: If you were 
to write a checklist of 
visual Halo staples, 
Spartan Assault ticks 
most of the boxes.

ABOVE: If you were 
hoping to get a little 
extra insight into 
life as a Spartan, set 
your disappointment 
meter to ‘high’.

and through a variety of updated  

weekly and mission-specific ‘Assault 

Ops’ challenges.

Challenges are typically based 

around killing a certain number of 

enemies, using a specific weapon or 

other similar combinations – again 

adding to the potential replay value if 

you’re a sucker for pursuing such tasks, 

and there are some decent XP rewards 

if you do. You’ll probably still need to 

grind through plenty of replayed levels 

to get a decent amount, though, and 

it’s only worth spending once you know 

what you’re doing and are chasing a 

top score.

This does combine to offer Spartan 
Assault some decent replay value, 

though that may depend on the type of 

gamer you are. We quite enjoyed going 

back through levels, plotting the most 

efficient path to its conclusion and 

balancing out the right combination 

of weapons and boosters to help 

maximise our score.

The Achievements and Assault Ops 

challenges also offer some incentive to 

replay levels using certain combinations 

of equipment or in a particular style, 

which might appeal to some. But, as 

mentioned earlier, besides a slight 

increase in your Gamerscore and a 

bundle of XP, the only real reward is 

the satisfaction of bagging that gold 

star or besting your mates on the 

Leaderboards – and that’s not going to 

be enough for some, leaving Spartan 
Assault as an enjoyable, but all-too-

brief experience.

Clearly a straight port of the original 

plus its later DLC (five extra missions 

– woohoo!), there are few chances for 

Spartan Assault to flex any next-gen 

muscles beyond some decent cut-

scenes, but ultimately this is a 360 

Arcade title with a rather lofty price  

tag. Split into three or four play sessions 

and perhaps a few late nights chasing 

high scores, there’s just about enough 

to warrant a recommendation – but  

the lack of content and personality 

means that while it may look a little  

like a Halo game, it certainly doesn’t 

feel like it.

Perhaps we were being a little naïve 

when we hoped that Microsoft would 

see fit to make Spartan Assault a real 

showcase for digital content on the new 

console, but this is far from being that 

game. We’ve seen and played better 

Arcade titles on the 360 – and most 

definitely games that deliver far more 

bangs for your buck.

We would complain about it being a 

lazy cash-in, but the bottom line is that 

we still put in a good couple of days 

playing Spartan Assault and for the 

most part enjoyed it. And the chances 

are that we’ll probably go back to it 

from time to time, perhaps inspired by 

a few new DLC missions or a boosted 

co-op mode. 

So while we’re happy to recommend 

it if you’re tempted to check it out, just 

don’t go getting your hopes up too 

high and be prepared for the fun and 

excitement to fade quicker than an 

expensive firework.

ABOVE: Vehicles are entirely optional, so 
you can still take down Wraiths with a few  
well-placed grenades for bonus points.

TOP: If you’re the kind of gamer who’s not 
happy until they’ve bagged that gold star, 
then Spartan Assault’s longevity improves 
dramatically.

REVIEW: HALO: SPArTAn ASSAuLT
Ian Collen

096-9_OG137[HaloSA]NTICJA.indd   4 23/01/2014   18:26



ife can be tough when you’re a 

small kid in a world so grown up 

that its everyday demands often cause 

adults to squabble like children. And 

now it’s even tougher since everyone 

that Clementine has ever loved is 

either dead, missing or stumbling 

about somewhere performing the 

Thriller dance.

Starving and exhausted, there are 

some brief but endearing moments 

of respite in this season opener when 

she enjoys the opportunity to wash her 

face to see the tiny human beneath the 

grime, as well as a chance to play catch 

with an abandoned and seemingly 

chummy dog. Neither last long, all end 

in sorrow, so if you’re expecting some 

light relief then you’ve come to a very 

wrong place.

Telltale’s Walking Dead games have 

always been about the player putting 

emotional investment in characters, 

and by focusing on Clementine the 

developer has forced us to go from 

being her carer to actually playing as 

her. We see her develop considerably 

from when she was the frightened 

wee thing that Lee Everett found 

hiding in a treehouse, right before he 

beat her rotting babysitter to death 

with a claw hammer.

She’s grown up fast and All That 
Remains sure doesn’t hold back in 

providing situations that prove  

exactly how far she’s come 16 months 

after she gets to check her face out 

in a mirror as the opening credits 

roll, though she’s so well written that 

her inner strength has always shone 

through without Telltale needing to 

express it out loud for the benefit of 

the audience.

Clem is definitely a survivor, but 

ultimately she’s still a young girl 

in a grown-up world that even 

adults can hardly handle. Brilliantly, 

while they may patronise her, this 

episode certainly doesn’t, instead 

putting her firmly on her own hero’s 

journey, forcing her to endure the 

sort of harsh trials that would have 

had a young Lara Croft sniffing 

and snuffling through some awful 

dialogue and practically holding up 

a card that reads, “I’m Really Upset 

And Confused!” Clementine emotes 

far more subtly, smartly and often 

hauntingly, and so as a reintroduction 

to her personality the episode is a 

triumph. What it lacks is anyone else  

to really care about.

Once you’ve befriended someone 

who then goes on to die horrifically, 

possibly because you made a wrong 

(or right) decision, it’s fair to develop 

at least some trust issues – and by 

the end of the episode’s first act, 

Clem is once again in the company 

of strangers who have issues of their 

own. Relationships can be built and 

trust earned or lost, but right until 

the cliffhanger conclusion it’s easy to 

imagine that anyone other than the 

lead character could end up dead at 

any time.

Worse, because you won’t have the 

option to secure a door that needed 

to be pried open (even though Clem 

should be far smarter by now), you’ll 

be left wondering if anyone you’ve 

met will be alive by midway through 

ABOVE: As it turns out, the actual walking dead 
provide the least of Clem’s problems.

Clem needs warmth, but 
what will she lose should 

she burn a picture of Lee?
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 Plus

+  Clementine getting 
stronger

+  Excellent pacing 
and plotting 

+  Another master 
class in storytelling

+  It isn’t afraid to hurt 
a small girl

 minus

-  Game engine still 
slightly shaky 

-  We wanted to fix 
that door shut

ThE WALking DEAD: 
ALL ThAT REmAins
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If there’s one problem with Telltale’s 
format it’s that the final choice you’ll 
have to make before this episode is 
done playing with your emotions feels 
arbitrary – and that even by making 
what obviously looks like the right 
decision given the circumstances, it 
doesn’t feel that much like a decision 
at all. The repercussions seem to be 
obvious so, while All That Remains 

retains the highest qualities found in 
the previous season and is up there 
with the best of them, we’ll still have 
to wait to see how it all fits together 
before we can say much 
more than that it’s of as 
high a quality as anything 
that has come before.

the next instalment anyway. We’ve 

a lot of faith in the writers to reward, 

as well as punish, our investments, 

but should such a lack of choice lead 

to disaster we’re still going to feel 

marginally disappointed, if not that 

little bit cheated.

That’s if we can remember such a 

small detail, of course. Telltale will be 

releasing The Walking Dead Season 
Two’s episodes alternately with those for 

the equally excellent The Wolf Among 
Us, which means we can expect to wait 

two months to learn the consequences 

of our enforced open door policy, if 

there are any at all.

Unlike the otherwise elegant The 
Walking Dead: 400 Days that acted as 

a multi-story snack between seasons, 

there’s a finer mix of conversation and 

standard object hunting to enjoy and, 

thanks to the connection between 

player and the girl in the baseball hat, 

you’d have to be somewhere on the 

psychopath scale to ignore how even 

small actions like using the cursor to 

open a tin of beans further firms the 

emotional bond.

All in all it’s still far more a piece 

of interactive fiction than it is an 

actual game, of course, but due to 

Clementine being developed with such 

skill it feels much greater than the sum 

of its parts throughout, even more so 

that when Lee was your man. And as 

the first episode for a new season it’s 

an absolute corker that covers a lot of 

ground, introduces a wide variety of 

newcomers and perfectly thrusts you 

into the zombie apocalypse as viewed 

from a far shorter, but certainly no less 

smarter, perspective.

SHADES OF GRAY
Like all great zombie works, The Walking Dead is a very 
human drama. It’s also been written with so much care 
and attention to detail that it can introduce you to a 
minor character for a comparatively short time and still 
make you empathise with them – even when they’ve 
got a gun pointed at your head.

Take Michelle, for example. For the short time you’re 
with her she’s obviously the villain, and certainly brings 

destruction, but she’s still far from mono-dimensional and from only hearing a few 
lines of her dialogue and watching her reactions, it’s possible to imagine her back-
story and what brought her into Clementine’s life. We would have liked to have 
got to know her, that’s for sure. Sigh.

ABOVE: As Bruce Lee 
said: “Don’t make a 
plan of biting – that  
is a very good way  
to lose your teeth!”

RIGHT: As dog lovers 
we’re still pretty upset 
about what happens 
after this.

ARCADE REVIEW: The WALking DeAD: ALL ThAT RemAins
Will Johnston

100-1_OG137[revWalkingDeadATR]NTICJA.indd   2 23/01/2014   18:28



PUBLISHER: 

2K Sports

DEVELOPER: 

Visual Concepts

RELEASED: 

22 November 2013

BUYERS’ GUIDE
THE ESSENTIAL GUIDE 
TO XBOX GAMING!
Here's all of our recent reviews, a selection of genre must-haves 
and some bargain bucket classics…

No longer are downloadable games the 
illegitimate cousins of full retail releases; 
from the Achievements they yield to 
their prominence on the Store, digital 
delights stand equal with their disc-
based counterparts on the Xbox One 
– and there are some choice titles that 
exist only as downloads.

Peggle 2 doesn’t go fi xing what isn’t 
broken, so expect pretty much more 

THE DIGITAL DISH

AND THE REST…

9

of the same – which, really, is exactly 
what Peggle fans wanted. It would 
have been nice to have split-screen 
multiplayer, but the main thing is that 
the core is intact and it’s still awesome. 
An ode to joy in almost every way.

ALSO WORTH A PUNT…
Assassin’s Creed IV Black Flag . . . . . . . . . . . . . . 8
FIFA 14  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
LEGO Marvel Super Heroes . . . . . . . . . . . . . . . . . . . 8
Forza Motorsport 5  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7
Powerstar Golf  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7
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8
Zoo Tycoon
Microsoft Studios / Frontier Developments
22 November 2013
Don’t be put off by the cutesy presentation 
and soppy animals – this is a seriously slick, 
sophisticated business simulation that will 
have you glued to your screen long after the 
kiddies have lost interest and gone to bed.

8
Need for Speed Rivals
EA / Ghost Games
22 November 2013
While NBA 2K14 is a completely new game on 
the Xbox One, Rivals is really just a Turtle Wax 
of the 360 version – but running in glorious 
1080p, that’s more than enough to beat the 
disappointing Forza 5.

8
Killer Instinct
Microsoft Studios / Double Helix Games
22 November 2013
Not only is Killer Instinct a respectful revival 
of one of the genre’s best, it’s also free to 
download. So if you don’t mind only having 
one character, you can enjoy one of the most 
fantastic fi ghters for free!

8
Dead Rising 3
Microsoft Studios / Capcom
22 November 2013
It’s everything you love about Dead Rising 
made even better by the purring power of 
the Xbox One. Sure the frame-rate is a tad 
disappointing, but everything else about the 
game is pure, groovy, gory gravy.

BUYERS’ GUIDE
AND THE REST…

There are two games you need if you 
want to show off the raw power and 
the sheer “next-gen-ness” of your 
Xbox One: Ryse: Son of Rome and 
NBA 2K14. But while Ryse is a stunning 
tech demo of what the new machine 
can achieve, that’s all it is – there’s no 
more than a few hours of gameplay. 
NBA 2K14, on the other hand, is both 
a breathtaking exhibition of the new 
console’s capabilities AND an utterly 
fantastic videogame.

We’re far from alone in calling 
NBA 2K the best sports series on the 
market, but 2K14 isn’t just a staggering 
simulation of the sport of basketball – 

it’s a simulation of being a sportsman. 
This year’s My Player sits you squarely 
on the bench for games on end, like 
the rookie scrub you are, and you’ll 
have to make the most of any garbage 
time you get if you want to boost your 
minutes on the court.

Twitter beefs, dealing with agents 
vying for your contract, being hazed 
by veterans, sticking up for your team-
mates during bad ref calls… this thing 
doesn’t just look like a next-gen game, 
it feels like one. Best in show gameplay 
meets world-beating visuals – save for 
the horrible connection problems, this 
is simply incredible.

Because Arcades are so last-gen…

NBA 2K14
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ESSENTIAL
RACER

There are a lot of fi lms that spring to 
mind after playing Payday 2, mostly 
Point Break and Heat because of the 
emphasis on mask-wearing robbers 
grabbing bundles of cash. But there’s 
an edge to the game that combines 
some great co-op camaraderie with 
merciless, violent gunplay.

After picking from a selection of 
available jobs – which increase in 
diffi culty, duration and subsequent 
payouts, and continually upgrade as 
you progress – you can usually freely 
case an area, and there are certainly 
stealthy options in place for getting in 
and out without a bloody gun battle. 

However, whether playing solo or 
as part of a four-man team online, 
it doesn’t take much for the alarm 
to be raised – and that means guns 
blazing and trigger-happy SWAT units 
dropping by within minutes.

While it’s certainly not a perfectly 
polished game and is unlikely to 
trouble the CODs of this world in 
the multiplayer stakes, Payday 2 is a 
hugely enjoyable heist simulator. Sure, 
it may descend a little too quickly into 
a bloodbath when you might want to 
at least try a quiet approach, but it’s 
good fun either way – especially over 
Xbox Live.

While it’s easy to label Horizon as an 
arcade diversion for Turn 10’s illustrious 
racer, another Need for Speed wannabe 
that drags terms like ‘high-octane’ to 
the fore, it’s probably better to explain 
what isn’t in the game. There are no 
cinematic takedowns of rivals, there 
are no ridiculously big jumps through 
billboards, there are no drift events, no 
cops and there’s precious little in the 
way of hidden routes and shortcuts.

This is still very much a Forza title – 
and that means pure, simple and slick 
racing. That’s not to say that the series 
hasn’t let its hair down, though, with 
plenty of incentives to have some fun 

with the bounty of cars on offer – and 
the whole festival vibe, coupled with 
a great soundtrack (split into three 
cool radio channels, complete with fun 
feedback on the action) certainly adds 
to the party atmosphere.

There are skill points for extreme 
driving and plenty more collectibles 
and rewards on offer to inspire 
exploration of this free-roaming 
Colorado backdrop, but the car 
remains very much the star over any 
glorifi ed Hollywood nonsense. It may 
just be a spin-off for now, but we 
suspect that Turn 10 has itself another 
winning franchise.

ALSO WORTH A PUNT…
Need for Speed Most Wanted  . . . . . . . . . . . . . . . . 9
Forza Motorsport 4  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Driver San Francisco  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
F1 2012  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
WRC FIA World Rally Championship 4  . . . 7

AND THE REST…

9
The Darkness II
2K Games / Digital Extremes
10 February 2012
The Darkness II is a carefully measured action 
experience, which combines an absorbing 
and occasionally touching story with some 
cracking combat sequences in a genuine 
rollercoaster ride from start to fi nish.

9
Halo 4
Microsoft Studios / 343 Industries
06 November 2012
The campaign is engagingly epic, the 
multiplayer is thought-provokingly balanced 
and the many extras add innumerable hours to 
an already stacked offering. Halo continues to 
achieve the seemingly impossible.

9
Far Cry 3
Ubisoft / Ubisoft Montreal
30 November 2012
It’s like all the good stuff Ubi learned over the 
years rolled into one epic game. Sure it’s about 
shooting, but it’s also about exploration and 
has quite a few Indy/Lara moments. Get it if 
you ever liked a John McTiernan movie.

8
Call of Duty: Black Ops II
Activision / Treyarch
12 November 2012
Black Ops II is neither a big step forward nor 
a by-the-numbers update; it’s a methodical 
refi nement that stays true to its heritage while 
offering more freedom and new ways to play, 
be it singularly, competitively or cooperatively.
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XCOM: Enemy Unknown  . . . . . . . . . . . . . . . . . . . . . . . . 9
Carrier Command  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
R.U.S.E.  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Supreme Commander 2  . . . . . . . . . . . . . . . . . . . . . . . . 8
Tropico 4  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8

ESSENTIAL
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ESSENTIAL
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When Halo Wars was fi rst revealed, 
there were two synapse-fuls of 
cynicism that shot through the cortex 
of most Xbox owners. “A Halo game 
that isn’t a shooter?” was probably the 
fi rst, followed by “A real-time strategy 
on the 360? When will people learn?” 
Thankfully, when the game arrived, 
sighs of relief were breathed.

No, it doesn’t bring anything 
particularly new to the genre – 

except for the massive appeal of 
the Halo universe, which it blends in 
impressively well. However, with a 
comfortable control system, the game 
is easy for newbies to pick up and play, 
while the savage challenges laid down 
by the higher diffi culties should keep 
hardened RTS fan just as happy. Either 
way, it’s an impressive indication that 
there’s a lot more to the Halo franchise 
than Master Chief.

This delightful title pits up to four 
crooks on a series of heists. Using the 
top-down camera you steer through 
what would normally be an obvious 
map, opening doors, picking locks 
and so on. However, the hook is that 
the map is only visible through line 
of sight. This means it’s not always 
possible to see what’s on the other 

side of a door, or where the guards are, 
until making your move.

Monaco’s strength is the freedom 
to play around with its beautifully 
designed maps however you like, 
making the most of the differing 
characters and sharing it with a few 
friends for madcap intensity – it’s an 
absolute blast on Live.

CHEAP THRILLS

PRICES ARE CORRECT AT THE
TIME OF GOING TO PRESS

Resident Evil 6
Price: 7.85
We’ve made no secret of the 
fact that we don’t like what 
Capcom has done to the 
franchise, or of the gung-ho 
arcade nature of Resi 6 in 
particular. Still, you’d have 
to be madder than Wesker 
after being shot up with the M-virus to turn 
down the latest instalment for less than eight 
beans. There’s defi nitely fun to be had, so 
long as you grit your teeth and pretend it 
doesn’t hurt.

People always complain that games are 
too expensive, and they’re not wrong. 
While you can usually get new releases 
for less than the £49.99 RRP, if you delve 
a little deeper into the www.shopto.net 
bucket, you can get yourself three or even 
four times as many games for the same 
chunk of change… 

Dark
Price: £9.85
Dark is one of those kebabs 
of the gaming world – you 
don’t feel good for playing it, 
but once you’ve had a taste 
you can’t put it down no 
matter how ropey it is. You 
wouldn’t have dreamed of 
picking it up in the fi rst place for 40 quid, of 
course, but at under a tenner this is perfectly 
pitched for a spot of pocket-friendly guilty 
gaming. With the curtains drawn, of course.

picking it up in the fi rst place for 40 quid, of 

after being shot up with the M-virus to turn 

Borderlands 1 / Borderlands 2 
(Classics)
Price: £12.85
You know all those times you 
wanted to play Borderlands 
in co-op but none of your 
friends had it? Well, now 
you can help somebody 
make your day by pointing 
them in the direction of 
this awesome Borderlands 
combo pack. Alternatively, if you’ve been 
holding out on picking up the second one, 
Borderlands 2 – Game of the Year Edition is 
available for just £14.86.

Brink
Price: £1.85
We’ve had Brink in this 
section plenty of times 
before… but not for LESS 
THAN TWO QUID! Seriously, 
even though opinions were 
mixed when the game came 
out (even though, if you 
listened to us, it was pretty cool), what have 
you got to lose for less than the price of a 
sandwich? Just whore the Achievements, if 
nothing else – it’s the cheapest night in you’ll 
ever have!

listened to us, it was pretty cool), what have 
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NHL 14
From the Player Impact Engine drafted 
in from FIFA to the Fight Night tech 
powering the fi sticuffs, through to in-
house refi nements such as the True 
Skating system, Live the Life mode 
(formerly Be a Pro) and the throwback 
NHL 94 Anniversary mode, the depth 
and detail across the board in NHL 14 
makes it an amazingly appealing title 
– and tied in with the refi ned controls 
and top-notch physics it’s easily the 
best in the series yet.

Yes, we understand that actually 
liking ice hockey and having some 
knowledge of the sport will help you 

to appreciate NHL 14 a heck of a 
lot more. But even if you’re used 
to just rolling out FIFA every week 
or immersing yourself in the latest 
Madden for months on end, it’s 
defi nitely worth giving this series 
some of your time.

Technically impressive and with a 
degree of depth and detail across 
its game modes that any sports title 
would do well to match, NHL 14 feels 
like an amalgamation of all that’s good 
to come out of EA Canada in recent 
years. Go on, try it – you just might 
learn to love it, too.

ESSENTIAL
SPORT

ESSENTIAL
ADVENTURE

8
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7
WSC Real 11 World 
Snooker Championship
Koch Media / Dark Energy
15 April 2011
The physics are faultless, the atmosphere 
curiously relaxing and it empowers you with 
a feeling that you are some kind of snooker 
genius. Which is exactly what all good sports 
games should do.

8
Top Spin 4
2K Sports / 2K Czech
18 March 2011
An excellent tennis sim that balances depth for 
afi cionados and straightforward, easy-to-learn 
controls for inexperienced players. Top Spin 
4 takes itself a little seriously, though, and the 
atmosphere lacks the thrill of real courts today.

8
Rockstar Games Presents 
Table Tennis
Rockstar / Rockstar San Diego
19 October 2007
The idea of a 21st Century spin on ping pong 
is so bonkers that perhaps no-one else could 
have got away with it. It’s stylish, simple and 
elegant, with a social ethic that makes it one of 
the 360’s most desirable games.

8
FIFA 14
EA Sports / EA Canada
27 September 2013
FIFA 14 is the best FIFA yet, but that’s not to 
say this is a big evolution for the franchise. 
So while we’re absolutely loving FIFA 14 for 
all that it’s become, we’re a little remorseful 
about what it still is.

There was a time when Saints Row 
was the go-to-game for those who felt 
that Grand Theft Auto had become a 
tad too grim. If Saints Row: The Third 
jumped the shark for those players 
then Saints Row IV jumps all of the 
sharks, ever. 

But while everything you’ve heard 
about the latest game is present 
and correct – the puerile humour, 
the recycled city and game engine, 
the Dubstep Guns and anal probes – 
there’s also something that no one 
was expecting: sentimentality.

Saints Row IV is the ultimate homage, 
and not just to GTA or to several other 
games that all get nods including Mass 
Effect, Metal Gear Solid, Halo and 
Crackdown. No, it’s a 21 (types of) gun 
salute to the entire seventh generation 
of gaming. It’s a montage, a mash-up, 
a fi nal bow and a farewell celebration 
before a new generation sweeps away 
all that we’ve come to know and love 
about open-world play, outlandish 
customisation and moral choices. It’s 
the last hurrah and it makes us feel 
just a bit sentimental.

SAINTS ROW IV
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AND THE REST…

PUBLISHER: 

WB Games

DEVELOPER: 

NetherRealm Studios

RELEASED: 

19 April 2013

Catering to the hardened fi ght fans, 
casual gamers, solo players and comic 
connoisseurs, Injustice is one of the 
most well-rounded fi ghting games 
that we’ve ever played. Much like 
NetherRealm Studios’ work on Mortal 
Kombat before it, it even offers a seven-
hour Story mode that makes most 
other fi ghting games look positively 
malnourished.

We’re not going to tell you that 
Gods Among Us is mechanically more 
sophisticated than Super Street Fighter 
IV or The King of Fighters XIII – that 
would be an outright lie. But in terms 
of all the Western-developed fi ghting 

games we’ve played, NetherRealm 
isn’t far off bridging the gap with the 
East. It also understands that most 
players won’t be satisfi ed with fi nely 
crafted mechanics and little else – 
there needs to be a whole lot more 
substance and this is what Injustice 
delivers in spades.

Taken as a whole package, Injustice 
succeeds because it offers different 
things for different players. If you’re 
not into fi ghting games then Injustice 
is unlikely to change your mind, but if 
you have even a passing fascination 
then this DC slugfest is one purchase 
that’s easy to justify.

8
INJUSTICE: GODS AMONG US

ESSENTIAL
FIGHTER

106

MANUFACTURER: 

Natec Genesis

PRICE: 

£64.99

RELEASED: 

12 October 2012

PC gamers can be blowhards, 
droning on about how inferior 
console gaming is. But you can’t 
dispute that, for fi rst-person 
shooters, their keyboard and mouse 
controls are leaps and bounds better 
than using a joypad. They’re simply 
quicker, nimbler and magnitudes more 
precise – but thanks to Natec Games, 
our PC brethren no longer have a 
monopoly on them.

With the Eagle Eye, you can plug a 
keyboard and mouse into your 360 to 
play your favourite FPSes (or indeed, 
any other game). And honestly, doing 
so is like night and day compared to 
playing on a pad – from quick-fi re 
running and gunning to nailing pupil-
popping headshots, it delivers a level 
of precision simply unattainable with 
a regular joypad.

Sadly there are a few foibles. Only 
wired USB keyboards and mice are 
supported, and you’ll need an offi cial 
wired 360 controller (and a wireless 

headset, if you want to use one) as 
well. Setting everything up is a faff, you 
need to sync the device every time you 
use it, and you can only save two key 
maps at a time.

But being able to totally tailor your 
sensitivity, modify your dead zone, 
fi ne tune your rotation speed and 
customise your axis response is an 
utter dream come true for shooter 
fans. Fiddly as it is to set up, once 
you’ve tried it there’s just no going 
back – using a pad is like playing with 
boxing gloves on by comparison!

EAGLE EYE

BUYERS’ GUIDE
THE ESSENTIAL GUIDE TO XBOX GAMING!

one-gamer.com

ESSENTIAL
PERIPHERAL

8
WWE All Stars
THQ / THQ San Diego
01 April 2011
Finally, a wrestling game that feels like a 
wrestling game – not a plodding simulation of 
something that’s more like a videogame than a 
sport to begin with. It’s WWE meets NBA Jam 
(meets TNA Impact!) and it’s ace.

8
Tekken Tag Tournament 2
Namco Bandai / Namco Bandai
14 September 2012
The two-on-two battles are speedy and 
savage, the enormous roster should have 
something for everyone, and if all else fails you 
can fi ght as a dinosaur with a fi sh in his scaly 
claws. A winner is you.

8
Super Street Fighter IV: 
Arcade Edition
Capcom / Capcom / 28 June 2011
It’s less of an expanded sequel and more of a 
hefty update; If you’re after a quartet of new 
fi ghters that slot seamlessly into a delicately 
rebalanced roster, you’ll appreciate what 
Capcom is offering at a reasonable price.

8
Dead or Alive 5 Ultimate
Tecmo Koei / Team Ninja
06 September 2013
The Ultimate edition adds fi ve characters, fi ve 
stages, new options like a tag team mode and 
much stabler netcode for less laggy online 
play. But fundamentally it’s still the same great 
boobs and brawls jiggle-’em-up.
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ALSO WORTH A PUNT…
AFL Live  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Australia
Love Tore  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Japan
MLB 2K13  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . USA
NCAA 14  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . USA
Onechambara Z: Kagura  . . . . . . . . . . . . . . . Japan

PUBLISHER: 

Microsoft Studios

DEVELOPER: 

Wahoo Studios

RELEASED: 

19 October 2012

PUBLISHER: 

Majesco Entertainment

DEVELOPER: 

Qute

RELEASED: 

11 September 2012

Remember those full-motion video 
games from the Nineties? If you were 
wowed by the campness of Laserdisc 
arcade machines like Mad Dog McCree 
and Who Shot Johnny Rock?, or Mega 
CD “classics” like Sewer Shark and 
Night Trap, you know exactly what to 
expect from Discovered.

A free download, this interactive 
movie from Intel is similar to ventures 
like BMW Films, whereby some slick 
marketing exec had the idea to promote 
the brand using big-name stars and 
multimedia – which in this case means 
Chris Evans (Captain America, not the 
ginger radio bloke), Red Foo (from 

LMFAO), Chanel Iman (Victoria’s Secret 
model) and Kinect.

Like its forebears, it’s a live-action 
experience rather than a game. First, 
you co-star in a movie with Evans and 
fi ght a whole bunch of goons while 
delivering cheesy one-liners. Then you 
pump up the party at Foo’s gig before 
walking the red carpet and posing for 
paps with Iman. It’s a celebrity sim, 
we guess.

It only lasts about 25 minutes, but 
it’s a far better use of Kinect than 
most Kinect games are – and you’ll 
genuinely have a giggle playing in 
front of your mates.

We all know that the Xbox 360 is dead 
in Japan, right? Right. And that old 
school, vertically scrolling shoot-’em-
ups are dead everywhere, right? Right 
again. Well, mostly. It might surprise 
you to know that bullet hell shmups are 
not only single-handedly keeping the 
360 alive (well, maybe on life support) 
in Japan, but the console is actually the 
king of the genre.

If you want to know why, check out 
this incredible pack that includes two 
releases: the criminally overlooked 

(mainly because it’s a slow starter) 
Ginga Force and the truly fabulous 
Eschatos – a title that also includes 
two of its predecessors from Bandai’s 
WonderSwan handheld console as 
bonuses, Judgment Silversword and 
Cardinal Sins.

Eschatos is one of the best pure 
shmups in years, while Ginga Force is 
more accessible for modern gamers 
looking for more variety and richer 
visuals. Either way, this is a real killer 
collection well worth looking up.

ESSENTIAL
KINECT

ESSENTIAL
IMPORT
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GINGA FORCE & ESCHATOS 
WONDER PACK (JAP)

DISCOVERED

AND THE REST…

8
Your Shape: Fitness 
Evolved 2012
Ubisoft / Ubisoft Montreal
11 November 2011
Fittingly, it’s an evolution on the original game, 
rather than an all-new singing and dancing 
sequel. Still a great workout tool for all fi tness 
levels – and still one of the best showcases of 
the Kinect technology.

7
Wreckateer
Microsoft Studios / Iron Galaxy
25 July 2012
Microsoft waited to cash in on the Angry Birds 
phenomenon and this is the result – easy 
enough for any old mug to play, but with 
enough going on that us ‘hardcore’ lot don’t 
immediately start looking for joypads.

8
The Gunstringer
Microsoft Studios / Twisted Pixel
16 September 2011
The Gunstringer is the closest thing yet 
to seeing Kinect’s potential realised. It’s 
responsive. It’s immersive. It’s brilliant to play. 
And it even comes with Fruit Ninja Kinect 
absolutely free.

8
Child of Eden
Ubisoft / Q Entertainment
17 June 2011
It’s the interactive experience we’ve all been 
promised, but more surprising is the hardcore 
gameplay underneath. Nobody’s ever ready 
for a giant space whale, but we’d defi nitely 
recommend waving your arms around at one.
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ALSO WORTH A PUNT…
DJ Hero  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Rock Band 3  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Rez HD  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Def Jam Rapstar  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Chime  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7

PUBLISHER: 

Activision

DEVELOPER: 

Neversoft

RELEASED: 

07 November 2008
In some ways Neversoft didn’t use 
Rock Band as a jumping-off point 
so much as it ignored that it ever 
existed, and just did what it would 
have anyway. World Tour looks and 
feels every bit the Guitar Hero game 
it is, while there are enough strange 
overlaps (both in terms of design and 
more than a dozen repeated songs) 
to almost believe Harmonix never 
even bothered to research EA’s 
credit cruncher.

World Tour has the tassels and 
gimmicky moves, while Rock Band 

has slightly better tailoring and a much 
larger wardrobe. But, in most respects, 
neither one is better or worse, just 
different. Guitar Hero is a superb game, 
on a par with Rock Band in so many 
ways, ahead in others, but we’re unable 
to proclaim it as a huge leap forward in 
game design.

Factor in the slightly schizophrenic 
choice of music, the let-down studio 
component and the layout of Band 
mode and it falls slightly short of Rock 
Band’s genius, but it’s an unregrettable 
purchase all the same.

ESSENTIAL
MUSIC 9

GUITAR HERO WORLD TOUR

BUYERS’ GUIDE

PUBLISHER: 

Microsoft Studios

DEVELOPER: 

Starfire Studios

RELEASED: 

09 November 2011

THE ESSENTIAL GUIDE TO XBOX GAMING!

9FUSION: GENESIS

ESSENTIAL
ARCADE
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AND THE REST…

8
Terraria
505 Games / Engine Software
27 March 2013
At times freeing and exciting, at others 
claustrophobic and spooky but nearly always 
worthwhile and cathartic, Terraria is what can 
happen when you’re not a mega bucks mega 
publisher and can be free to truly experiment.

9
I Am Alive
Ubisoft / Ubisoft Shanghai
07 March 2012
As bleak as it is brilliant, it’s linear yet open 
enough for you to explore, but at its heart it is 
a wrenchingly tense and tough experience, all 
about surviving by whatever means you can. 
One that you absolutely must play.

9
Dungeon Defenders
Reverb Communications / Trendy 
Entertainment / 19 October 2011
A sensational take on the tower defence 
principle, the introduction of some RPG-like 
elements is a breath of fresh air and reminds 
you why we all used to love this defence-led 
style of play in the fi rst place.

9
Bastion
Warner Bros / Supergiant Games
20 July 2011
Yes it looks like basic hack-and-slash, but it’s 
soon apparent that there’s some complex 
RPG-style shenanigans going on behind those 
pretty, hand-drawn visuals. The best game in 
2011’s Summer of Arcade.

A twin-stick shooter in the vein of Elite, 
playing Fusion: Genesis is an exercise 
in choice and decision. The scope is 
extraordinary for such a low price, 
proving that Bethesda, Lionhead, 
Rockstar and co aren’t the only experts 
in open-world adventure. And while 
blowing things up will be the primary 
focus for most players, this isn’t all the 
game offers.

Choosing to become a studious miner 
or an intergalactic cowboy is entirely 
your decision, and the game encourages 
you to join a faction to suit your needs. 
And from mining for gold to trading 

goods with others in the online auction 
houses, there’s so much packed into this 
tiny package that you’ll be rubbing your 
eyes in disbelief.

There are a few shortcomings, such 
as generic missions, occasionally iffy 
controls and a by-the-numbers plot, 
but all of this is only a minor detraction 
in what is an interstellar experience. 
Starfi re Studios has – as you’d expect 
from a bunch of former Rare guys –
delivered an experience that’s bustling 
with ambition, scope and depth. An 
absolute must-have for fans of non-
linear space simulators.
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Peggle 2

The Raven: 
Legacy of a 
Master Thief

Battlefield 4: China Rising
EA / EA DICE
When it all works, it’s pretty much 
peerless – but those words are crucial: 
when it works. Battlefi eld 4 remains 
an unacceptable mess of broken 
matchmaking, hard crashes, lost 
progress and instant-kill bugs. Until 
it’s fi xed, it’s hard to recommend 
spending any more money.

Peggle 2
EA / PopCap Games
We’d argue a case that it’s a little light 
on content for a next-gen game, even 
a digital one, and that the omission of 
leaderboards and an offl ine split-screen 
option is oddly baffl ing. But when the 
rest of the game is just so damned 
good, it’s really hard to put up much 
of a fi ght.

The Raven: Legacy 
of a Master Thief
Nordic Games / King Art Games
With a low-budget look and occasionally 
awkward gameplay, The Raven is probably 
to be enjoyed more for its story than its 
point and click action. But there are plenty 
of moments to bring a smile to your face 
and, for fans of a certain vintage, there’s a 
great little adventure to be had.

Assassin’s Creed IV 
Black Flag: Freedom Cry
Ubisoft / Ubisoft Montreal
Being confi ned to such a small space 
means that all the Assassin’s Creed 
trimmings have been all but removed. 
Still, Freedom Cry stands proud as a 
brave and bold example of the kinds of 
issues that videogames can confront in 
a way not possible in any other medium.

The latest reviews from the pages of ONE Gamer

TITLE PUBLISHER SUMMARY  ISSUE REVIEWED SCORE

Air Confl icts: Vietnam Kalypso Media “A painfully low budget title that somehow manages to be a backward step on last year’s half-baked Pacifi c Carriers.” 134 4

Assassin’s Creed IV Black Flag Ubisoft “A gaming experience that leads you in with the promise of piracy before stealing your heart with its killer hooks.” 134 8

Assassin’s Creed IV Black Flag: Freedom Cry Ubisoft “In a series so renowned for its open world, this cramped and confi ned DLC will have you crying out for the freedom you have lost.” 136 7

Batman: Arkham Origins WB Games “The overall quality is high, and it’s still worthy, but it’s a bit like seeing the same magic trick again and again.” 134 8

Battlefi eld 4 EA “Constantly rewarding and often very surprising, we’ve even seen people who have never played an FPS before ask to pick up the pad.” 135 9

BioShock Infi nite: Burial at Sea – Part 1 2K Games “Your reason for visiting should be as a tourist enjoying the sights, rather than a traveller hoping to gain something from your journey.” 135 7

Call of Duty: Ghosts Activision “It’s not bad by any stretch, but unless you truly want more of the same, Call of Duty: Ghosts will leave you feeling tired.” 135 6

Diablo III Blizzard Entertainment “As games about exploring randomly generated maps for loot and battling monsters go, it’s all near utterly superb.” 133 9

Disney Infi nity Disney Interactive “If your bank balance can handle it, the possibilities for fun really are infi nite.” 132 8

DuckTales Remastered Capcom “This is a masterclass in remastering.” 132 8

FIFA 14 EA Sports “For hardcore fans there’s enough to be happy about, but casual fans could hang on to FIFA 13 and not be missing out on too much.” 133 8

Final Exam Focus Home Interactive “It’ll fi ll much of an evening and features many a sweet touch, but we hoped Final Exam would really get the mix right.” 135 7

Flashback Ubisoft “The recreation of Flashback’s sci-fi  setting has managed to retain all the atmosphere of the original.” 132 7

Forza Motorsport 5 Microsoft Studios “It hits new heights in terms of both looks and gameplay. But while it’s a better game, it’s also a lesser package than Forza 4.” 135 7

Grand Theft Auto V Rockstar Games “Is GTA V the best game of its generation? Possibly, and we certainly wouldn’t argue against it.” 133 10

How to Survive 505 Games “There are certainly a whole host of interesting ideas here, but they’re just not combined to create a winning whole.” 134 6

Killer Instinct Microsoft Studios “Killer Instinct is one of the most formidable fi ghters on any platform. And it’s free! Well, mostly.” 135 8

Killer is Dead Deep Silver “Killer is Dead amounts to slick art style, haunting characters, an explosive engagement system and a subdued challenge.” 132 8

LocoCycle Microsoft Studios “An inconsistent action game that peaks at mediocrity and proves that the Beard boys aren’t infallible after all.” 135 5

Lost Planet 3 Capcom “With its heady mix of shooting, mech warfare and survival-horror it stands tall on its own in a deeply identity stricken series.” 132 7

NBA 2K14 2K Sports “Love him or hate him, bow down and kiss the ring because LeBron is the king and 2K14 is his kingdom.” 133 9

Need for Speed Rivals EA “With the usual nickel-slick racing and the brilliantly combined single and multiplayer, Rivals is highly accomplished racer.” 135 8

NHL 14 EA “NHL 14 feels like an amalgamation of all that’s good to come out of EA Canada in recent years.” 132 9

Payday 2 505 Games “Although it’s certainly not a perfectly polished game, Payday 2 is a hugely enjoyable heist simulator.” 132 8

Peggle 2 EA “If you were hoping for more of the same then you’ll be delighted with Peggle 2, as it takes few risks with the popular formula.” 136 8

PES 2014 Konami “For those that know, PES is now fi rmly back. And quite clearly the best football game around.” 133 9

Powerstar Golf Microsoft Studios “For 20 quid this is a great family golf game that anyone can – and should – pick up and play.” 135 7

Rayman Legends Ubisoft “Legends offers value and is a game we’d recommend, but be warned – it will test you and your closest relationships.” 132 8

Ryse: Son of Rome Microsoft Studios “It’s a truly incredible demonstration of next-gen gaming, but 30 minutes is all it takes to see everything that Ryse has to offer.” 135 6

Splinter Cell Blacklist Ubisoft “It’s the rebirth of a series and a sign of where such games are going in the future.” 132 9

The Bureau: XCOM Declassifi ed 2K Games “We hope the Men In Black visit us with their Neuralyzer and make us forget the whole thing.” 132 6

The Raven: Legacy of a Master Thief Nordic Games “With a low-budget look and occasionally awkward gameplay, The Raven is probably to be enjoyed more for its story than its action.” 136 7

The Wolf Among Us: Episode 1 – Faith Telltale Games “Highly enjoyable, though not quite so much a game as a chance to guide a collection of plot points.” 134 8

WRC FIA World Rally Championship 4 PQube “There’s not much in terms of style and variety, but fans looking for a pure and simple rally simulation should be more than happy.” 134 7

WWE 2K14 2K Sports “It’s hard to come away from WWE 2K14 without waving a giant foam fi nger above your head and cheering that this is number one.” 134 9

XCOM: Enemy Within 2K Games “Love Enemy Unknown? Then you will adore this expansion. Don’t? Then now is your chance to get with the programme.” 135 9

Zoo Tycoon Microsoft Studios “It’s not cutesy crap or kiddy fodder; it’s a deep management sim and the best game that you didn’t know you’d like.” 135 8

Shooter    Racer    Adventure    Sport    Action    Alternative    Strategy    Fighter    Platformer    Kinect    Puzzle

Assassin’s Creed 
IV Black Flag: 
Freedom Cry
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110 one-gamer.com

You know the biggest problem about 
having a magazine with schedules 
and deadlines and printer’s timetables 
and on-sale days? The way that dates 
invariably fall on inconvenient weeks 
and prevent us from being able to run 
certain coverage that we’d like to. For 
example, we’ve had preview code for 
Lightning Returns: Final Fantasy XIII 
sitting in the office since the week 
before Christmas, but because the  

mag came out just 12 days before the 
game, our preview would have been 
out of date weeks before the issue even 
came off the shelves. 

But it’s not always the fault of the 
mechanics of magazine publishing, 
though. By contrast, we weren’t sent 
preview code for Fable Anniversary 
until the weekend before the mag 
went to print – and obviously the game 
comes out in the shops the week after 

the mag hit the shelves. So as much 
fun as we’ve had running through 
Albion with our oversized hands and 
feet, again, a preview would have been 
completely pointless. 

Luckily, when we launch our digital 
companion app on iOS and Android 
(yes, it’s still in the works!), we’ll be able 
to bring you the complete lowdown on 
everything that arrives in the office as 
soon as we get our grubby mitts on it. 

“Games like Lords of Shadow 2 are compelling 
evidence that the old hardware is far from 

finished… We’d even go so far to say that this 
sequel stands alongside Dark Souls II as our 

most anticipated last-gen swansong”

Up CLOSe And perSOnAL wiTh TOmOrrOw’S TOp TiTLeS

Previews
DEADLINES, DEADLINES, DEADLINES
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THERE WILL BE BLOOD…

CASTLEVANIA:
LORDS OF SHADOW 2
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FORMAT:
Xbox 360

PUBLISHER:
Konami

DEVELOPER:
MercurySteam

RELEASED:
28 February 2013

XBOX LIVE:
No

Instead we were treated to a 

series reboot that cast the player as 

Gabriel Belmont, a member of the 

Brotherhood of Light who battled 

against the titular Lords of Shadow. 

As far as introductions go, the original 

Lords of Shadow didn’t get off on 

the right foot, but once you got past 

the first boss and started to explore 

the depths of a surprisingly flexible 

combat system, the game really hit 

its stride. By the end the lacklustre 

intro was but a distant memory as the 

mesmerising tones of Patrick Stewart 

ushered in the last few levels and, once 

the credits had been and gone, there 

was the small matter of the epilogue.

t’s fair to say that the original 

Lords of Shadow caught us by 

surprise. We’d always been fans of the 

classic Castlevania games, especially 

the excellent Symphony of the Night 
on the PlayStation, and while the series 

has never transitioned especially well 

to 3D (with Castlevania 64 being a 

notable low point) the 2D titles on the 

Nintendo DS have done a solid job of 

keeping the Belmont legacy alive. So 

when Konami handed the longstanding 

franchise over to MercurySteam, a 

developer that had previously worked 

on Clive Barker’s Jericho, we expected 

a standard fare sequel that stuck to the 

usual whips and vampires.

If you haven’t already played the 

first title then we urge you to plunder 

the pre-owned section of your nearest 

games purveyor so that the next few 

sentences don’t SPOIL one of the more 

ingenious twists in gaming. But if you 

saw Lords of Shadow through to the 

bitter end by defeating Satan, you’ll 

know that Gabriel and Dracula are 

one and the same. This rug-pulling 

revelation also came with a secondary 

twist, as when the surviving Lord 

of Shadow discovered Gabriel in a 

looming cathedral (before hurling him 

through a stained glass window) the 

urban landscape switched from the 

medieval to the modern.

TOP: He may live 
life in the shadows 
like Gotham City’s 
finest, but this 
dark knight is 
ready to kill.

CasTlevania: lOrds Of shadOw + The legend 
Of Zelda: The open-world and backtracking gives this Castlevania 
a flavour of Nintendo’s legendary swordsman.

hearT PieCes

+

Considering he owns a 
whole castle, Dracula could 
at least buy a second 
gauntlet for his grandson.

112 one-gamer.com
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PREVIEWMatthew Edwards

TOP: At times, the 
game can be all too 
eager to highlight the 
solution to a puzzle. 
Hopefully that stops 
further in.

Time fOr
a Quickie

With Castlevania: Lords of Shadow 2 

so close to release, Konami invited 

us over to its UK office in Windsor to 

play through the first five hours. The 

game began in the past with Dracula 

at the height of his power, sitting in 

his throne room as an army besieged 

his castle. When the soldiers finally 

approached the throne, Dracula 

tossed his empty goblet aside as  

we got to grips with the revised 

combat system. The new Blood Whip 

functions similarly to the Combat 

Cross from the last game; you can 

execute heavy attacks that lash out 

from all directions or focus on a single 

enemy with a lighter assault.

The Void Sword and Chaos Claws 

are the fresh ingredients that make 

this sequel stand out. These weapons 

replace the dark and light magic 

systems from the first game and, as 

long as you top up the necessary 

gauge by bleeding your opponents 

dry, you can call upon either weapon 

when the need arises. The Void Sword 

offers more clout than the Blood 

Whip and has the added advantage 

of restoring your life with each hit you 

successfully land, while the Chaos 

Claws are all about demolishing an 

enemy’s defence, be it in the form of a 

sturdy shield or a rock-like exterior in 

need of breaching.

Something that the first game relied 
on quite liberally was quick-time 
events – love them or hate them, they 
return with less frequency in Lords of 
Shadow 2. Most come in the form of a 
single button-press that you have to 
hit as a rapidly shrinking circle moves 
across the screen, but there are also 
instances – particularly during the 
boss encounters – where you have to 
match a series of on-screen prompts. 
Overall, they complemented the 
combat more than they broke it.

113one-gamer.com

The great thing about 
magic portals is that you 
can put them anywhere, 
even in a busy laboratory.

“Are you okay?!? 
Buster Wolf!!!”
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BELOW: When 
Dracula first 
emerges from his 
castle, he’s barely 
more than a bag of 
bones in a loose- 
fitting cloak.

RIGHT: The Toy 
Maker from Mirror 
of Fate will make 
a return. This 
Chinese-style 
dragon is one of his 
colourful creations.

If not for Zobek’s bodyguard, this 
ram-like demon would’ve ended 

Dracula’s return prematurely.

With the first wave of soldiers taken 

care of, our focus switched to the 

Paladin and Siege Titan that were 

leading the charge outside. The former 

threw its twin blades like a boomerang 

while the latter kept flailing about as 

we climbed across its body, but as 

much as this pair struggled, they were 

no match for the vampire lord. This 

prologue then came to a close with a 

detailed account of Dracula’s tragic 

history. It started with the events of the 

first game; retold the family conflict 

that arose in the Mirror of Fate sequel 

(courtesy of Live Arcade) and then 

finally set the scene for his return in  

the modern day.

Having spent untold years withering 

away in isolation, Dracula is confronted 

by Zobek – a former ally and the 

surviving Lord of Shadow. Zobek 

informs Dracula of Satan’s imminent 

return and, as an exchange for his help 

in keeping the fallen angel confined to 

hell, Zobek promises to give Dracula 

what he truly desires – an end to his 

eternal life. The only problem is, Dracula 

has lost much of his power after being 

on the blood-wagon for such a long 

time, so to help him get things back 

on track Zobek does what any self-

respecting necromancer would do. He 

offers the hungry vampire a terrified 

family to feed upon.

114 one-gamer.com

RIddLE ME THIs
Lords of Shadow 2 isn’t just about ripping the wings from harpies and climbing over 
perilous pitfalls; you also have to solve puzzles. The one we remember most involved 
a chupacabra (basically an imp-like creature) that’d been trapped in a magical dome. 
To free him we had to move the dome in a grabbing machine-style mini-game and, 
in return for our help, he promised to open a shop in the castle. Result!
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PREVIEWMatthew Edwards

Despite being the master 
of the castle, many of 
Dracula’s minions have 
turned against him.

than with a portal that leads directly to 

the front door.

If the first game was a hack-and-

slasher with defined levels and fairly 

linear progression, Lords of Shadow 2 

looks set to take a more open-ended 

approach with RPG elements and just 

a hint of Zelda. The world consists 

of Dracula’s titanic castle, which acts 

as the game’s central hub, and the 

sprawling city that surrounds it; initially, 

you have to follow the scripted path as 

every fork in the road is either blocked 

or just out-of-reach, but as you gain 

more and more abilities, you’ll be able 

to find out where the other paths 

lead. This helps the game feel much 

This unprecedented moment plays 

out from the first-person perspective 

as Dracula makes quick work of the 

mother and father, before turning on 

the young girl while the screen fades 

to black. It’s a bold and surprisingly 

well-realised declaration of the game’s 

more sinister intent and it’ll also be 

interesting to see if the studio pushes 

the boundaries any further as the 

plot progresses. For now, we know 

that once Dracula regains his youthful 

appearance, Zobek tasks him with 

putting an end to Satan’s acolytes. The 

first of these devil worshippers is the 

head of a large drugs company, and 

what better way to get the ball rolling 

115one-gamer.com

RIGHT: Early on in 
the game, you’ll find 
a Wolf Medallion that 
enables you to move 
freely between areas.

ABOVE: Will Lords of Shadow 2 feature Metal 
Gear unlockables like its predecessor? Here’s 
hoping it does.

BELOW: Before she 
reveals her true form, 
this demoness is 
quite the looker. Still, 
there’s always the 
paper bag…
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BELOW LEFT: 
Launching an 
enemy into the air is 
still a good way to 
lay the smack down 
while avoiding any 
damage.

BELOW: It makes 
sense that Dracula 
would be adept at 
sneaking through 
the shadows, but it 
feels out of place.

ABOVE: “And now, 
young Skywalker… 
you will die.”

less modular as it solidifies a more 

confident framework.

While the first game offered a fairly 

one-dimensional approach to dealing 

with enemies, the sequel gives the 

player more options. To pass a guard in 

the lower levels of the pharmaceutical 

complex, for instance, we had to use 

Dracula’s shape-shifting ability to 

morph into a rat. The guard in question 

was far too formidable to take out 

directly, largely thanks to his dustbin-

sized shotgun, but by “squeaking” 

up behind him and taking possession 

of his body, we were able to advance 

without incident. It’s not the kind of 

thing that’s going to make Kojima 

squirm back at Konami HQ, but as far 

as stealth mechanics go, it was short 

and sweet.

However much the game dabbles 

in other genres, fighting like a bat 

out of hell is still the primary focus. 

Everything from the sub-weapons that 

enable you to strike from afar and the 

counter potential of the block button, 

to the flipbook-style animations in the 

upgrade menu, it all comes together 

to form a familiar yet noticeably more 

refined combat system. The way you 

upgrade the individual combat skills has 

also been made more natural – you still 

have to unlock each one by investing 

your experience points, but now they 

become steadily more powerful the 

more you use them.

After capturing a female demon 

and sending her off to Zobek for 

questioning, our attention turned to 

an area of Dracula’s castle called the 

City of the Damned. The lava pools 

and brimstone bridges that made 

up this subterranean playground 

were a far stretch from the industrial 

architecture of the pharmaceutical 

complex and they also highlighted 

that, while this game isn’t destined for 

the Xbox One, it’s still more than able 

116 one-gamer.com

NighTmArE 
CrEATurEs
Throughout our time with the game we 
came across a wide range of minions 
and a handful of bosses. The Paladin 
and Siege Titan were the prologue’s 
standout encounters, but the jump to 
the future also threw up its fair share 
of demons. The most mysterious was 
Zobek’s sword-wielding bodyguard: 
its face was completely obscured by a 
large helmet, but this character feels 
like less of a sideshow and more of past 
acquaintance. Time will tell.

Another interesting encounter  
came in the form of Raisa Volkova, the 
sadistic demoness who used a toxic 
gas to turn a room full of scientists 
into a horde of mutagenic freaks. 
This acolyte’s fast reflexes were no 
match for Dracula’s icy projectiles, and 
after knocking her unconscious, the 
vampire lord sent her off to Zobek for 
questioning. We doubt that involves  
a polygraph test.
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PREVIEWMatthew Edwards

BELOW: The fixed 
camera angles have 
been replaced by 
a less cemented 
system. In short, it’s 
an improvement.

WE DISLIKED
- Pointing out the obvious puzzles
- Stealth feels a bit unnecessary
- Could’ve been more ambitious

+ Feels more open-ended
+  We finally get to play as Dracula
+ Tactfully sound combat system

WE LIKED
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Dead and loving it…

HANDS ON
CaStLEvanIa: LorDS 
of ShaDoW 2
The number adorning this magazine 
may have changed from ‘360’ to ‘ONE’, 
but games like Lords of Shadow 2 
are compelling evidence that the 
old hardware is far from finished. 
MercurySteam has taken one of the 
most infamous villains in print, cinema 
and gaming history and reworked him 
into an intriguing story and setting. 
We can only guess at how the journey 
will end, but as long as the combat, 
exploration and puzzles live up to the 
confident start, we should be in for 
something memorable. We’d even go 
so far to say that this sequel stands 
alongside Dark Souls II as our most 
anticipated last-gen swansong. Put 
simply, it’s that promising.

to hold its own in the visual stakes. 

This most recent Castlevania isn’t 

pushing out unprecedented volumes 

of polygons or running at 60fps, but 

the artistry and imagination that have 

gone into crafting its world is certainly 

no less impressive.

As our time with the game drew to 

a close, we found ourselves locked in 

battle with Medusa and her two sisters. 

One of the game’s central themes is 

the sentient nature of the castle and 

how it’s tied to Dracula himself, and 

throughout our hands-on, a malevolent 

force had been stalking him through 

the castle’s halls. When it took hold of 

Medusa, Stheno and Euryale, it turned 

them into a three-headed serpent 

that was hell bent on bringing Dracula 

down; a fairly tense boss fight ensued, 

but ultimately the terrible trio were 

soundly defeated.

The key factor that will determine 

whether Lords of Shadow 2 is a by-

the-numbers sequel or an ambitious 

step forward is the desire to explore. 

If the development team can deliver a 

world of devious nooks and crannies 

that compel you to venture back and 

forth, then we might finally have a 3D 

Castlevania game that encapsulates 

such a sense of discovery. The first 
Lords of Shadow was a bit of a rough 

diamond that took time to hit its shiny 

stride; in comparison, this sequel has 

plenty of bite right from the start.
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LiveLifeSpotlight 
on the XboX 
live gaming 
community

lthough there has been much to 

enjoy about the first few months 

since the Xbox one launched, it’s clear 

that not everyone was entirely happy 

with the way Xbox live was handled 

by the new machine. our own One 
Gamer forumites, and many more 

around the globe, were picking holes 

in a service that makes simple things 

like getting a few friends together 

online and talking via party chat far 

more of a ballache than it was on the 

360, and features like notification of 

a friend jumping online or access to 

player profiles from recent matches 

are missing entirely. Fortunately, then, 

microsoft has confirmed that this is a 

key area that will be addressed in the 

Xbox one’s first big update.

Speaking to www.endgadget.com, 

Xbox’s chief product officer marc 

Whitten admitted: “the feedback we’ve 

gotten is pretty valid; some of the social 

stuff is hidden or harder to use than it 

was on the Xbox 360. So you’re gonna 

see us come out with an update where, 

well, we’re going to fix those things.”  

he didn’t give away too much in terms 

of specifics, but tweaks to Friends lists, 

parties, avatars and achievements  

are expected. 

“i take it pretty seriously when 

people say it’s harder to get into a 

party and the defaults aren’t right, 

and i don’t like the model. So what 

i’m trying to do with the team is kind 

of theme some stuff up. let’s take 

an update and really go through a 

big list of what we’re hearing from 

customers, what we know is broken 

with the architecture, areas we want 

to improve or complete. i think that’s 

a theme you’ll really see us push – that 

live experience.”

you can also expect more apps 

and “some of the tv stuff” but it 

looks like you’ll have to wait a few 

months for the introduction of direct 

broadcasting over twitch on the 

one – although Whitten did hint that 

it should be with us before e3 hits. 

Which is in June.

A
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COMMUNITY NEWS the lateSt neWS From around 
the online XboX World

one-gamer.com

ABOVE: A Twitch 
tweet in January 
confirmed: “No ETA 
at this time from 
Microsoft. Expect a 
few more months.” 
Until then you can 
watch, but you can’t 
join in.

THe SOCiAL NeTWORK
CLASH OF THE TITANS
respawn has been 
quick to reassure 
gamers that limiting 
the multiplayer side of 
the upcoming Titanfall 
to just 12 players won’t 
make it inferior to the likes of Battlefield 4’s 
64-player shootouts. apparently 6-a-side 
matches marks the “sweet spot” in keeping 
the online action slick and manageable – and 
you’ve got to bear in mind that each player can 
have an ai-controlled titan tailing them into 
battle, as well as a host of other ai fodder (to 
help with an ego-friendly kill-count) ramping 
up the number of actual on-screen characters 
to 48. We’re happy to trust the former modern 
Warfare coders on this one – sometimes we can 
only take so many american kids abusing our 
parentage on a daily basis.

GTA COPS ROBBERS
rockstar games has 
been getting tough 
with people exploiting 
cracks in GTA Online 
to generate “game-
breaking amounts of 
cash.” as part of a maintenance period which 
saw the game taken offline for a morning, the 
studio has removed all counterfeit currency 
and promised that those “actively engaged 
in cheating and exploiting the game” would 
be subject to in-game penalties at rockstar’s 
discretion – and that “this may include being 
placed in isolated cheater pools or banned from 
GTA Online altogether.” it’s worth noting that 
it’s only targeting those who’ve been unfairly 
farming bundles of gta$ and removing all fake 
currency – so you’ll be able to keep any items 
inadvertently gained with it.

XboX oNE UpdATE plEdgEs To rEbUild “ThAT livE EXpEriENcE”

WALLACE HAS GONE-IT
telltale games has 
announced that all 
digital versions of 
Wallace & Gromit’s 
Grand Adventures 
have been withdrawn 
from sale after its licensing agreement with 
aardman Studios reached its expiry date – and 
the devs say they “currently do not have any 
plans to renew the agreement at this time.” to 
be fair, the series, which launched in 2009, has 
long since been overshadowed by the likes of 
The Walking Dead so it’s no big surprise to see it 
culled. but if you did download those episodes, 
then deleted them but fancy playing through a 
second time you can still access each episode 
on your 360 via your ‘download history’ in the 
Settings/account management options.

like our page at
www.facebook.com/
ONEGamerMag, follow 
@ONEGamerMag on 
twitter and we can be 
bFFs!

To be honest, it took us a while 
to get used to the new layout 
– but hooking up with friends 

online shouldn’t be such a hassle.
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The laTesT DlC fraggeD, TaggeD anD baggeD

DLC DEMO GAME

DLC

AssAssin’s Creed iV –
 illustrious PirAtes
 PriCe: £5.59 (free with seAson PAss)

originally offered as a bonus bundle from 

certain retailers, the illustrious Pirates pack 

adds a fair shipment of goodies. there are 

three new missions for the single-player 

campaign, with Black island, Mystery island 

and sacrifice island adding new locations. 

there’s also a variety of new outfits and 

weapons modelled on Captain Morgan, 

stede Bonnet and Captain drake, a new 

ship – as well as a few accessories for 

your existing vessel – and an illustrated 

digital fable to read. with a variety of other 

pictures, titles and relics to bolster your 

multiplayer exploits, it’s a fair bounty.

lightning returns: 
finAl fAntAsy xiii
 PriCe: free

if you’re an xbox live gold member (snigger)  

then you were able to download this back 

on 21 January, but silver members can now 

grab the demo of square’s latest slice of 

final fantasy action. it puts you in the kinky 

boots of lightning as she potters around 

snow’s old digs, the yusnaan palace. not only 

can you check out the swanky new battle 

system, as well as customise lady lightning’s 

appearance and abilities, but by activating 

the outerworld social networking service 

and submitting your score you can unlock 

the siegfried outfit in the full game when it 

releases later this month. neato mosquito.

wArlords
PriCe: £3.99

it feels like this remake of a classic Atari 

2600 has always been on the brink of a 

live Arcade release, but now that we’ve 

actually seen it with our own eyes we’re 

finally willing to believe it. Warlords offers 

up a colourful rehash of its original, simple 

premise, with you sending out troops 

and launching fireballs and the like to 

destroy your opponent’s castle, while 

systematically fending off their attacks on 

your own keep in a variety of ways. don’t 

expect anything too much above the 

cheap and cheerful price point, but there’s 

some fun to be found if you just want a 

not-so-serious war game.

 PriCe: £tBC (free with seAson PAss)

there was a time, not so long ago, when any Call of duty dlC would be a big deal, especially 

when it throws in some bold new maps and uses the word “epic” to describe its contents. 

however, given the general apathy from gamers towards its latest production-line shooter, 

this first batch in four major planned dlC packs has drawn far less fanfare than it probably 

deserves. the four new maps all add something fresh to the mix, with some intriguing settings 

that nicely balance out long distance and close quarters combat. there’s even the horror-

themed ‘fog’ that enables you to play as axe-wielding Halloween slasher Michael Myers – plus 

there’s the first episode in a four-part extinction storyline to play through. we’d probably be 

more excited if we weren’t still playing Battlefield 4.

CALL Of Duty: 
GhOsts – OnsLAuGht

one-gamer.com120
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BATTLEFIELD 4

new maps, vehicles, weapons and 

modifi cations, the online portion of 

BF4 is as strong as it has ever been, 

and if I was considering Battlefi eld 4 

simply as a multiplayer game, this 

review would certainly score much 

higher praise. But as things are, it 

seems like a brilliant multiplayer game 

has had a single-player campaign 

tacked on to it in order to justify 

another full-priced retail release.

attlefi eld is, and should be, 

about team-based gameplay, 

whether that be single-player with AI 

or multiplayer with a team of friends. 

With that in mind it’s strange that the 

campaign of Battlefi eld 4 does such a 

terrible job of making you feel like part 

of a team; instead you are a mostly 

silent bystander who opens a lot of 

doors and watches as everyone else 

engages in conversation with their 

backs to you. I wish I was able to tell 

you that’s the worst of what’s wrong 

with Battlefi eld 4’s campaign, but 

unfortunately I feel like I could go on 

for hours.

Another example of a fl awed 

campaign is during one of the set 

pieces, when a building you’re 

standing in collapses around you. You 

fall helplessly through fl oors and past 

enemies, all the time not being able to 

do a single thing about it. Where BF3 

had disappointing quick-time events, 

BF4 now has the ‘watch-as-cool-stuff-

happens-around-you-and-you-can’t-

do-jack-about-it’ events, which are 

much worse. Would you still buy a 

game knowing you can’t play the best 

parts of it?

Thankfully Battlefi eld 4’s multiplayer 

is an entirely different beast. A beast 

that has just been let out of its cage 

and is hungry for fast-paced action, 

destruction and the slumped bodies 

of soldiers recently crushed by falling 

skyscrapers. With an abundance of 

B
ABOVE: The single-
player is high on 
spectacle but shy on 
genuinely engaging 
gameplay.

LEFT: Solo shooters 
may suffer, but if 
you’re into online 
warfare there’s little 
to match the might of 
Battlefi eld 4.

LEFT: The moment 
you fi rst take down 
a skyscraper while 
parachuting from the 
top of it will live with 
you for some time.

Poor AI, buggy 
checkpoints 
and forgettable 
characters simply 
drag down the 
fi ne work that has 
been moulded and 
improved upon in the 
multiplayer portion 
of the game.

REVIEWER

7

KEVIN 
MCLENNAN

READER’S
VERDICT

LIVE LESSONThis issue we discovered that…
… accidentally swearing out loud is an 
easy way to get booted out of a game.

ARCADE ATTACK:
Live score challenge
HALO: SPARTAN ASSAULT
You might assume from our review on 
page 96 that we didn’t think too much of 
this Halo spin-off, but our major problem 
is just there isn’t that much of it. We had 
enough fun with Spartan Assault to replay 
a fair few levels for high scores and those 
surprisingly tricky gold medal rewards. We 
fi nally bagged our fi rst gold on mission B-5, 
where you’re charged with taking down a 
series of Wraiths (while trying to keep your 
own Grizzly Tank in one piece), with a pretty 
decent score of 133,025. We think we can 
do better, though, and we’re pretty sure 
you can too. So go ahead, blow up some 
Wraiths and send us tumbling down the 
leaderboards.

ARCADE EYE
Fingering a future Arcade hit

one-gamer.com 121

We’re not shy about our opinions on games, so why not join us and maybe you too can feel the joy of 
seeing your name in print. Write a 250-word review for us and have the chance to get your work published 

in the greatest and most modest Xbox magazine in the world.
Send your review to our digital mailbag at mail@one-gamer.com, or alternatively post it at the

www.one-gamer.com forums for some feedback from your fellow readers!

NEED FOR SPEED: 
MOST WANTED
Last issue Ian got all nostalgic for his fi rst 
Xbox 360 Achievement (Perfect Dark Zero) 
and the forum’s BigTrev79 also scrolled back 
in time. “My fi rst achievement was apparently 
‘Mission 1’, worth 10G from Ace Combat 6… 
except it wasn’t, because that was the fi rst 
Achievement I got after getting online and 
creating a new profi le. I think the actual fi rst 
Achievement was ‘Defeat Ho Seun (Sonny)’ 
worth 10G from Need for Speed Most Wanted 
(the original one!). I’d had the game on 
the fi rst Xbox and enjoyed it, so wanted to 
experience it on the new 360.” Classic points, 
those. Anyone else feel like sharing?

MY FAVOURITEACHIEVEMENT

Got a favourite Achievement? Post it up at the 
www.one-gamer.com forums!

TETRIS
Wait, what? Is the game that just never ends 
really getting yet another makeover? Oh yes 
it is – and not only that but it’s even getting 
the full next-gen treatment, too. Ubisoft is 
behind the reins of this one which celebrates 
the 30th anniversary of the iconic game’s fi rst 
appearance back in 1984. Quite what fresh 
delights the studio can bring to the simple art 
of dropping blocks into rows on the Xbox One 
remains to be seen – sprawling MMO worlds, 
some bullshit Kinect integration? – but Ubi is 
promising to combine its expertise “with all 
the capacities of next-gen consoles to create 
an exciting new Tetris experience for fans.” 
We just hope it doesn’t try to change it.

MY FAVOURITEACHIEVEMENT

MY FAVOURITEACHIEVEMENT

MY FAVOURITEACHIEVEMENT
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Unless you read magazines via the 

random access method and have leapt 

right here straight away you’ll have 

noticed that, while we’ve changed 

our name to ONE Gamer, we still go 

balls out to bring you all the Xbox 360 

news, previews, reviews and screens 

that are fit to print. 

Like dipping into a swimming pool 

while wearing dry trunks it’s better to 

go all-in, or at least that’s the theory 

behind the new name and use of the 

slightly wonky simile – or how about 

a metaphor? We’ll be the Colossus of 

Rhodes straddling a harbour of Xbox 

information, for the perceivable future 

at least – until the Xbox 360 side gets 

its release schedule filled up with 

Ubisoft games about looking after 

ponies (or the modern equivalent, now 

that the kids’ market is dead) and then 

we’ll straddle no more. 

But this right here is the section of 

the magazine that’s concerned with 

our online doings and so it’s about 

time we get down to the business of 

mentioning what this all means for our 

online existence. Changes, that’s what 

– gentle yet important changes of 

subtle and unsubtle natures that are 

already happening and will continue 

to do so. 

Such changes include how we 

have finally merged our two duelling 

Facebook pages into one mighty, 

singular entity. If you’ve liked either of 

them before then you’re already in like 

Flynn, but if not then we’d be much 

obliged if you would head over to 

www.facebook.com/ONEGamerMag 

and give that sucker a Like. It’s the 

best place to keep up to date with  

all the latest Xbox-related news and 

the general witterings from the folks 

on the mag.

And what of www.360-gamer.com? 

That also now has a shiny new name 

in www.one-gamer.com and has 

had all the radical redesign work of 

us dropping in a new logo. If you’ve 

still got the old address saved in 

your bookmarks, then you will be 

automatically redirected to the new 

site so there’s not much you need to 

do – except maybe make an effort 

to edit the name to match. It’s only 

polite, really.

And that’s not all – our Twitter 

home from whence we tweet has 

also received a fix, so some of you 

may have already noticed that our 

old handle has been transformed  

to become @ONEGamerMag. If you 

were already following us then you  

will automatically be following the  

new name, because modern internet 

technology is pretty darned cool like 

that. Seriously, we bet when Marathon 

changed its name to Snickers or when 

Opal Fruits became Starburst they 

didn’t have to cope with these kinds  

of problems.

So there you have it – a myriad 

of digital newness is now with us, 

alterations have been made and 

our online presence will continue 

to evolve. To end on a particularity 

pretentious note we’ll quote Heraclitus, 

who famously stated: “Everything 

flows and nothing stays. The only 

constant is change.” 

Hey, these two pages are about 

our internet presence, so it’s totally 

fitting and right that we end by using 

a search engine in order to sound all 

clever – we’re not really turning into 

Boris Johnson, honest.

abOvE: With the 
press of a button 
your usual daily 
Facebook posts 
of other people’s 
dinners will get a 
mighty boost.

Adjustments to your 
online pleAsure

MOVE OVER
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ONE GamEr ON YOuTubE
Here’s where we remind you that ONE Gamer 
has expanded across the internet and has its own 
YouTube channel that goes by the catchy name of 
ONEGamerMag and features every Xbox trailer 
worth watching (that we can get our hands on). 
Those of you fantastic enough to have subscribed 
to the 360 Gamer channel will have received a 
little message to switch your subs by now, but in 
case you missed that notification you should do 
yourselves a favour and switch your subscription 
over. The old channel is no longer with us, so  
all fresh uploads will go to the new ‘one’.

one-gamer.com

CONTENT HIGHLIGHTS
Freezageeza joined the shiny 

www.one-gamer.com forum 

way back in October 2006 

when the Xbox 360 was a next-

gen machine, all this was fields 

and everyone was content with 

the 360 Gamer name. Well 

having gone dark for the last 

four years he’s now returned. 

“Thanks everyone. It has been 

too long,” he said when faced 

with the virtual clapping from 

other members. Welcome back. 

Glad that you’re mostly enjoying 

your Xbox One. Do enjoy the 

buffet of opinions. 

Elsewhere on the forum 

there’s been some discussion 

as to the viability of magazine 

subscribers receiving life-sized 

cardboard cut-outs of the team. 

Sorry, it’s not going to happen. 

“Ok, if you’re not willing to make 

life size versions of your actual 

selves, why not life size cut-outs 

of your avatars?” asked The 

Gazatron, presumably with his 

tongue firmly placed somewhere 

cheek-like. How about because 

that would also be like burning 

money, and by up-scaling our 

Avatars we’d be providing 

massively expensive blurred  

cut-outs? Still, we do appreciate 

the inquiry.

And then there was young 

el_pieablo wondering about 

bricks and mortar investments. 

“My question is, what is the 

deposit for, when getting a 

mortgage?” he asked the Off 

Topic Discussion section, only 

to receive a perfectly valid 

and accurate response from 

voodoo spaceman. See, joining 

the forum doesn’t just give 

you access to gaming chat, 

so why not get involved and 

enjoy a light discussion about 

financial matters. Fancy having 

a chat with One Gamers like 

yourself on that Facebook that’s 

so popular right now? Then 

check out our FB page, too. 

It’s another great way to get in 

touch with us – and each other. 

DirEcT cONNEcTiON
What you’re looking 
at isn’t some kind of 
psychologist’s test to 
gauge your reaction 
to visual stimuli, so if 
you can see an owl or 
a burning house or a 
happy face then that’s 
just a bonus. No, it’s a QR 
code that you can point 
your phone’s camera 
at, take a picture of and, if you’ve got the right app 
installed, you’ll be taken directly to the website where 
you can view our take on the day’s Xbox news and 
read reviews of games you’re interested in. Download 
some QR scanner software and give it a try.

classic rEviEws
Over the past few months more and more reviews 
from the magazine have found their home online 
at our increasingly plump website, so why not 
catch up with coverage you might have missed 
by logging onto www.one-gamer.com (or the 
classic www.360-gamer.com). Wondering if that 
game you’ve seen selling for just a few quid on 
eBay really is worth it? Then connect your internet 
device to the internet and check out our verdict. 
You’ll also find that we add multiple news stories 
every day and that you’ll be more than welcome 
should you join our forum.

HavE iT YOur waY
There’s a tactile quality to holding a paper magazine in your 
hands that you don’t get from viewing a screen, but even 
so we understand that a lot of you enjoy using electronic 
wizardry to view text and images – which is why you can 
enjoy ONE Gamer on your computer, smartphone or tablet 
device. It’s fast, it’s efficient and it’s the easiest way to not 
have to venture to your local magazine stockist, only to  
find that they’ve sold out and that you got soaked for 
absolutely no reason whatsoever. 

There are a few ways to get hold of the mag in digital 
form; log onto our website at www.one-gamer.com (or 
even www.360-gamer.com) and follow the links, or you 
can download an app such as PocketMags or just use 
Newsstand and do it that way. However you choose to grab 
yours, you’ll be able to enjoy it with all the benefits of the 
added tech and interaction, such as actual moving trailers 
and other one-touch web links 
and a host of other bonuses 
that paper just can’t offer.

We’re always looking for new 
ways to improve and so you 
can also expect our digital self 
to evolve over time – so why 
not use that new internet thing 
everyone’s talking about and 
give ONE Gamer’s electronic 
incarnation a try. You’ll save 
money, you’ll remain informed 
and you’ll genuinely become a 
better person.

TwEET TrEaTs
It’s a little known fact that the 
micro text broadcasting service 
commonly known as Twitter was 
actually developed just so people 
could easily keep in touch with 
Stephen Fry and make sure the 
national treasure is doing okay, but there are other benefits 
to using the service where messages can be sent at rapid 
speed as long as they’re under 140 characters in length. 

You could gain multiple daily bulletins from us here at 
ONE Gamer, for example – and we heartily recommend 
that you do so by following our Twitter tweets @
ONEGamerMag. All it takes is a click and computer 
technology will do the rest – if what we tweet interests you, 
you’ll also find a short link to our website where you can 
gain extra information, screenshots and movies. 
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Raider: Definitive Edition and Max: Curse of 

the Brotherhood you’ll see that there really is 
some great new stuff to play!

It’s just plain backwards
I’m sure it bugs everyone else as much as it 

bugs me: why can’t my all-singing, all-dancing, 

so clever that it responds to my commands like 

a cyborg from the future, Xbox One play any 

games made before November 2013? That’s 

right, I’m talking about my huge collection of 

Xbox 360 games sitting on a shelf gathering 

dust. I can’t believe that the Xbox One can do 

so many amazing technological things but it 

can’t even run a feeble little game like Omerta: 
City of Gangsters (yes I bought it and yes I 

love it)!

Flipping heck, you can download an app to 

play music CDs – and they’re ancient! Who 

even uses CDs any more? Surely Microsoft 

can make an app we can download that will 

let us play all those great Xbox 360 releases, 

especially since there are some great games 

still to come this year.

ANGRY STARSCREAM, VIA EMAIL

First of all, we just have to say that you’re 
our second favourite Decepticon jet (behind 
Skywarp, natch). Okay, the reason that the 
Xbox One can’t play 360 games despite all 
its technical abilities is down to the circuit 
board. The new console uses a completely 
different chipset with a completely different 
architecture to the old one – it’s the same 
reason that your Windows 8 PC won’t play old 
PC games made for Windows 95. Microsoft 
is, however, working on technology that will 
enable you to stream 360 games through 
the cloud. It won’t be coming soon, but it’s 
definitely in the pipeline.

ONE MAILBOX
THE PLACE TO HAVE YOUR SAY ON ANYTHING XBOX-RELATED…

CONTACT US YOu CaN gET IN TOuCh WITh ONE GAMER IN a vaRIETY OF WaYS:

ThERE’s EMAil!
Yep, you can bung us one of them 
there ‘electronic mail’ thingies to: 
mail@one-gamer.com

ThERE’s ThE pOsT!
ONE Mailbox, ONE GAMER,
Select Publisher Services, PO Box 6337, 
Bournemouth, BH1 9EH

ThE FORUM!
Talk with other like-minded
gamers through the forum:
www.one-gamer.com/forum

ThERE’s ThE WEB!
Like our www.facebook.com/ONEGamerMag 
page or follow @ONEGamerMag on Twitter 
and we can be BFFs!

126 one-gamer.com

The calm after the storm
I want to start by saying that I think your 2014 

Preview last issue was brilliant. I have been 

reading ONE Gamer for 50 issues and I look 

forward to your year-ahead round-ups every 

January, as it helps me see what games are 

coming up in the year.

however, looking at the list is a reminder 

that it really has been quiet on the Xbox 

One front ever since the console launched. 

It’s going to be March before the next big 

exclusive hits, which is Titanfall, but that’s still 

a game that’s also on the Xbox 360 (just like 

Thief, Plants vs. Zombies: Garden Warfare, 

Tomb Raider and so on).

So really it’s June before we get the next, 

big, proper, next-generation game, and it’s The 
Elder Scrolls Online – a game that I’m sadly 

not interested in. That’s about seven months 

between the console coming out and the next 

big game that you can’t play on last-generation 

consoles. Is it just me, or does that seem to be 

a bit of taking the Michael?

I and many others spent a lot of money 

on the Xbox One and I think it’s only fair to 

expect a steady stream of new games to play 

on it, not boom-or-bust like it has been since 

the console came out. Why oh why can’t 

there be proper next-gen games out between 

January and May to keep us entertained?

DARREN OLIVER, MILTON KEYNES

We get the point you’re making, Oliver, but 
you’re doing a bit of a disservice to the likes 
of Thief and Titanfall. These aren’t simply 
last-gen games that have been ported with 
a bit of spit and polish to the Xbox One (like 
assassin’s Creed Iv or Need for Speed Rivals) 
– they’re full-on next-gen games that were 
designed with next-gen consoles in mind.

Yes they’re coming out on the 360 as well, 
but the older console is most definitely the 
secondary platform – indeed, it’s been a 
bit of a matter of contention in the industry 
lately that EA hasn’t given us so much as a 
peep at the 360 version of Titanfall, to the 
point that we don’t even know who’s actually 
developing it…

Still, to answer your broader question, this 
is the way console launches work – there were 
a whopping 24 Xbox One games available at 
launch, so it’s only to be expected that there 
will be a bit of a lull before the next wave. 
And if you check out our reviews of Tomb 

ABOVE: There are 
plenty of Xbox One 
games coming before 
The Elder Scrolls Online 
in June – just none that 
star Bill Nighy. 

BELOW: One day 
you’ll be able to 
stream a selection of 
360 games to your 
Xbox One… though 
probably not Omerta.
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COMPETITION

127one-gamer.com

As you’ll know if you read our preview 

back on page 111, Castlevania: Lords 
of Shadow 2 isn’t just a great game in 

the making – it’s also got one hell of a 

visual bite. Much like its predecessor, as 

well as the Mirror of Fate side story that 

saw a Live Arcade release last year, the 

rebooted and revamped Castlevania 

games are nothing short of stunning 

to look at.

This is thanks to some of the most 

staggering character and production 

design seen in a videogame. With a 

traditional gothic aesthetic fused with 

Konami’s distinctly Japanese art style, 

by way of MercurySteam’s unique 

Spanish fl avour, the Lords of Shadow 

series is slick, stylish and an absolute 

treat for the peepers. 

There’s no better place to feast your 

eyes on every aspect of this immortal 

beauty than Titan Books’ The Art of 
Castlevania – Lords of Shadow, released 

on 28 February for £29.99. Featuring 

everything from never before seen 

concept art to luscious promotional 

imagery to renders and game images 

from all three chapters of the trilogy, it’s 

sexier than Kristen Stewart without any 

of the baggage – and we’ve got a coffi n 

full of copies to give away! 

To be in with a chance of winning, 

head over to our Facebook page at 

www.facebook.com/ONEGamerMag 

and click ‘Like’. Then look for the 

Timeline photo announcing “Issue 137 

on sale now!” and give that a Like as 

well. Fangs a lot – you’ve just entered 

the competition! The closing date for 

entries is midnight on 25 February 2014, 

so walk your undead digits over to 

Facebook and get clicking right away!

SHADOWS AND DUST

WIN!
THE ART OF

CASTLEVANIA
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TO CATCH 
A THIEF
A DECADE AFTER HIS LAST 

APPEARANCE, GARRETT GETS 
THE REBOOTY CALL FROM SQUARE 
ENIX. IS HE STILL A MASTER THIEF 

OR IS HIS RETURN A CRIME? 

Issue 138 
is on sale 

Wednesday
26 February or 

turn to page 124 
to subscribe

one-gamer.com 129
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CELEBRATING THE CLASSIC MOMENTS OF GAMING

MARS: WAR LOGS

GET YOUR ASS TO MARS
PUBLISHER:
Focus Home 
Interactive

DEVELOPER:
Spiders

RELEASED:
26 July 2013

How many RPGs have you ever played that begin with 

Sheldon Cooper from The Big Bang Theory almost being 

raped by a fat man in a Martian prison? Not many, we’d 

wager, but thankfully Mars: War Logs has more to offer than 

an opening that would be dark, gritty and uncomfortable 

if not for the fat man in question being called “Fatso”. It 

seems that’s actually his name and one he presumably 

received because his parents were unrepentant 11-year-

old schoolyard bullies. 

Despite having its dialogue rewritten and recorded 

for English-speaking audiences, if we’ve got one main 

complaint about what follows when Sheldon (played by 

a guy called Innocence – Fatso is not the game’s weirdest 

nor most descriptive moniker) is rescued by protagonist 

Roy Temperance, it’s certainly going to concern the 

dialogue and its delivery. 

Wooden and read out as if encountered for the fi rst 

time, at least Roy’s voice actor seems to have had some 

extra time to work his mind around the script. Manage 

to get passed its idiosyncrasies, however, and you’ll 

become embroiled in a reasonably rewarding action-

adventure that feels like someone has blended Star 

Wars: Knights of the Old Republic with The Witcher and 

released the result as a budget experience. Which is 

pretty much exactly what happened.

Though initially easy to mistake for being scrappy, 

confusing and easily betrayed by the camera, the 

game’s hands-on combat forms one of the key reasons 

to play. Sure, aside from its quirks, the story works pretty 

well, as does the overall tone where no one is depicted 

as being all that good or all that bad.

But once you understand how to counter, how to 

manoeuvre adversaries into a tactically benefi cial position 

and how to use your Technomager electro-magic without 

interruption, the art of fi ghting becomes just that. Then, if 

successful, you’ll fi nd yourself surrounded by unconscious 

bodies. You can kill them by sucking out their vital waters 

with a special pistol, and since that liquid acts as the local 

currency you’ll sure be tempted.

Like crafting equipment because you genuinely need 

to, rather than it merely being an option? Then Mars: War 
Logs will do you proud. How about a hero who has a 

severe yet somehow quite cool haircut? Then you should 

certainly sign up. We’re certainly glad that we did.

PARTING SHOT

130 one-gamer.com
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