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… has been on something 
of a monster mash 
this issue, digging into 
his primal self with 
Evolve (page 110) and 
battling beasties for our 
Lightning Returns review 
(page 67). He seems to 
have had a good time 
switching between 
hunter and hunted, 
whether eating civilians 
or time, but we reckon 
it’s all just good training 
for when The Witcher 3 
hits later this year.

MATT

BEHIND 
THE SCENES

It’s been a pretty busy few weeks all round. For the majority of gamers, 

the recent upturn in mainstream releases should see plenty of reasons to 

fi re up your favoured Xbox. Whether it’s Thief, Final Fantasy, Castlevania 

or Tomb Raider: Defi nitive Edition, it’s beginning to feel as if 2014 is 

fi nally starting to fi nd its feet on the gaming shelves. And, of course, 

we’ve got the likes of Titanfall, Dark Souls II and South Park just 

around the corner.

It’s been equally exciting here at ONE Gamer as well, with the launch 

of our new bi-weekly digital mag, ONE Gamer Interactive. Some readers may recall how we 

fi rst planned to create a new, standalone digital product late last year, but unfortunately our 

lofty ambitions for the magazine and the technology available for making it happen didn’t quite 

line up – and we wanted to make sure that when we launched the mag, we did it properly.

Our aim is to offer you more choice and a way for you to get the latest Xbox insights in 

keeping with the technology now at our fi ngertips. You may notice that the digital and print 

mags feature some crossover dishes on the menu, but now we’re letting you choose how to 

your meal is served – a monthly banquet of printed Xbox action or two fully interactive digital 

feasts, complete with the latest trailers, screenshot galleries and other cool stuff that you just 

can’t get on paper. 

You’ll fi nd unique content in both editions, as some articles are best presented in long-form 

print format while the technology afforded by digital devices enables us to deliver certain 

coverage in uniquely interactive ways. It’s two different versions of ONE Gamer beating with 

the same heart – so check out the new tablet mag and see which suits your needs the best!

A LETTER FROM THE EDITOR

IAN

BEHIND
THE SCENES

… has been combining 
his usual mag duties 
with some heroic deeds 
preparing our new digital 
magazine for action. 
It’s been the editorial 
equivalent of juggling 
fl aming chainsaws while 
fi lling in a tax return, 
blindfolded and with a 
hamster in your pants. 
The mere fact that 
this issue is here, the 
digital mag out there 
and nobody got hurt is 
something of a miracle.

JAMES

… has also been slogging 
it out like a champ this 
month, kicking off the 
issue travelling the 
country to play just about 
anything publishers 
were willing to give him 
access to. Rather than 
relaxing with a foot spa 
on his return, he went 
on a writing frenzy and 
was pretty much still 
hammering his keyboard 
while the printers were 
fi ring up the presses. 
Gold stars all round.

WILL

Ian Collen, 
Joint Editor
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…  has been breathing 
a sigh of relief after 
we recruited an extra 
designer to help with our 
digital revolution. To say 
that his design plate is 
usually full already would 
be an understatement 
akin to saying that the 
recent fl oods were a bit 
of a bother, so actually 
keeping a few nights 
free to acknowledge his 
family are most welcome. 
Though we reckon he’s 
still dead jealous…

NICK
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AFTER HOURS OF PLAY ACROSS THE FIRST THREE CHAPTERS, 
WE CAN BE POSITIvELY CERTAIN THAT THIS RETURN TO THE 
HEIGHTS OF THE FPS GENRE WILL BE vERY, vERY, NAZI INDEED…

Wolfenstein: the neW order
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HEIL HONEY,

I’M HOME
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Three hours of 
hands-on Time wiTh 

Wolfenstein: the 
neW order is all 

we needed To know 
ThaT The delays were 

worTh iT and ThaT The 
developers ThaT lefT 

sTarbreeze sTudios To 
form machineGames 

brouGhT wiTh Them all 
The riGhT skills To do 

The job properly…

“from stettin in the Baltic to trieste 
in the Adriatic, an iron curtain has 
descended across the Continent. 
Behind that line lie all the capitals of the 
ancient states of Central and eastern 
europe. Warsaw, Berlin, Prague, Vienna, 
Budapest, Belgrade, Bucharest and 
sofia, all these famous cities and the 
populations around them lie in what i 
must call the soviet sphere, and all are 
subject in one form or another, not only 
to soviet influence but to a very high 
and, in many cases, increasing measure 
of control from Moscow.” 

-- Winston Churchill, ‘The Sinews of 

Peace’, 1946.

now, before we shift gear and enter 

into a whirr of genuine excitement for 

what currently plays like a triumphant 

and deeply engaging return of the 

grandfather of the first-person shooter, 

imagine if that famous speech had 

never been made and that 1946 was 

an altogether different year. free 

milk wasn’t given to schoolchildren 

to help build bones that rationing 

had starved of nutrients, the atomic 

energy research establishment wasn’t 

established in harwell. The bbc didn’t 

broadcast a television signal suspended 

during world war Two and the attlee 

government didn’t name stevenage as 

britain’s first new Town. 

That’s because the war didn’t come 

to its conclusion in september 1945, 

there was no time for restructuring, 

rebuilding and restarting, and an 

expanding russia wasn’t seen as the 

next big threat. how could it be? nazi 

Germany was still goose-stepping 

further across the planet, albeit 

to the additional sound of hulking 

mechanical legs, and so history would 

have grown a whole different and 

distinctly diseased branch. at least, 

according to the class given by the 
new order.

originating from silas s warner’s 

stealth-based Castle Wolfenstein, 

released for the apple ii computer 

in 1981, the wolfenstein series has 

always had at least part of its tongue 

somewhere in its cheek, though initially 

this was largely unintentional. its 

German guards were initially viewed 

side-on when the game of hide-and-

07one-gamer.com

wolfensTein: The new order
will johnston

You can use an analogue stick 
to peek around cover, but will 

have plenty of occasions to 
enjoy situations like this one.
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seek was played from a top-down 

perspective, they wore yellow jerseys 

emblazoned with giant black Swastikas 

and limited graphical capabilities led 

them the innocence of something built 

from plastic blocks by a technologically 

minded child. 

When reborn in 1992 as Wolfenstein 
3D, id Software gave it more than 

just an extra dimension that kick-

started a genre; it provided the hero 

a name, William “BJ” Blazkowicz, 

and defined him on box art as a 

muscle-bound cliché who was able 

to hold a minigun in one hand and 

didn’t concern himself with being 

sneaky. Though initially concerned 

with enemies that looked far more like 

actual stormtroopers than previously 

attempted, it climaxed in a battle 

against a Hitler encased in mecha-

armour, his head enclosed in a bell 

jar. It revelled in a previously unseen 

daftness, then. But while the reboot 
we’ve played will go far further to 

provide what could be called a diesel-

punk robotic aesthetic, our time with 

its first three chapters has proved 

that it’s going to do so while largely 

maintaining a grimly straight and 

starkly serious face.

ALTERNATE HISTORY
The action begins the year Churchill 

should have visited Westminster 

college in Missouri to warn its alumni 

of the falling of the iron curtain, aboard 

one of dozens of aircraft engaging in 

a mission that will provide the allies 

with one last chance to to turn the 

war around. Flying in tight formation 

and harassed by jet-powered fighters 

(which aren’t too dissimilar to the delta-

winged Arnado Ar E.581 to suggest 

a wild fantasy), it injects the player, 

as Blazkowicz, into a chaotic scene 

RIDDICKULOUS HEALTH
Since MachineGames was formed by people who departed 
Starbreeze and who worked on the excellent Chronicles of 
Riddick, it shouldn’t be surprising that they also brought with 
them some familiar touches. The health bar is similarly broken 
up into small sections, each one equalling 20 points of health. 
Take damage and the last remaining bars will replenish over 
time, but to actually fill your bar properly you’ll need to find 
med-packs. It’s a winning mixture of Halo and Doom that 
makes combat far more dangerous while still proving just 
enough assistance to stop the unwary being overly punished.

BOTTOM: This 
makes us wonder 
why the real Nazis 
didn’t think about 
robots and secret 
bases on the moon.

ABOVE: The game 
uses the same 
IdTech 4 engine 
as seen when we 
wondered why 
Rage wasn’t just 
that little bit better.
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of mass casualties in which shrapnel 

shatters cockpits and instruments, 

planes collide in the confusion and their 

first requirement is to hurriedly repair 

a damaged fuel line to avoid being 

engulfed in flames.

Aside from some broad historical 

inaccuracy, it’s an interactive scene 

that could have come from a game 

based on Lucasfilm’s Red Tails, had 

that film thought it reasonable to 

feature one gunner (in this case  

the player) felling a dozen jets and 

then leaping from one riddled craft 

onto the wings of another that’s  

only slightly more intact. Once it’s 

reached its conclusion, and the 

second part of the chapter begins  

with a ground assault, it’s also hard to 

avoid comparisons with Saving Private 
Ryan’s beach landing as viewed 

through the prism of Medal of Honor: 
Frontline. Fair enough, there’s a giant 

and monstrous metal tripod stomping 

around, and your first job is to escape 

the attack of a massive robotic dog-

like thing that chomps at what’s left 

of your aircraft’s fuselage. But then a 

beachhead must be pushed through 

before Blazkowicz can destroy three 

major guns (one of which can be used 

to take the tripod down while another 

has to be used to unblock an exit), 

open a gate and then rejoin what’s left 

of his assault team.

Rather than just provide an on-

screen guide that will assist you in 

heading in the correct direction at all 

times, what’s immediately apparent 

is how the game will require you to 

maintain a sense of direction and use 

a map that’s only accessible when you 

press a button to access its screen. 

Importantly, you won’t begin any 

chapter with a full one but will first have 

to find scattered elements that will 

build a more complete reproduction, as 

and if they’re collected. Consequently 

it’s quite possible to be disorientated 

which, given the modern fixation 

with guiding players by the nose at 

all times, comes as something of a 

pleasant reminder of how things used 

to be before shooters became overly 

eager to please those who would 

rather pull a trigger than ever consider 

their surroundings.

Tonally speaking, The New Order 
is relentlessly dark and dramatically 

oppressive throughout, and underlines 

its otherwise comic book sentiments 

with a level of harshness that reflects 

some of the horrific realities of the  

war. Once you’ve fought through 

trenches and command posts and 

killed your way through to find and 

take out the leader of the SS Special 

Projects Division (and so the man 

responsible for providing the Nazis 

WOLFeNSTeIN: The NeW ORDeR
Will Johnston

“relentlessly dark and 
dramatically oppressive with a 

level of harshness that reflects 
some horrific realities of the war”

BELOW: Hmm, the 
RSPCA really isn’t 
going to be happy 
about this.

ABOVE: The 
game will be 
rediscovering and 
developing the 
genre’s past, so if 
you miss shooters 
of old you’ll be 
enraptured.
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with their unstoppable and seemingly 

unearthly technological advantage) for 

example, you’ll eventually encounter 

the bodies of the prisoners used for 

extreme and brutally invasive medical 

experimentation. 

Wilhelm “Deathshead” Strasse 

certainly has a name you might expect 

Captain America to be aware of, but  

his actions are a reflection of the type 

of inhumane projects carried out by 

the likes of Dr Josef Mengele. And 

so when the mission inevitably fails 

and he has Blazkowicz and his team 

stripped to the waist and pinned down 

by mechanised troopers, the choice 

the player is given as to who will be the 

first to fall under his scalpel is far from  

a comfortable one. 

It has resonance and, once made 

and the screams start, the camera 

then cuts to the hero’s face and it’s 

clear that even a man who once ran 

single-handedly through a castle 

and made short work of hundreds of 

Germans has trouble dealing with the 

situation. Indeed, in a voiceover he 

explains it’s the worst he’s ever seen.

HOWLING COMMANDOS
Bleak and ultimately defined by failure 

as it is, being the opening chapter that 

stars the lead character, escape has to 

happen. And, indeed, it does – but not 

before a fight against heavily armoured 

and possibly fully cybernetic troopers 

that might just be a brain encased in 

iron. And it only happens once you 

have ransacked a room for a key that,  

if not found in time, will see you being  

burned to death in what amounts to  

a giant oven. 

As expected, it’s a battle that’s 

all about stunning the assailant and 

getting behind it to destroy weak spots 

handily located on its back. And once 

success has been accomplished and 

another wider fight has been fought 

(in which headshots are far more 

applicable, as is the use of stealth and 

cunning), our remaining allies leap 

through a window to escape a final 

explosion in which a piece of flying 

metal makes contact with Blazkowicz’ 

head and so he falls to the Baltic Sea 

below, unconscious.

As far as introductions go it’s an 

impressive, affecting and involving 

one – and it’s far from over. Washed 

up far away and mistaken for a Polish 

local, Blazkowicz’ injury is given as 

much attention as possible before it’s 

decided that he’ll forever remain in a 

vegetative state, so he’s committed to 

an asylum. Although his mind is active 

he’s unable to move or in any way 

communicate, and so is looked after 

as we see months zip by as time-lapse 

cinematography explains his static 

view of the institution’s workings, and 

the motions and habits of its staff and 

its patients.

WOLfeNSteIN: tHe NeW OrDer
Will Johnston

GUILTY SPARKS
By using both analogue sticks at the same time it’s possible 
to get Blazkowicz to manipulate two wires of a control box, 
attempt to make them connect and in doing so hotwire it 
and open a door or activate some machinery. essentially a 
take on lock-picking, it also adds extra tension as you’ll need 
to make a connection multiple times – and each time you do 
so a spark will make your hand recoil. It’s not so tough when 
you have plenty of time and are calm, but when you can hear 
people screaming in German nearby the last thing you want 
is to be discovered with your front to a wall.

BELOW: Don’t let 
her smile fool you – 
she’s one of the most 
menacing characters 
we’ve met so far.
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“While the reboot will go far further 
to provide a diesel-punk robotic 

aesthetic, it’s going to do so while 
largely maintaining a grimly straight 

and starkly serious face”

He sees a Nazi officer appear 

regularly to take away patients for 

reasons unknown, walls are stained 

and cleaned. He realises that the 

asylum is run by a Polish family of 

three and that their daughter, his 

nurse, is called Anya. Seasons pass, 

birthdays and Christmases are 

celebrated. Then, finally, the Nazi 

officer returns to close the place down 

as he explains that it can no longer 

provide him with the subjects his 

superior requires. What appears to be 

an accidental massacre ensues, the 

Polish wife and her husband are killed, 

patients are executed in their beds, 

their daughter is held captive… but just 

as BJ is about to be shot, he finds the 

resolve to move into action.

UNEASY REST
As we’d later learn, 14 years have 

passed and the year is 1960. So 

you might question quite how our 

hero’s muscles haven’t withered as 

he manages to find the strength 

to push metal through a soldier’s 

throat. Oddly we didn’t and instead 

found the opportunity to finally bring 

bloody vengeance upon the enemy so 

cathartic that such details didn’t matter. 

What did was that we were free to find 

whatever weapon was at hand and 

again taste freedom. 

We knew that “Deathshead” was 

ultimately responsible and so, before 
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the opening credits had even run, we 

were all too aware of who the villain was 

going to be and how much we wanted 

to see them dead. Progress through 

the asylum and out into its forecourt 

was more linear than we’d experienced 

during the assault on the compound, 

but it certainly solidified the notion that 

this new Wolfensten features combat 

that’s rewarding and fulfilling and even 

quite tactical. 

A well-aimed shot can cause heads 

to explode to leave a neck squirting 

and gurgling before the body slumps 

to the floor, and so the violence is 

unashamedly graphic. It just feels so 

right, because by this point it acts as 

release. And so, when escaping by 

car with Anya – who had cared for 

Blazkowicz when he was no more 

than a mere fleshy statue – we were  

hungry for more. And we were far 

from disappointed.

And so the drama continued as we 

cut to her grandparents’ house where 

further layers of human connection 

were added. A German prisoner had 

been taken and, on hearing the news 

of the attack on the asylum and the 

death of her child and in-law, we saw 

the grandmother react by wailing in 

grief and landing weak blows upon his 

face, neck and shoulders. Granddad 

fetched his shotgun and we then 

shifted to an interrogation scene in 

the basement in which the captive is 

tied to a chair and we knew we had to 

extract some answers. 

In a section that might be regarded 

as too Tarantino for its own good, we 

then had to search for items that would 

enable us to interact with the captive 

without getting our body wet and 

keep blood out of our eyes. Yeah, we’re 

not quite sure about the chainsaw bit, 

but would be doubly concerned if it 

RIGHT: “Go ahead, 
mech my day”. 
Even robo-Nazis 
appreciate pop 
culture puns, right?

ABOVE: Turns out 
that Hugo Boss 
also helped the 
Nazis design the 
distinctive and 
stylish look of their 
robo-dogs.

When these lunatics take 
over the asylum you’ll 
really want to dish out 
some severe payback.
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actually carried on in the direction it 

seemed to be going and didn’t hold 

some surprises… But anyway, it was 

time to join the resistance and there 

was only one way to fi nd out where 

many of its members were being held, 

and we’d fi nd fi lmic infl uences put to 

far subtler use.

So far, and aside from the science 

fi ction that so effortlessly crosses 

into fantasy, the latest Wolfenstein 
defi nitely knows how to make novel 

use of characters. Sure, we’ve yet to 

see a Nazi exhibit any but the worst of 

traits and they’re all painted as being 

irredeemably evil rather than even 

slightly misguided. But you’ve got 

to tip your hat to any developer that 

decides the fi rst mission, which takes 

place in the year that the rest of the 

game is set, should see the hero being 

driven by an elderly couple to a series 

of road checkpoints while making 

these geriatrics distinctly pro-active.

INGLORIOUS BASTERDS
It’s these exact checkpoints that 

demonstrate another of the game’s 

key features, as they’re not about 

providing gun-heavy show-pieces. 

Each one can be explored to fi nd 

multiple routes to the control room 

that governs each blockade and, 

should you keep to cover and out of 

visual range, you can accomplish each 

one using only a knife. Go loud and 

attract attention and an alarm will 

be raised, as will the tenacity of the 

reinforcing opposition. 

It didn’t feel like even one of the 

more modern entries in the series; it 

felt more like GoldenEye on the N64 

and it similarly provided a series of 

locations in which it would be possible 

to attempt a variety of approaches. 

Tunnels could be taken and zip-lines 

crossed. There was a sniper rifl e that 

could be found, should you divert from 

a more obvious path, which could then 

be used to eliminate targets on watch 

in guard towers.

It was during these skirmishes that 

more sense was made of the Perks 

that had been awarded for performing 

various actions. A silencer could be 

added to a pistol and, to further add 

to our ability to take down soldiers 

unseen and unheard, we were granted 

the ability to throw knives. 

Blazkowicz was slowly returning to 

his old self and eventually had to face 

two hulking mechanical Nazi brutes at 

the same time. Instead of just circle-

strafi ng we decided upon a far more 

defensive game of cat and mouse, as 

ammunition was low and had to be 

scavenged. Eventually they were both 

reduced to clanking scrap, but while 

the engagement was intense it paled 

into comparison to when we boarded 

a train and encountered a middle-

aged women in an SS uniform.

THE GREAT ESCAPE
The journey begins with frustration 

as Blazkowicz attempts to make a 

machine spurt coffee into two cups 

and then enters a fi rst-person view, 

as we see them both on a tray as 

the liquid sloshes around. We had to 

make it through a carriage and into 

the next to join Anya but, to do that, 

we also had to pass some seated 

Nazis, presumably without attracting 

attention. Would clumsily spilt coffee 

draw their attention? We weren’t sure, 

WOLFENSTEIN: THE NEW ORDER
Will Johnston

 FEARFUL FACES
The guy in the hat is the same one who fl ies you in on your 
fi rst mission. And despite his small frame, an ability to carry 
a hefty grappling hook launcher in one hand and his slightly 
dodgy Scottish accent, he’s fully believable in his role as an 
exhausted man that’s being pushed to the limits. He’s not 
alone, either; Blazkowicz has to help another team-mate 
deal with the stress of the situation and does so by teaching 
him a breathing exercise that he’ll later use himself, once he’s 
confronted with the truly maniacal and sadistic evil of the SS 
offi cer known as Deathshead. It’s not a name used in irony. 

“IT’S ABLE TO TREAT ITS 
OTHERWISE RIDICULOUS 

SUBJECT MATTER WITH AN 
ACIDIC SERIOUSNESS”

We know that this is 
Deathshead, but could his 
mechanical accomplice be 
the result of an experiment 
on a mental patient?
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so we carefully walked through only 

for a female SS officer to be attracted 

by what she called, unnervingly, our 

Aryan features.

“Take a seat,” she beckoned in a 

gentle manner that still seemed like an 

order. And so we did as she and her 

distinctly camp male assistant lovingly, 

yet menacingly, checked out our face. 

Although it had been alluded to, there 

had been so far been no mention of 

death camps and final solutions. But 

when she started talking of racial 

purity, it was obvious that these Nazis 

were keen if not on purging the world 

of the impure then certainly executing 

them for nothing more than their 

sadistic pleasure.

Would we like to play a game? 

She had devised a test that used 

photographs to help identify those 

whose faces bore the right features 

but who could still be tainted with an 

undesirable essence. We were shown 

images. Skulls, flowers, spiders – pictures 

that we had to voice a preference for or 

revulsion to. Get them wrong, she joked 

quite seriously, and she would shoot us 

on the spot.

And so we considered each one 

carefully, unable to distinguish which 

we should like and which we should 

detest. Don’t Nazis have a thing for 

skulls? Maybe, or maybe not. It was 

impossible to be sure and so, with 

each decision we made, she’d react  

in a manner that could suggest we 

had made the right answer or that  

she had merely recognised that we 

very much had not.

GORDON JACKSON
As our previous hands-on preview 

proved, we’d would go on to work 

with the resistance and such dramatic 

episodes would give way to freedom 

fighting in locations that include a 

BELOW: See? You 
can have cinematic 
set-pieces without 
QTEs and cut-scenes!

ABOVE: You’ve got 
blood on your hands, 
but by now you will 
know that it’s totally 
justifiable.

“a pleasant reminder of 
how things used to be 
before shooters became 
overly eager to please”

ACCURACY ON AND OFF
This new BJ requires two hands to use a gun of this size, which he can remove from 
its stand and take with him, but with a severe penalty to his moving speed. He can 
use two of the same weapons simultaneously, too, and so please those who want 
the extra firepower that dual-wielding enables. Firing in such a way brings with it 
an inaccurate spread of lead that’s best used at close quarters, but should he stop 
showing off and decide on just a single weapon he’ll be able to aim down its iron 
sight and take care of business with pinpoint precision.
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London now dominated by bold and 

mountainous German architecture 

before infiltrating an astrodome space 

centre. Such knowledge didn’t help 

dissipate the dread we felt on the train, 

however. If we couldn’t die then Anya 

surely could. So while we’re happy 

to report that when bullets are flying 

and knives are stabbing it’s clear that 

Wolfenstein has returned to its former 

glory, and has stretched itself out when 

other similar games have narrowed, 

it’s also coming back with a gnawing 

realness that we didn’t expect from 

something that features Nazis in robot 

armour on the moon.

So far The New Order is making 

great use of the series’ long-standing 

touches. There’s treasure to be found, 

hidden areas to discover and even 

some comical lightness to add contrast, 

like when we sat behind the wheel of a 

vehicle and BJ pretended he was riding 

BELOW: Once again 
the voice in your ear 
is marriage material 
and not a 50-year-old 
overweight male.

TOP: Had Nikola Tesla 
only considered the 
the nasty potential of 
his experiments, this 
tri-pod wouldn’t be 
quite so shocking.

WoLfeNSTeIN: The NeW order
Will Johnston

through his home town flirting with 

girls walking on an imaginary sidewalk. 

It’s also, as demonstrated, able to treat 

its otherwise ridiculous subject matter 

with an acidic seriousness even as it 

makes the occasional nod towards 

Duke Nukem. 

It could, of course, be argued that 

in doing so it actually goes further 

to trivialise history. The Nazis, after 

all, were dangerous enough without 

the need to give them supernatural 

engineering skills that pushed them 

into the Sixties and potentially onward. 

however, it’s not coming to teach but 

to entertain. And as our few hours 

underlined it’s going to do so with 

a gritty relish that only amplifies its 

setting and makes sense of what 

otherwise would be something quite 

silly – like a bodybuilder winning 

the war by shooting mecha-hitler 

repeatedly in the face.
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Now here’s an interesting thing. At the 

Nuremburg Toy Fair last month, a piece 

of Sega marketing material was spotted 

noting that a next-gen Sonic the Hedgehog 

game was on the way. “New 2015 title 

TBA” proclaimed the product sheet, listing 

the Xbox One, PlayStation 4 and Wii U as 

release platforms. 

On the same product sheet were details 

of a new CG television show due to air in 

the autumn called Sonic Boom. The natural 

inclination would be to link the two pieces 

of information and conclude that the “TBA” 

title headed to the Xbox One is, in fact, a 

Sonic Boom tie-in. 

However, Sega is currently in the midst of 

a three-game deal with Nintendo that will 

see Sonic games released exclusively on 

Wiimote-wiggling, touchscreen-squiggling 

platforms. And while a Sonic Boom game 

has since been officially confirmed for the 

Wii U and 3DS, Sega has been quick to 

quash the insinuation that Sonic is heading 

to non-Nintendo consoles. 

“The recent information coming out of 

Nuremburg Toy Fair was incorrect,” stated 

the publisher, but it’s hard to put a cat back 

into a bag. Sonic Boom will start airing 

later this year, whereupon we fully expect 

to hear the announcement of a next-gen 

videogame starring a blue hedgehog (and 

probably his friends).

Producer:
Sega / OuiDO! Productions

ePisodes:
52

released:
Autumn 2014
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THERE’S AN AWFUL LOT OF ASSASSIN’S CREED AND NOT A LOT OF JRR 
TOLKIEN ON SHOW SO FAR, BUT CAN SHADOW OF MORDOR REALLY 
LIVE UP TO ITS IMPRESSIVE AMBITIONS?

The game is set between the events 

of The Hobbit and The Lord of the 
Rings (though much closer to the 

latter in terms of timeline). In it you 

play as Talion, a Ranger of Gondor 

charged with guarding The Black Gate 

of Mordor on the night that Sauron 

and his Black Captains come to pay 

a visit. Sauron’s crew makes brutal 

and merciless work of the Rangers, 

killing Talion’s friends and family and 

ultimately Talion himself. However, a 

mysterious spirit of vengeance steps in 

There have been a lot of different 

responses to getting a fi rst look at 

Middle-earth: Shadow of Mordor, the 

main one being that it looks an awful 

lot like Assassin’s Creed. The Batman 

games have had a mention, too, and 

we could throw a few more titles 

into the mix. But the one constant 

seems to be that the game is looking 

pretty awesome and certainly has the 

potential to be a true next-gen classic 

– though that’s not without just a little 

bit of scepticism.

to bring our hero back to life and sets 

him on a path to retribution across 

some of JRR Tolkien’s fi nest creations.

What clearly differentiates Shadow 
of Mordor from the many Tolkien-

based games that have gone before 

it is that this is an action-adventure 

game fi rst and foremost – and one 

that just happens to be set in this 

particular universe, as opposed to 

telling a deep Tolkien story and 

adapting the gameplay to suit (to 

the disappointment of some, no 

18

TOLKIEN IN ITS SLEEP
TOP: Airborne 
takedowns – 
classic Creed.

BELOW RIGHT: 
By dominating 
key fi gures, Talion 
can turn enemies 
against each other 
and avoid facing a 
brutal battle.

FORMAT: 
Xbox One, Xbox 360

PUBLISHER:
WB Games

DEVELOPER:
Monolith 
Productions

RELEASED: 
TBC 2014

XBOX LIVE: 
No

one-gamer.comone-gamer.comone-gamer.com
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ABOVE: The Shadow 
Strike move combines 
a Dishonored-like 
dash with a quick and 
bloody kill.

RIGHT: We give the 
game points for 
its creative names, 
though you may 
well meet someone 
completely different.

MONO CHROMED

doubt). Those many references to the 

Assassin’s Creed games aren’t mere 

coincidence; you could easily strap 

an Animus to the start of the game 

and call it Assassin’s Creed 5, such 

are its similarities in terms of combat 

and navigation. For some, those 

similarities are a little too close.

“Seriously, can someone tell me how 

Assassin’s Creed 2 code and assets are 

in the Middle-earth: Shadow of Mordor 
game?” tweeted AC2 developer 

Charles Randall after seeing the 

early footage. He seems convinced 

that animations and bits of code he 

produced have been reworked into 

Monolith’s title. Certainly, watching 

Talion clamber up buildings and 

running across rigid ropes linking 

rooftops, you have to admit that he 

does have a point.

Not so according to Mordor’s design 

director, Michael de Plater, though: 

“We just wanted to do a third-person, 

open world action-adventure” he 

told www.eurogamer.com. “And 

then now, just by the time you have 

stealth and melee combat and you’re 

hunting guys behind enemy lines, the 

comparisons maybe come out at that 

point. It defi nitely wasn’t something 

we were consciously going for.” It’s 

probably a fair point, though it is 

worth noting that de Plater previously 

worked at Ubisoft and was the 

designer and front man for 2008’s 

Although history (well, Peter Molyneux mostly) gives us 
reasons to be sceptical of game developers’ promises, we 
do still hold out some faith in Monolith Productions to deliver 
given its own past. The studio has been around since 1994, 
and owned by Warner Bros since 2004, and has given us the 
likes of the Condemned series (two great melee-based titles 
with a supernatural twist), the original and excellent F.E.A.R. 
and Gotham City Impostors in recent years.

Most pertinently to Shadow of Mordor, its last title was the 
Guardians of Middle-earth on Live Arcade – a solid 7 out 10 
game that certainly gave the studio some solid teachings in 
the way of all things Tolkien. And for extra bonus points, the 
story for the game is being written by Christan Cantamessa, 
who was lead writer and designer on Red Dead Redemption. 
All in all, that’s enough to keep our optimism levels quite high.
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MIDDLE-EARTH: SHADOW OF MORDOR
Ian Collen

TOLKIEN IN ITS SLEEP

The game looks likely to 
be a string of assassination 
missions, and you’ll need to 
choose your targets wisely.

“IN TERMS OF FIRST IMPRESSIONS AND 
PURE AMBITION, SHADOW OF MORDOR IS 

LOOKING HUGELY IMPRESSIVE”

Orthog meets his bloody end, 
though events can play out in a 
large number of different ways.

one-gamer.comone-gamer.comone-gamer.com
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EndWar – a game that came out 

between AC1 (2007) and AC2 (2009), 

so quite how unconscious his thinking 

was could be questioned.

However, there’s the old line about 

imitation being the sincerest form 

of fl attery and no-one seems to be 

phoning their lawyer. Indeed, Randall 

pretty much concedes that he has 

no legal ownership over his work and 

later tweeted: “For the record, though, 

that Middle-earth game looks pretty 

damn awesome. And I love AC2 so 

it’s kind of a double win.” Indeed, an 

Assassin’s Creed-style game set in a 

Tolkien world and boasting next-gen 

capabilities that can create unique 

characters and events for every single 

playthrough sure does sound enticing. 

And, as Randall says, it does look 

pretty damn awesome.

The gameplay itself looks set to 

be that familiar mix of acrobatic 

exploration and fast-fl owing melee-

based combat. We see Talion hanging 

from ledges and crawling up the side 

of a tower with a series of conveniently 

placed hand-holds, before sneaking 

up on a guard and taking him down 

with a dagger to the chest. When 

things get a little more public, a 

combo meter comes into play and so 

stringing together attacks, grabs and 

counters becomes important – and 

those echoes of Batman begin to 

resonate through the action.

20 one-gamer.comone-gamer.comone-gamer.com

“THOSE MANY REFERENCES TO ASSASSIN’S 
CREED AREN’T MERE COINCIDENCE, AND 
YOU COULD EASILY STRAP AN ANIMUS TO 
THE START OF THE GAME AND CALL IT AC5”

ABOVE: It’s going 
to be a brutal 
game, no doubt, 
so don’t expect 
a PG-friendly 
adventure.

RIGHT: That’s a 
face only a mother 
could love, but he 
could be unique to 
your playthrough.
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ABOVE: Looks 
like 15th Century 
Florence has hit 
some tough times.

Regardless of its apparent 

familiarities, there’s no disputing 

that Shadow of Mordor looks great 

in action. Watching Talion throwing 

people into fi res, who then crumple 

into a dying ball of fl ames, before 

clashing swords with huge Orcs is 

impressive, and seems fl uent and 

visually slick. Talion can also use the 

spirit now within him to employ Wraith 

powers – again largely familiar themes 

such as dashing forwards for ‘Shadow 

Strike’ kills or scanning an area, 

Detective Mode-style, for enemies, but 

they still look great as part of a well-

chained sequence.

These Wraith powers also tie in to 

the game’s more ambitious features 

that may well elevate it above Black 
Flag and those of a similar ilk. For 

one, Talion can effectively brainwash 

enemies and empower them into 

certain tasks. The one instance we see 

has Talion aiming to kill a Chief Orc 

called Orthog Troll Slayer, but he fi rst 

goes through one of his henchmen, 

Ratbag the Meat Hoarder. After killing 

Ratbag’s crew and chasing him down, 

Talion can choose to simply kill him or 

use his powers to force him to spy for 

him, share recent events with others to 

terrorise the locals of Talion’s might, or 

even to try to assassinate Orthog on 

his behalf.

By using his powers to ascertain 

the Orc’s hierarchy and his chances of 

21one-gamer.comone-gamer.comone-gamer.com

MIDDLE-EARTH: SHADOW OF MORDOR
Ian Collen

The Shadow of Mordor bandwagon is already rolling, with 
a Palantir App now available via the App Store. This free 
companion app is designed to offer second-screen support 
to your adventure by syncing with the game and providing 
you with additional information, insights and fan-submitted 
content in relation to where you are or what you’re doing. If you 
download it now, you can run the app alongside the recently 
released gameplay trailer to get more information beyond the 
basic narration. It’s free, so we’re not going to knock it.

APP ALLY
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and, in turn, anyone who follows that 

particular warrior may also be likely to 

join them. In terms of tactical options 

for infi ltrating and taking out your 

targets, the scope is impressively 

vast and varied.

Perhaps the most impressive 

feature, though, is the Nemesis 

System, which the developer claims 

will make each playthrough unique 

to the individual. This “next-gen” 

system (so don’t expect it to be quite 

so prevalent on the 360) effectively 

creates every enemy you face on the 

fl y, as well as monitoring how you play 

and the choices you make to integrate 

that into every situation. In the demo, 

both Orthog and Ratbag remember a 

previous encounter where you’d left 

Orthog with a burned face – although 

the next time you play the game 

they might be replaced by two quite 

taking out each of its members, Talion 

sees he has a low percentage chance 

of killing Orthog himself, so he tasks 

Ratbag with the job. Sure, Ratbag’s 

chances of success are even lower 

but you can still use it to your tactical 

advantage – in this case Ratbag 

gets one attack in that drains half of 

Orthog’s health and makes your job 

easier. This capacity to control the 

minds of others spreads throughout 

the battlefi eld as well, with you free 

to recruit enemies to fi ght for you 

different characters and so events 

may play out differently.

The game will also evolve and adapt 

as you play. After leaving Ratbag alive 

in that fi rst encounter, he earned a 

new job and bettered himself. Perhaps 

this will lead to a slight bump in stats 

for some, a stronger crew for others, 

but the game world will be constantly 

shifting and reacting to everything you 

do. In terms of fi rst impressions and 

pure ambition, Shadow of Mordor is 

looking hugely impressive – though, 

of course, we’ve all been let down 

before and understandably there are 

some questions over Monolith’s ability 

to deliver such a genuinely next-gen 

world. However, if it can pull it off, 

and if the rest of the game can live 

up to what we’ve seen so far, Shadow 
of Mordor could be something very 

special indeed.

BELOW: Talion 
can use his ruthless 
might to terrorise 
and intimidate his 
enemies.

ABOVE: You can 
go in stealthy or 
swinging, it’s up 
to you.
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MIDDLE-EARTH: SHADOW OF MORDOR
Ian Collen
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to be making all the right moves – and 

the public definitely agrees. Kickstarter 

funding for their Xbox One medieval 

project began on 22 January and in 

less than 48 hours it had received 

enough backing to enable them to 

make their open-world game. Just 

300,000 shiny pound coins were all 

that was required to make it a reality.

At 400,000 the game would 

incorporate “note for note” medieval 

music taken from ancient song books. 

With 500,000 committed, the music 

would be recorded by a full orchestra. 

And, as of the time these pages are 

“While we were always confident 

in our vision for Kingdom Come: 
Deliverance, we never in our wildest 

dreams expected a response like this,” 

confessed game director and lead 

designer Dan Vávra, while not even 

under duress. “We’re humbled by the 

outpouring of support, and admittedly 

a bit shell-shocked. We can’t thank our 

supporters enough. We are prepared 

to give everything we have to make an 

unforgettable game.”

Vávra is totally right to be so chuffed. 

And we can’t but help share his 

enthusiasm as he and his team seem 

being written, 19,153 backers have 

pledged a total of £607,239 with 

17 days to go, guaranteeing that a 

playable female character will be 

featured. Oh, now it’s 22,953 backers 

pledging £719,981, and upward it 

climbs. And on and on.

That last stretch goal is an important 

one; Warhorse Studios has raised well 

over £600,000 (doubling its initial 

target). And although Kingdom Come 

already has a main story written that 

features a young and demonstrably 

male blacksmith, more money now 

means that a female will be added. She 

24 one-gamer.com

THY WILL BE DONE

BELOW RIGHT: 
The developers 
would like you to 
imagine Braveheart 
more than, say, 
Baldur’s Gate.

FORMAT:
Xbox One

PUBLISHER:
TBC

DEVELOPER:
Warhorse Studios

RELEASED:
TBC 2015

XBOX LIVE:
No

KingDom Come: DeliveranCe iS The Only reASOn Why We’D preSS 
fAST-fOrWArD On 2014 AnD SKip righT TO neXT yeAr, becAuSe ThAT’S 
When A DeVelOper Will finAlly geT prOperly meDieVAl On Our ASS. 
DemOnS begOne; reADy yOurSelVeS fOr hiSTOricAl AuThenTiciTy… 
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ABOVE: Anyone else 
out there remember 
hurling rotting cow 
carcases in Defender 
of the Crown on the 
Amiga? Anyone?

ABOVE LEFT: 
Careful – all it takes 
is one wound in the 
right place and this 
guy won’t even have 
to kill you.

will be playable during early missions 

and she’ll be smart, courageous, skilled 

in stealth and tasked to rescue the 

hero during the opening chapters 

– which makes her a dab hand at 

upturning standard damsel in distress 

tropes. Good for her.

Now, not that we’d want to seem 

sexist, but such an addition to what 

aims to be a gritty and realistic 

recreation of part of Europe in the 

year 1403AD doesn’t need a slight nod 

in the direction of the rebalancing of 

historical inequality – at least, not as 

much as it could do with full-on motion 

capture of bodies and faces, all taken 

while dialogue is being delivered. And 

with £700,000 raised that’s exactly 

what we can expect – and according 

to the developers, we should look to 

Ryse: Son of Rome to see precisely 

how intense the results could be.

So what’s the story? Well, in a 

time long, long ago when there be 

no dragons because dragons didn’t 

exist, the old king is dead and the 

rightful heir to the kingdom has been 

kidnapped by his own brother. The 

land is divided, civil war looms and 

so, as a young male blacksmith, the 

player will find a lot of opportunity 

for advancement and ultimately 

revenge as his family has been 

slaughtered and his home razed to 

the ground. Admittedly we don’t 

really expect you to care that much 

about such a background tale, as you 

should conserve your energy for the 

excitement that will be generated 

once we get into some ruthlessly 

appealing details.

There will be real-world Bohemian 

locations set in nine square kilometres 

of beautifully rendered CryEngine 3 

landscape to explore – and within it 

everyone that you meet will follow 

their daily routines and will view you 

depending on your actions. Combat 

will be based on genuine 15th Century 

techniques, so while you may be 

thinking Skyrim you really should be 

considering PC games like Mount & 
Blade and appreciate that we had to 

reference a game that’s not available 

on consoles, because no similar game 

actually exists on consoles.

Weapons, be they swords, axes, 

hammers, daggers or bows will all 

behave with real-time physics and 

inverse kinematics, so your entire 

body will be affected when you land 

a blow – let alone receive one. Fights 

Sure you’ve been able to go hunting in open-world RPGs 
before, and you’ve been able to steal too, but Kingdom Come 
will make such activities far more than something to do just 
because you can’t be bothered to trek all the way to the 
beginning of a new mission just yet. Rob the right people and 
you can ruin a town’s economy, for example, but since hunger 
will be a constant factor you might even find that stealing 
from the poor is necessary just so you can afford food – 
which is where hunting comes in.

Rather than being a sideshow activity, hunting a boar could 
save your life while downing a deer could see you in chains 
if you get caught poaching in a local lord or baron’s forest. 
What will separate the game from the likes of The Elder 
Scrolls won’t just be a lack of magic or monsters or demons 
or witches (though expect to see some people burned at the 
stake), but rather a focus on realism of the likes we just don’t 
get when big publishers decide to use a spreadsheet to work 
out what kind of game they should be funding.

25one-gamer.com

KiNGDom ComE: DElivERANCE
Will Johnston

THY WILL BE DONE

“Hunting a boar could save your life 
wHile downing a deer could see you 
in cHains if you get caugHt poacHing 

in a local lord’s forest”

HUNTING AND STEALING
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so better suited to hunting, while a 

rouncey will act as a general purpose 

steed. Whichever you buy or steal it 

will level up, too, and feature its own 

perks, skills, abilities and statistics, 

on top of enabling you to carry more 

items, featuring five slots for armour 

and generally being invaluable.

Since authenticity is paramount 

you will be able to wear four layers 

of clothing, each adding weight and 

affecting your performance. There will 

be 20 slots in total for weapons and 

armour and, while statistics for Vitality, 

Agility, Speed and Strength should be 

expected and will be present, you’ll 

also have Conditions to deal with 

that concern your overall health, your 

stamina, but also your hunger level 

and how much you’ll be in need of 

sleep – so you won’t be able to play as 

the usual RPG insomniac.

will be harsh and swift, there will be 

no magical health potions, and can 

involve one-on-one engagements 

right up to full battles with full armies, 

sieges and siege engines… and 

moments when you really would give 

your kingdom for a horse.

Not that you’ll have a kingdom, 

but horses will certainly add a lot of 

weight to attacks and they’ll come in 

three types. A destrier is your typical 

warhorse, a courser is lighter and 

You can be a sneaky thief, a knight 

or a charismatic bard, and you can 

be a saint or an absolute sinner. And 

since your reputation will spread 

organically, via word of mouth, you’ll 

be able to suddenly find yourself 

dealing with the consequences of any 

misdeeds and have to face jail, the 

stocks, torture or even execution. How 

you go about missions will be totally 

up to you, each will be achievable 

through multiple paths and none will 

require you to collect 20 arbitrary 

objects or to descend into a cellar to 

kill a bunch of rats.

Forget all the elves and all the 

magic; we’ve had enough of such 

fantasies. Kingdom Come: Deliverance 

is to offer something more akin to 

a time machine – and right now we 

could do with one, as 2015 can’t arrive 

swiftly enough.

26 one-gamer.com

Mystic Meg isn’t looking quite 
as smug now, is she? But she 

sure is looking crispy.

KiNGdom Come: deliVeRANCe
Will Johnston

BELOW: This is 
why you should 
never knight 
someone when 
you’re high on milk 
of the poppy.

BOTTOM: There 
will be some level 
of dungeoneering 
but it’ll be rare and 
unique, as Warhorse 
isn’t going to be 
pasting maps.
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“Kingdom Come is to offer something 
aKin to a time maChine – and right 
now we Could do with one, as 2015 

Can’t arrive swiftly enough”
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SQUARE ENIX IS HERE TO PROVE THAT GOOD COPS WILL HAPPILY 
FOREGO OVERTIME PAY WHEN CASES BECOME PERSONAL – AND THEY 
DON’T COME MORE PERSONAL THAN THIS. WHO DIED? YOU DID…

So here we go. This summer, police 

detective Ronan O’Connor is going 

to be slain in the line of duty and set 

out on a journey to solve the most 

important murder of his career – his 

own. Now, if that all doesn’t sound 

a touch familiar then you probably 

don’t work at Airtight Games – and 

so you also won’t have been aware 

of Capcom’s Ghost Trick: Phantom 
Detective but might recall the 1950 

fi lm noir classic DOA, in which a man 

who has been poisoned must solve 

his own murder before toxins bring his 

heart rate down to an utterly relaxing 

zero beats per minute.

Admittedly, you won’t play 

Murdered: Soul Suspect by typing 

in a noun and a verb and pressing 

Return on a keyboard on an 8-bit 

computer. Nor as a cartoony 2D sprite 

on a Nintendo DS or iOS device. And 

although its visual style is reminiscent 

of a modern noir, it’s got more in 

common with the 1990 romantic 

thriller Ghost than a fi lm directed by 

Rudolph Maté.

In 1989, police detective Alan Chance 

was slain in the line of duty and set 

out on a journey to solve the most 

important murder of his career 

– his own. Dun-dun-duuuuh! But 

enough about Scapeghost, the last 

text adventure game from a long-

dead British software house that 

also created games based on Sue 

Townsend’s Secret Diary of Adrian 
Mole books and eternally insufferable 

Radio 4 serial The Archers. It’s not 

something many remember or, 

indeed, care about. No, we’re here 

to ring the bell of excitement for a 

wholly original interactive drama 

from the developer responsible for 

Quantum Conundrum, which you may 

remember as being a bit like Portal.

Releasing amid a sea of shooters and 

racers and football kickers and now 

announced for the Xbox One, it will 

undoubtedly offer a reasonably novel 

vector for a modern home console 

offering to take. And the more we think 

about it the more we’re keen to play – 

and the more we’re imagining that it 

might also be a little like a supernatural 

version of one of Focus Interactive’s 

Sherlock Holmes games, but with 

action based on stealthily taking down 

demons and an overall ambience that’s 

altogether a lot more unnerving.

Set in Salem, Massachusetts, it tells 

the tale of what happens when the 

tattoo-bearing and fedora-wearing 

O’Connor responds to a police 

bulletin, ignores requests to wait for 

backup (as cops don’t dress like that 

unless they’re loose cannons) and 

fi nds himself thrown out of a fourth-

storey window and then shot seven 

times in the chest. Because he refused 

to follow procedure.

Who killed him? How come they 

were strong enough to bend a metal 

28 one-gamer.com

“RELEASING AMID A SEA OF SHOOTERS 
AND RACERS, IT WILL UNDOUBTEDLY 

OFFER A REASONABLY NOVEL VECTOR FOR 
A MODERN HOME CONSOLE OFFERING”

BELOW: Ghosts 
routinely forget 
the importance of 
regular hydration – 
which explains a lot 
of their issues.

FORMAT: 
Xbox One, Xbox 360

PUBLISHER:
Square Enix

DEVELOPER:
Airtight Games

RELEASED: 
June 2014

XBOX LIVE: 
No

NOT QUITE DEAD ON ARRIVAL
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ABOVE LEFT: She’s a 
psychic and can see 
O’Connor. Indeed, 
she sees dead people 
– all the time.

baseball bat in their hands? And 

what are the chances that his death is 

actually just one part of a far greater 

and more complicated case that will 

probably turn out to be distinctly 

spooky in nature? These are questions 

to be answered, but only after 

engaging in some rather intriguing 

game mechanics.

O’Connor, being now a mere 

spectre of his former self, has no 

corporeal form and so can walk 

through objects as well as the internal 

walls of Salem’s buildings. The town, 

rated as the United States’ most 

haunted, is famous for its 1692 Witch 

Trials and has been populated for 

centuries by Christians who take their 

religion seriously, and so the outside of 

every building has been blessed and 

barricaded against wandering spirits.

The ability to largely free-roam aside, 

it’s not easy being a ghost. You won’t 

be able to pick up objects and that 

cigarette you’re smoking will smoulder 

for eternity. What you can do, however, 

is possess the living, see through their 

eyes, hear through their ears and, once 

you’ve discovered something pertinent 

to the case, you can implant it in their 

memories. Some physical interaction 

will be possible, too. You can turn on 

a stove, for example, and by doing 

so encourage someone to check out 

the source of a burning smell and as a 

result they might well notice or recall 

something important to the case – or 

at least alter their patrol path, either of 

which are going to be very useful.

In Murdered: Soul Suspect, as in 

many other areas of ghostly fiction, 

ghosts haunt locations because they 

need to resolve something pertaining 

to their death before they can move 

on to play harps in the afterlife. 

Consequently, O’Connor won’t be As O’Connor discovers clues and pieces together smaller 
sections of a much larger puzzle, he’ll be awarded 
experience points in the form of police badges. And, as 
is the nature of such things, they can be used to improve 
his powers and unlock new ones. He’ll definitely need to 
toughen up to take down older, angrier demons, but what 
of his other abilities? We know that he’ll be able to perform 
short-range teleportations that will assist him in avoiding 
such malevolent forces, but so far further details remain 
elusive and so mostly speculative.

Presumably he’ll need to get stronger so he can meddle 
with larger pieces of machinery, slam doors, knock books off 
shelves and generally act more and more like a poltergeist. 
We’re hoping that he’ll also be able to make like Bill and Ted 
in their Bogus Journey and totally possess his dad, as that 
would be most excellent. And some mild ectoplasmic action 
wouldn’t go amiss, either.
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MUrdered: SOUl SUSPeCT
Will Johnston

FULL-ON ROBO CHUBBY

NOT QUITE DEAD ON ARRIVAL

028-31_OG138[MurderSoul]NTICDH.indd   29 14/02/2014   14:02



30 one-gamer.com

028-31_OG138[MurderSoul]NTICDH.indd   30 14/02/2014   14:03



ABOVE: Possess a 
cop investigating 
your case and you’ll 
get access to their 
notes and be able to 
give them hints.

BELOW: Ghosts are 
also cursed to see 
supernatural graffiti 
thanks to their super 
spooky senses.

able to move on until he solves 

his murder – and you’ll encounter 

other such lost souls whose stories 

can be brought to a conclusion in 

sub-missions. Should they (or he) 

linger too long in this world, they will 

become horrifically corrupted.

Those demons we mentioned? 

They’re what happened to ghosts 

that never made the transition to the 

higher plane and have been driven 

psychotically insane. If they see you 

they will attempt to devour you, as 

they believe that they need your 

energy to assist them find eternal 

rest. Unstoppably powerful if faced 

head-on, these demons have two key 

weaknesses: if you approach them 

unseen you can get close and destroy 

them, and while you’re in possession 

of a human you’ll be masked by their 

flesh and so can use patrolling non-

deadies to get behind one, jump out 

and then annihilate them totally.

So there you have it. Looking for 

a game that’s more about piecing 

together pieces of information and 

working a case than engaging in 

frantic action? Airtight could well have 

precisely what you need – and from 

what’s been shown it’ll certainly help if 

you don’t spook easily or, conversely, 

you’ll enjoy it all the more precisely 

because you do. Murdered: Soul 
Suspect might not be quite as original 

as its developers imagined, and its 

hero might look a bit too much like 

one of Britney Spears’ longer-lasting 

ex-husbands for our comfort, but as 

long as it’s not overly obtuse (hello, 

Holmes) it’ll be more than welcome 

round these parts.
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Salem received an influx of 
tourists when the TV show 
Bewitched became popular 
in the Seventies.

MUrdered: SoUL SUSpecT
Will Johnston

028-31_OG138[MurderSoul]NTICDH.indd   31 14/02/2014   14:03



Worms
Battlegrounds
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Wormy warfare has been waged across 

25 different platforms since the franchise 

debuted back in 1995. And now, after almost 

two decades of destruction, the annelid 

addicts at old school British developer 

Team17 are bringing the wriggly warmongers 

to the next generation. 

Worms Battlegrounds will be one of the 

first titles released as part of Microsoft’s ID@

Xbox programme. Short for Independent 

Developers @ Xbox, the initiative was 

announced in the middle of last year in an 

attempt to make the Xbox One a more 

appealing and welcoming platform for indie 

devs – something that could hardly be said 

of the 360. 

As “one of the ambassadors” of the 

scheme, Team17 will be among the first 

teams to self-publish a title for the next-gen 

console. No official release date has been 

announced but the programme is known to 

kick off in March, so you can safely expect 

to be blowing up little pink dudes before the 

month is out. 

We’re always chuffed to see homegrown 

studios at the forefront of new technological 

initiatives, so good on Team17 for getting its 

foot in the door. Now, if we can have a shiny 

new Xbox One version of Alien Breed that 

would be just peachy.

Format:
Xbox One

Publisher:
Team17

DeveloPer:
Team17

releaseD:
March 2014
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GHOST BUSTED
The UK arm of 
Ghost Games, 
developer 
of Need for 
Speed Rivals, 
has been hit by 
layoffs and had 
development 
of the next Need for Speed put on 
hold. Like Criterion before it (which 
was previously decimated by 
layoffs, whereupon many staff were 
picked up by Ghost), things look 
bleak for the studio and perhaps 
the Need for Speed franchise.

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

one-gamer.com

MICROSOFT BUYS GEARS FROM EPIC
Remember how Microsoft bought all rights to 

Halo from Bungie and then handed the reins of 

the franchise over to an in-house studio? Well 

it has just done the same thing with the Gears 

of War IP, which it has purchased lock, stock 

and barrel from Epic Games. The series will now 

be handled by Black Tusk, formerly Microsoft 

Studios Vancouver, which had previously been 

working on “the next Halo” – a triple-A shooter 

whose future is “not yet determined”.

It’s currently unclear what prompted the 

decision to take Gears away from the studio 

that made it one of the Xbox’ cornerstone 

franchises. Perhaps it was the disappointing 

critical and commercial reception to the most 

recent instalment, Gears of War: Judgment, or 

perhaps, alluding to the aforementioned Bungie 

situation, it foreshadows intent on Epic’s part to 

align with another publisher to pursue its own 

multiformat ambitions. 

Indeed, founder Tim Sweeney stated on www.
xbox.com that Epic will “concentrate its efforts 

on new projects”, with PR man Wes Phillips 

tweeting that the studio has “multiple games 

in development”. Intriguingly, while departed 

Epic frontman Cliff Bleszinski blogged that he 

wouldn’t have anything to do with the series 

going forward (though he noted that “343 

knocked it out of the park with Halo and I think 

Black Tusk will do a fantastic job with Gears”), the 

same can’t be said of fellow ex-Epic employee 

Rod Fergusson. 

Formerly director of production before leaving 

the developer to work on BioShock Infi nite, 

Fergusson has been hired by Black Tusk to 

oversee the future of the franchise. Having spent 

ten years at Microsoft and invested a lot of his 

professional life in Gears of War, he noted that 

the situation “really feels like a homecoming”. 

So what of the supposed “next Halo” that Black 

Tusk was working on – not to mention recruiting 

for just two weeks before the Gears acquisition? 

Well, unlike the team’s Project Columbia (an 

interactive educational title along the lines of 

Kinect Sesame Street TV and Kinect Nat Geo 
TV), it hasn’t been outright cancelled. 

“I wouldn’t say things have been shelved,” 

said Phil Spencer. “Obviously, [Gears of War] will 

become a big focus of the studio and something 

that will be critical to them driving forward. 

There’s not really something that was on the road 

map that all of a sudden goes away.” So there 

you go – Black Tusk might just make the next 

Gears and “the next Halo”.

STAFFS UNI GETS EPIC
In other 
Epic news, 
Staffordshire 
University has 
announced a 
partnership 
with the developer to house a new 
Epic Games Centre, paving the 
way for industry focused learning 
for game design students. The 
two-year collaboration gives the 
developer access to the university 
facilities and students, who in turn 
benefi t from “a direct line to the 
heart of the industry”.

REMEMBER US
France’s Dontnod 
Entertainment, 
developer of 
Capcom’s stylish but 
fl awed Remember 
Me, has fi led for 
redressement 
judiciaire – “judicial reorganisation” 
– which prompted talk of 
bankruptcy. “Dontnod is not in 
bankruptcy,” reassured studio 
head Oskar Guilbert. “We started 
new projects and those new 
projects need some investment 
and we decided to resize the 
company in order to match these 
new needs.” Hmm.

CLIFFY B NOT INVOLVED, “THE NEXT HALO” UP IN THE AIR

ABOVE: What will 
become of Black 
Tusk’s top secret IP, 
designed to be “the 
next Halo”?

LEFT: “What do we 
have to do to get out 
of this chicken shit 
outfi t? Oh, wait – 
looks like it’s sorted!”
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BUZZER BEATERS
LAST-SECOND SHOTS THAT BEAT THE DEADLINE CLOCK THIS ISSUE

Alien: Isolation Kinect Sports Rivals
MXGP – The Offi cial 

Motocross Videogame

one-gamer.com

Plenty of scurrilous scuttlebutt doing the rounds 

at the moment regarding all things Xbox. First a 

whistleblower over at www.neogaf.com made 

high-pitched noises about all kinds of alleged 

Xbox One release dates. First it was claimed 

that Halo 2 Anniversary (which we know, from 

independent sources, is being worked on by a 

very capable and dandy team of fellows) will 

release on 11 November, including a version with a 

Halo 5 beta key and another edition bundled with 

Xboned versions of Halo 3 and 4.

This autumn will also see the release of Forza 
Horizon 2 and Sunset Overdrive, with Quantum 
Break (and presumably its TV/media tie-in) 

arriving in time for Christmas. When summer 

2015 hits we’ll allegedly be seeing Fable Legends 

hit the shelves, with Halo 5 materialising in 

November. Looking ahead to 2016 we’ll be seeing 

none other than Crackdown 3 and possibly even 

the new, Black Tusk-developed Gears of War.

Other claims, part-verifi ed by www.theverge.
com, are that a slew of new SKUs are incoming 

for the Xbox One itself. An all-white console 

is purported to drop in October, alongside 

Sunset Overdrive, with a 1Tb version of the 

machine following in November. Lastly, you can 

supposedly look forward to a cut-price version of 

the console that comes without a Blu-ray drive 

but with a Bluetooth adaptor.

All of which sounds fascinating, and quite 

plausible, but for now our serving suggestion 

would be to add a little salt for seasoning.

It’s invariable that we’re going to start making 

Nutella gags sooner or later, for which you’ll have 

to forgive us. For now, though, we’ll straighten 

our ties and sit upright while we inform you that 

Microsoft’s new chief executive offi cer is Satya 

Nadella – a 47-year-old fan of cricket and poetry 

of Indian descent.

The 22-year veteran of the company, previously 

in charge of the Cloud and Enterprise division, 

replaces the bombastic Steve Ballmer, who 

presumably will play Powerstar Golf on his Kinect 

and count his $18 billion, rather than retiring to 

Arizona to chase his golf balls and collect social 

security cheques like most Americans do.

Despite lacking experience in actually running 

a company, he seems to have the full backing 

(publicly, at least) of Bill Gates. “During this time 

of transformation, there is no better person to 

lead Microsoft than Satya Nadella,” he said.

“Satya is a proven leader with hardcore 

engineering skills, business vision and the ability 

to bring people together. His vision for how 

technology will be used and experienced around 

the world is exactly what Microsoft needs as the 

company enters its next chapter of expanded 

product innovation and growth.”

For Gates’ part, he has relinquished the 

chairman’s position (to former IBM vice president 

and CEO John Thompson) and will take on the 

new role of ‘founder and technology advisor’. 

Funny, we thought they’d have come up with a 

better acronym for “Figurehead”.

RUMOUR CONTROL
XBOX ONE RELEASE DATES, NEW HARDWARE LEAKED?

BALLMER GONE, GATES DEMOTED

ABOVE: We actually know quite a bit 
about this… but we can’t say anything. 
Sorry. It sucks, having to pretend to be 
professional.

ABOVE: Meet Satya Nadella, the new 
overlord at Microsoft. Expect him to 
be much less sweaty and effusive than 
Steve Ballmer.

MICROSOFT’S NEW CEO
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What’s been flicking our buttons this month? Episodic anguish…

one-gamer.com

When you invest in an episodic adventure game 

you’re stating that you’re aware that you’re going 

to have to wait between episodes. And should 

you receive a concussion during the interim 

or just fi ll your memory with other stories or 

events, both real and imaginary, you’re going 

to have some issue recalling what was going on 

with their narrative. That’s fi ne. That’s what we 

accept, because we love us some Walking Dead 

and Wolf Among Us and we love Telltale Games. 

Unfortunately, it’s starting to seem that the object 

of our love is going slowly but surely insane.

Take Episode 2 of the story of Bigby Wolf and 

the Headless Women. Had you bought the series’ 

Season Pass you’d hope to save money, but had 

you done so as soon as you could then you’d 

actually have missed out because it was soon 

discounted. Then, after weeks and weeks (and 

week and weeks) and weeks of waiting and it 

was fi nally released, you’d fi nd that you couldn’t 

actually download the episode anyway.

And when you eventually could you’d fi nd that 

the game’s engine was to have an even harder 

time rendering animated scenes that Episode 1 

had explained as being quite easy to render. It’s a 

short episode and it’s far from slickly presented. 

It’s far from broken, but it’s certainly not well, 

and so we can’t help but worry if its unfortunate 

staccato style is signifying a stress that the 

developer is suffering because it’s also working 

on a series based on Borderlands – and if that’s 

not epic enough, it’s also working on a series 

based on Game of Thrones.

And where the hell is Episode 2 of The Walking 
Dead – Season Two? Presumably the script for the 

entire arc has been written, and the producers 

know how long animations take to design and 

how long it takes to link objects to game logic, so 

why can’t we be given a release date?

In this day and age of Netfl ix, when we’re all 

used to watching entire seasons over a weekend 

and brand new ones are dumped online in one 

massive batch, Telltale’s approach is increasingly 

seeming out of touch. All we really want is 

reliability, but could it be that the developer 

has taken on too many projects? That certainly 

seems to be the case – and if not, it’s diffi cult to 

see what its excuse could possibly be.

ABOVE: Well, you asked for it – and now I’m going 
to hit you so hard that the frame-rate is going to 
scream in terror.

BELOW: Hey Omid, don’t leave – we need 
someone on board who can help us push out 
another episode.

3) The Witcher 3: 
Wild Hunt

4) Lightning Returns: 
Final Fantasy XIII

Actually, you should believe the height if 
you take it to represent how much you’ve 

been asking about these games…

5) EA Sports UFC1) Titanfall 2) Fable Anniversary

you take it to represent how much you’ve 
been asking about these games…
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Xbox One owners are painfully aware that certain 

titles like Call of Duty: Ghosts and Battlefi eld 4 

(and, according to rumours, perhaps even Watch 
Dogs) run at 1080p on the PlayStation 4, but 

only a meagre 720p on Microsoft’s machine. 

Even Ryse: Son of Rome and Titanfall, designed 

specifi cally for the console, only run at 900p and 

(at press time) 792p respectively. 

The problem is a simple abbreviation: eSRAM. 

And thankfully the solution might also be a 

simple abbreviation: SDK. That’s according to 

Rebellion’s Jean-Baptiste Bolcato. “It was clearly 

a bit more complicated to extract the maximum 

power from the Xbox One when you’re trying 

to do that,” he told www.gamingbolt.com, 

comparing eSRAM to the PlayStation 4’s simpler, 

unifi ed architecture. 

“Part of the problem is that it’s just a little bit too 

small to output 1080p within that size… It means 

you have to do it in chunks or using tricks, tiling it 

and so on. It’s a bit like the reverse of the PS3. PS3 

was harder to programme for than the Xbox 360. 

Now it seems like everything has reversed but it 

doesn’t mean [Xbox One is] far less powerful – it’s 

just a pain in the ass to start with.”

Thankfully, Microsoft is fi nally releasing toolkits 

and drivers to compensate – which should have 

been available to developers at launch. “They are 

releasing a new SDK that’s much faster and we 

will be comfortably running at 1080p on Xbox 

One. We were worried six months ago and we 

are not anymore, it’s got better and they are 

quite comparable machines.” So there you go – 

1080p for all!

37one-gamer.com

It’s everybody’s favourite Neo Geo game that 

never was: Fiscal Fury! Yes, it’s willy waving or 

excuse making season for executives everywhere, 

including the games industry. Gleefully jangling 

his johnson is Take-Two’s own Bond villain, 

Strauss Zelnick, whose company banked $1.8 

billion in its most recent quarter, a billion of 

which came from GTA V alone in just three days. 

The game has now shipped 32.5 million copies, 

followed by Borderlands 2’s 8.5 million and NBA 
2K14’s 5 million.

Such glee wasn’t quite matched by Bobby 

Kotick, now demoted to the Timothy Dalton-

tier of Bond Villain, as Activision ‘only’ made 

$1.52 billion despite all its bluster about stealing 

back all GTA V’s records. He did, however, make 

sure to set up a future punchline by stating that 

“Destiny will become the best-selling new video 

game IP in history.” Let’s all remember that he 

said that this time next year… 

While Disney Interactive and Square Enix were 

able to claw their way back to profi tability – the 

former thanks to Disney Infi nity shifting three 

million units and the latter on the back of the 

relaunched Final Fantasy XIV – Capcom’s profi ts 

were down from the same point in 2012 thanks 

largely to the underperformance of Lost Planet 3. 

The company’s solution is apparently to 

hire a minimum of one hundred new software 

developers every year for the next fi ve years – 

which, if you recall Keiji Inafune’s comments that 

Capcom has “seven hundred staff working on 

three or four games”, is quite fascinating. We’ll be 

back next year with the results.

The 1080problem

Before Splinter Cell was called Splinter Cell, 
made by Ubisoft Montreal and all about Sam 

Fisher sneaking around with green lights on his 

head, it was called The Drift, made by Ubisoft 

New York and all about retro-future sci-fi  with 

fl oating cities and fl ying vehicles. Unsurprisingly, 

development wasn’t going well.

Which is why, before The Drift had Tom 

Clancy’s name slapped on it to become Splinter 

Cell, it nearly had James Bond’s name slapped 

on it to become a 007 game. Well, it didn’t really 

come close; according to the fantastic ‘House 

of Dreams: The Ubisoft Montreal Story’ at www.
ign.com, The Drift was worked into a Bond 

demo in a “shot in the dark” attempt to impress 

the licence holder. Obviously it didn’t work, but 

it’s amazing food for thought and a curious 

insight into the world of game development.

THE CAUSE OF – AND SOLUTION TO – THE XBONE’S 1080P ISSUE

GTA MAKES SHITLOADS, CAPCOM DOESN’T

007: SPLINTER CELL

MONEY MATTERS

THE NAME WOULD’VE BEEN FISHER… 

ABOVE: According to techie Mike Ridolfi , 
eSRAM without an SDK is like having to 
programme a calculator to add every time you 
want it to add.

BELOW: By the time Watch Dogs hits we’d hope 
for 1080p to become the norm on the Xbox One.

NEWS, VIEWS AND LOOSENED SCREWS FROM THE 

WORLD OF XBOX ONE AND XBOX 360

ABOVE: A billion dollars in three days means 
that Strauss Zelnick’s willy is considerably 
bigger than Bobby Kotick’s.
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Far Cry 3: Blood Dragon’s creative 

director, Dean Evans, is obviously 

a man of unique passions and ones 

that resonated deeply with our own 

often questionable tastes. We’re still 

impressed that the game actually 

got made by such a major publisher 

but, as he revealed to www.polygon.
com, some of his designs will never 

be illuminated by the publisher’s 

green light – and for some blatantly 

obvious reasons.

Stealth-based games sell, but what 

about one called So Jew Wanna 
Be a Thief? Apparently it was to be 

developed by “Jewbisoft” and star a 

Hasidic Jew who couldn’t help stealing 

things. He’d have to secretly pilfer 

items, but also have to be careful how 

he stored them; place two bottles next 

to each other in the inventory screen, 

for example, and they’d clink together 

and thus draw attention.

“People think he’s a thief and they 

say, ‘Oh he’s just stealing shit, Jews, all 

about his money,’ but that’s not it at 

all,” we’re informed. “He’s got a serious 

problem, he’s got kleptomania.” Well 

that’s all right, then, we were worried 

there for a few moments. Evans tried 

really hard to get the game made, 

but did note that it was incredibly 

offensive, which we imagine is exactly 

why it won’t be. Ever.

And then there was the twin-stick 

side-scroller that would have been 

Captain Uranus. It was about a man, 

sick in deep space and ransacked 

by powerful narcotics. One stick and 

trigger would move his head and 

make him vomit, the other would 

govern his other end and make him 

fart, which he’d have to do to stun 

aliens – which he’d then kill by fi lling 

them with puke. Uh, yeah… where’s 

THQ when you need them?

UK XBOX 
360 CHARTS
1  Fable Anniversary

2  Call of Duty: Ghosts

3  Grand Theft Auto V

4  LEGO Marvel Super 
Heroes

5  FIFA 14

6  WWE 2K14

7  Battlefi eld 4

8  Batman: Arkham 
Origins

9  Assassin’s Creed IV 
Black Flag

10  Madden NFL 25

UK XBOX 
ONE CHARTS
1  FIFA 14

2  Tomb Raider: 
Defi nitive Edition

3  Battlefi eld 4

4  Call of Duty: Ghosts

5  Forza Motorsport 5

6  Dead Rising 3

7  Ryse: Son of Rome

8  Assassin’s Creed IV 
Black Flag

9  LEGO Marvel Super 
Heroes

10  Need For Speed 
Rivals

Well isn’t that just 
magical. Ten years after 
it was the top of the 
charts on the original 
Xbox, Fable has topped 
the 360 charts even 
though it still suffers 
from loading lengths 
and acorns that don’t 
fall to the ground to 
grow into oak trees. 
It’s certainly been a 
good time for remakes. 
Check out Tomb Raider 
– it’s a higher defi nition 
remake of a game that 
only came out, well, 
last year.

Remember the Halo TV series being 

produced by Steven Spielberg? 

Well, while Master Chief won’t be 

strutting his heavily armoured stuff 

onto your fancy fl atscreen for a 

while, we do at least know who’s 

going to be directing him in the pilot 

episode show – and no, it won’t be ol’ 

Beardberg himself.

You might recall the proposed Halo 

movie that was exiled to development 

hell (somewhere north of Leeds, 

we think), which District 9 director 

Neill Blomkamp really wanted to 

direct. Well, it seems that his dream 

has halfway come true, as he will be 

directing the fi rst episode of the Halo 

series – at least, if we trust www.
latino-review.com’s trusted sources. 

And since we’re trusting sorts, sure, 

why not? We’ll even say that Danny 

Trejo will star. Or Danny Dyer. We get 

those two mixed up.

One property that’s getting the full 

movie treatment, though, is Hitman 

reboot Agent 47. Alas, Fast and 
Furious star Paul Walker is dead, so 

Homeland’s Rupert Friend will be the 

one paid to shave his head and don a 

tattoo in his place. Which is both fi ne 

and dandy with us.

And, as reported by www.collider.
com, none other than Spock – or 

rather, Zachary Quinto – will be 

joining him in a co-starring role. As 

for the screenplay, it’s being written 

by Skip “A Good Day To Die Hard” 

Woods and Michael “Predators” 

Finch. And the director? That’ll be 

Aleksander Bach, who made an 

advert starring Usain Bolt. So, it’s 

going to be… interesting, then.
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WHADSA MADDER WID JEW?
SOME GAMES AREN’T FOR EVERYONE

GAMES ALWAYS MAKE 
FOR GREAT LIVE ACTIONHALO MAN

ABOVE: That’s weird – this design document 
looks just like our GCSE maths coursework.

UNLIMITED
POWER
“It’s now time for me 
to pass Star Wars on 
to a new generation 
of fi lmmakers,” said 
George Lucas when 
he received billions of 
dollars from Disney 
for Lucasfi lm and 
with it rights to make 
all things Star Wars. 
Things like Disney 
Infi nity characters, it 
now seems. Expect 
to see Han and his 
fat-handed friends to 
appear sometime this 
year and for Disney 
to do much the same 
to your favourite 
Marvel characters, too, 
because The Mouse 
owns them as well.

ABOVE: Between 
playing Spock 
and Sylar, Quinto 
really has nailed 
that whole “looking 
intense” thing.

LEFT: Don’t worry, 
Eastenders fans 
– Dyer isn’t really 
leaving The Square 
to go into space, 
unfortunately.

one-gamer.com

NEWS, VIEWS AND LOOSENED SCREWS FROM THE 

WORLD OF XBOX ONE AND XBOX 360

ABOVE: The Captain would eventually awaken 
and fi nd he was puking in his cat’s litter and had 
been massively hallucinating.
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STREET TEAM
Seeing gameS in their  
undiSturbed natural habitat

06

checking the core temperature of our gaming habits 

recentLY pLaYeD

IN HOUSE

GO FOR THE BURN
Xbox Fitness has hosted 1.5 million 
workouts in two months, as Xbox 
One owners just seem to love 
beefing up and getting buff.

DROWN IN 3D
doom co-creator John Carmack 
has left id Software to work for 
Oculus rift because virtual reality 
is the future, apparently – again.

SWEATY EARS
microsoft has revealed an Xbox 
One headset and adaptor that will 
be released in march, so expect to 
be asked for around 60 quid.

LOCKED AND LOADED
Sledgehammer rather than 
treyarch is developing the next 
Call of duty, as it enters a three-
year cycle that could improve the 
series’ quality.

BEETHOVEN LIED
iconic deaf resi evil and Onimusha 
composer mamoru Samuragoch 
has admitted to getting someone 
else to write his music.

PLASTIC FIGURES
activision’s kiddy-crack that is 
Skylanders has become one of the 
20 biggest franchises of all time. 
Somewhere, tim Schafer cries.

INTRO AND OUTRO
if you duck the sub-missions you 
can complete Metal Gear Solid V: 
Ground Zeroes in 120 minutes.

the inside scoop on life at one gamer
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What follows is the true story of three men who work on a games 
magazine and actually play games in their spare time…

James has continued in his foray into the world of modern point-
and-click adventures by sitting down with his lovely wife and 
completing the second episode of The Wolf Among Us. ah, that’s 
sweet. So sweet, in fact, that he’s been inspired to buy the deluxe 
editions of all the Fables comics that the game is based on. not 
only that, he’s gunning through the trade paperbacks of Before 
Watchmen, too. they’re nowhere near as bad as everyone thought, 
so we hear.

Ian has been… striding through Strider (clever!) – and the fine line it 
draws between being awesome and ball-crushingly frustrating has 
enabled him to continue on his quest to find every single collectable 
that the game has to offer. the perfectionist has also been using 
his FIFA 14 be a Pro career to help him deal with how his beloved 
norwich are actually behaving in the real world (badly) and getting 
back on track with Forza 5.

Will is getting increasingly upset by his position as a Candy Crush 
Saga widower but has at least persuaded his otherwise transfixed 
better half to put that iPad down and play Call of Cthulhu: The 
Living Card Game with him. and she’s really getting into it, which 
makes him proud. having picked up Mafia II for a few quid during an 
Xbox 360 marketplace sale, he’s also returned to empire City and is 
impressed with how pretty it really is.

ABOVE: no photographs could 
be taken of the sniper merc and 
his name couldn’t be referred to, 
either, unless his enemies were 
one gamers.

BELOW: You can tell by the smile 
on their faces that they don’t mind 
hanging around an area that looks 
suitable for a man in a top hat 
hunting prostitutes.

FROM THE 
PENTHOUSE…

… TO THE 
SHITHOUSE

Will travelled to an industrial park in Oxford on his quest to visit 
rebellion and see some Sniper Elite III in action, and chatted 
with an actual ex-army sniper. he also ventured to london to see 
Focus interactive’s forthcoming wares, like Bound by Flame and 
the new Sherlock holmes game – which impressed him muchly.

James remained in the office but still managed to connect 
with lionhead Studio’s ted timmins and ea’s brian hayes via 
telephone and email. “it was worth it,” said he of his immobility, 
“because tim is a legend.” and by “legend” we understand he 
actually means “really, really pleasant bloke.”

and then there was Ian who travelled to london to play Titanfall, 
the lucky, lucky bastard. he nearly made a google maps error 
and could have ended up in a building full of people performing 
yoga, but: “thanks to the subtle use of ai fodder in a multiplayer 
world i was able to come away from the event without feeling 
like a complete bullet magnet.” Soon after he was hoofing off to 
ubisoft’s relatively new office in guildford to be overly amused by 
Cartman’s swearing in South Park: Stick of Truth.
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This radio station was named 
Kowalski, in honour of the last 
American hero to whom speed means 
freedom of the soul. The question is 
not when’s he gonna stop, but who is 
gonna stop him.

I know little about cars, and when I 

picked up a copy of Forza Motorsport 
5 (and I’m going to use its full name so 

my Xbox One’s Kinect can understand 

me) I mostly only really did so because 

I wanted to feel my new controller 

vibrate in a novel new way.

A vague memory of almost getting 

into the first Gran Turismo in the late 

Nineties added to this partial interest 

and helped push me towards the 

counter of my local CEX. And so I 

traded in a crazy amount of old Xbox 

360 games I figured I’d never find 

time to play again, went home, started 

to play and wondered what the hell all 

the damned fuss was about.

You can come third and still win 

maximum credits? Well that seemed 

very generous. I’d been told that the 

game was a thief and a hawker, that 

it would constantly be telling me I 

had to spend more money to enjoy it 

or face a long time grinding for new 

vehicles, but after I managed to learn 

how to steer I was earning enough to 

buy exactly the cars I wanted after 

only a few evenings. Each day my 

Drivatar would return from the Cloud 

having raced in other races and it was 

bringing in cash, too.

Here’s the thing. I have absolutely 

no intention and no desire to drive a 

#12 Team Penske Dallara DW 12, and 

so don’t see its cost of 1,300,000 (or 

2,167 Tokens) as in any way an issue. 

I couldn’t give a fig for a #1 Scuderia 

Ferrari 312 TD, either, so it could cost 

double its 1,650,000 credits and it 

wouldn’t affect me one iota.

Nope, I didn’t give a damn because 

I picked up a Dodge Challenger RT 

for so little monies that I can’t even 

remember how much it cost me. It 

was that little an issue. It’s the car from 

the 1971 film Vanishing Point, I wanted 

it and I had it practically as soon as I 

noticed it in the roster – and I’m more 

than happy. You can keep your F1 

vehicles and sci-fi super beasts, as I’ve 

never understood the fascination of 

driving such things.

I’d rather race in a 1977 Pontiac 

Firebird Trans Am – and I’ve been 

able to, because coming third in 

ten races when you’re still using 

auto-brakes is incredibly easy. 

Smokey and the Bandit was a 

major part of my childhood and 

bumping Burt Reynolds’ car into my 

friends’ Drivatars and calling them 

“sumbitches” brings me an inordinate 

amount of pleasure. As does racing 

against friends without them being 

online. Drivatars are brilliant, I love ’em. 

Mine’s coming along and I reckon if 

you met it you’d think it was driven by 

an idiot.

If it wasn’t for the fact that in order 

to get hold of a Dodge Charger and 

play the Dukes of Hazard around 

the cobbled streets of Prague I’d 

have to pay a bit over two quid I’d 

have absolutely no issues with the 

game. Actually, that’s not true. I can 

accept the number of cars available; 

what I want is new tracks, as even 

the female narrator seems tired of 

announcing the same locations, 

and someone to point me in the 

direction of a paint job for my 1963 

Volkswagen Beetle so I can pretend 

I’m in Herbie Goes Bananas.

Sorry, hardcore Forza fans. It 

seems that Turn 10 was developing 

something made exclusively for me.

MY        LIFE
THANKS FOR THE HEADS-uP DJ SuPER SOul

one-gamer.com

ABOVE: Microsoft 
better enable custom 
soundtracks soon, 
because I want to hear 
both country AND 
western music.

TOP RIGHT: There 
was a game called 
Vanishing Point for 
the PSone, y’know. It 
had nothing to do with 
the film.

BELOW LEFT: The 
only thing that put me 
off buying was when 
some chump from Top 
Gear told me what film 
this beauty was from.

BELOW: Kowalski: 
Vietnam veteran, 
ex-cop, stock car racer 
and so manly that he 
can pick up naked 
women in a desert.
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Putting a beard on your bicePs

Broforce

Because shiny discs 

have had their day

Now here’s a game that don’t want no 

seven stone weaklings or a boy who 

thinks he’s a girl. It’s after a hunk of a 

guy, an experienced man of the world. 

There ain’t no way that it’ll make do 

with anything less than it’s used to. It 

wants a man tonight. He’s got to be 

right, right, right. Bro macho. He’s got 

to be Bro macho.

Yeah, well it’s now painfully obvious 

that we’re not as skilled at injecting 

puns into our text as Free Lives Games 

has gleefully demonstrated it’s able 

to put into its utterly ridiculous and 

fundamentally fantastic side-scrolling 

shooter. Broforce is to provide what 

we’re going to feel terrible for calling 

classic “multiplayer mayhem” and 

star such takes on classic hard bros 

as Snake Broskin, Indiana Brones, Bro 

Hard, Brobocop and Bronan – who’s a 

Brobarian, obviously.

And there’s Brochete there, too, 

though he sounds a bit too much like 

a French pastry until you see that he’s 

a take on Machete and so is clearly 

a double-hard bastard. Looking for 

something totally retbro but with 

something new to say that’s perhaps 

ever-so slightly bromo-erotic? Then 

look no further.

The game is a hype-daft 

deconstruction of Eighties action 

heroes and, while you may be looking 

at these screens and thinking it’s 

not even bothering to use modern 

technology to fuel its 16-bit fantasy, 

you need to understand that it 

takes place across a series of totally 

destructible environments that can be 

rendered unrecognisable when you 

set off a chain reaction of booms.

You’ll certainly have to be careful 

where you hurl your explosives, 

then – just not too careful, as where’s 

the fun in that? Already available 

as a “Brototype” taster for the PC, 

but as yet unreleased in its full and 

hyper-masculine glory, it’s coming 

to consoles soon. So if you thought 

ABOVE: This probably 
isn’t the best place to 
be overly casual with 
the use of bombs.

RIGHT TOP: This is 
exactly what we see 
when we have 
flashbacks to 
Vietnam.

RIGHT BOTTOM: 
Don’t worry – holes 
in the environment 
can be used to your 
advantage.
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BELOW: That reminds 
us – Team17 will 
be releasing a new 
Worms game for the 
Xbox One. Check that 
on page 32.

that Contra was a little too serious for 

your tastes then you really should be 

getting pretty pumped right now.

Each character comes with their 

trademark weapons and abilities 

and all will have to deal not only with 

terrorists (naturally) but also evil 

corporations, Satan and dinosaurs, 

while they’ll get to race sharks to 

see who’s more manly. There will be 

bees, the tactical use of pigs, killer 

coconuts, but no bromance. Bros 

don’t have feelings, so we understand. 

They’re too repressed. And they don’t 

wage war with token females by their 

side, either. Feel free to make of that 

what you will.

Not convinced? Oh come on. 

The military unit known as Broforce 

is headed by… wait for it… Nelson 

Brodela! Yeah, so the developer 

might have got the timing of that 

one slightly off, but no matter. The 

game still looks like it’s going to be 

immensely pleasing.
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28 FEBRUARY
THIEF
If you were thinking that 
there haven’t been many 
decent games released 
lately, things should certainly 
start looking a little rosier just about now. Not 
only is the very welcome return of the master 
thief, Garrett, bringing potential joy to both the 
360 and Xbox One, we’ve also got Castlevania: 
Lords of Shadow 2, (360 only) and Plants vs. 
Zombies: Garden Warfare (360 and One) on 
the shelves. At least one of those should tide 
you over until Titanfall hits.

07-09 MARCH
SXSW GAMING EXPO, AUSTIN, 
TEXAS
One for our American readers with easy access 
to the southern states, this free and open event 
warmly embraces what it describes as “geek 
culture”. In this instance that equates to hands-
on demos, gaming tournaments, cosplay, 
on-site parties and a few industry folk sharing 
a little knowledge. 
There’s even a ping 
pong tournament if 
you’re skilled in the 
art of whiff whaff.

 12 MARCH
ONE GAMER 
INTERACTIVE #2
If you haven’t tried our 
brand spanking new bi-weekly digital issue, why 
not download the app and check it out now – it 
is FREE after all! And if you like what you see 
then we’re hoping you’ll want to stick around 
and pick up the second issue, packed full of 
more great Xbox news, reviews and previews – 
and this time a full two weeks before anything 
appears in the print magazine, along with other 
unique and exclusive digital content. It’s like the 
future, today. 

 12 MARCH
NEED FOR SPEED
Yes! A fi lm about a videogame 
– what could possibly go 
wrong? Starring Aaron Paul 
of Breaking Bad fame (and 
unfortunately lending all 
negative reviews an obvious ‘braking bad’ pun), 
this fi lm adaption sees a street racer taking 
on a cross-country race while looking to take 
down a businessman who’d recently framed 
him. Expect lots of fast and exciting car chases, 
Michael Keaton and a signifi cant reduction in 
the use of the word ‘bitch’. 

 12 MARCH
BAFTAS, LONDON
One of the few game-related 
award shows that doesn’t reek 
of an incestuous love-in, the 
gaming BAFTAs adds some 
mainstream credibility to the 
industry. This year it’s even expanding, offering 
a pre-show ‘Inside Games’ event with leading 
industry fi gures taking to the microphone and 
games such as Titanfall and Dark Souls II to try 
out. Tickets for the awards are available to the 
public for £30, while access to just the Inside 
Games appetiser will cost you £12.

 17-21 MARCH
GDC 14, SAN 
FRANCISCO
Although the last two 
days offer up a publicly-accessible Expo, the 
main role of any Game Developer Conference 
is to bring industry fi gures together. By 
sharing knowledge and ideas through a variety 
of lectures, tutorials and discussions, this 
networking should lead to better games – and 
more of them, with the Independent Games 
Festival once again offering indie developers 
the chance to chat with, and pitch their games 
to, potential publishers.

 14 MARCH
TITANFALL
Sadly Xbox 360 gamers will have to wait 
an extra couple of weeks, but Titanfall 
was designed for the Xbox One so this is 
where the cool kids will be hanging out 
online. We’ve got quite a few pages in 
the previews section talking about how 
good the game is looking and chances 
are you’ve made your mind up on this one 
already. Any 360 owners who prefer their 
action a little slower, a lot more solitary 
and punishingly cruel, then you can 
always pick up Dark Souls II instead.

07 MARCH
PAC-MAN AND THE 
GHOSTLY ADVENTURES
Okay, so perhaps we should be 
highlighting the release of South 
Park: The Stick of Truth or the Dead 
Rising Collection, but we’ll let the next page do 
just that. Instead we’ll point out the return of 
the iconic pill-popping Pac-Man, now enjoying 
life in a fully 3D game world, along with a TV 
show, a new collection of toys, a range of 
clothing, his own magazine, trading cards, 
sticker albums… This could be the fi rst step 
towards global domination in 2014.

26 MARCH
ONE GAMER #139
The new digital mag is great and everything, 
but if you want a full supersized feast of Xbox 
gaming then you’re going to need the next 
print issue of ONE Gamer. It’s going to be jam 
packed with so much awesomeness we’re 
excited about reading it, what with so many big 
games hitting in March and some of the hottest 
titles for the year ahead starting to fl ex their 
muscles. Or you could just 
snack on Issue 03 of ONE 
Gamer Interactive – or both! 
The choice is yours.

 21 MARCH
YAIBA: NINJA GAIDEN Z
We’re still not sure about this one. The 
guy’s a dick, of that there’s no doubt, 
but having gleefully mashed our way 
through Strider (review on page 74) the 
idea of doing the same to a stream of 
zombies and then using their undead 
body parts as weapons does bring a 
little warmth to our hearts. As long as 
Yaiba’s better than Ninja Gaiden 3, we 
should be happy enough. Flick to page 
48 to fi nd out a little more about how 
it’s shaping up.

GHOSTLY ADVENTURES

REALTIME

42 one-gamer.com

THE KEY DATES IN YOUR GAMING 
DIARY FOR THE MONTH AHEAD
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FEBRUARY
●  Castlevania: Lords of Shadow 2 Konami

 ● Rayman Legends Ubisoft

● ● Thief Square Enix

● ● Plants vs. Zombies: Garden Warfare EA

 

MARCH
●  BioShock Infi nite: Burial at Seas – Episode Two

2K Games

●  Dark Souls II Namco Bandai

● ● Metal Gear Solid V: Ground Zeroes Konami

●  MXGP: The Offi cial Motocross Videogame PQube 

●  Pac-Man and the Ghostly Adventures
Namco Bandai

●  South Park: The Stick of Truth Ubisoft

●  The Dead Rising Collection Capcom

● ● Titanfall EA

●  Yaiba: Ninja Gaiden Z Tecmo Koei

 

APRIL
●  Tropico 5 Kalypso Media

 

MAY
●  Raven’s Cry TopWare Interactive

 

JUNE
● ● Murdered: Soul Suspect Square Enix

 ● The Elder Scrolls Online Bethesda

●  Ultra Street Fighter IV Capcom

SEPTEMBER
● ● Destiny Activision

TBC 2014
● ● Alien: Isolation WB Games

 ● Below Microsoft Studios

●  Beyond Flesh and Blood Pixelbomb Games

●  Blood of the Werewolf Midnight Studios

●  Bound by Flame Focus Home Interactive

 ● Call of Cthulu Focus Home Interactive

● ● Child of Light Ubisoft

●  Crimes & Punishments Focus Home Interactive

 ● D4 Microsoft

●  Don Bradman Cricket 14 Tru Blu Entertainment

● ● Dragon Age 3: Inquisition EA

● ● Dying Light WB Games

 ● EA Sports UFC EA Sports 

●  Enemy Front City Interactive

 ● Evolve 2K Games

 ● Fable Legends Microsoft Studios

● ● Fantasia: Music Evolved Disney

 ● Final Fantasy XV Square Enix

 ● Halo 5 Xbox One Microsoft Studios

 ● Hitman 6 Square Enix

● ● 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

● ● Middle-earth: Shadow of Mordor WB Games

 ● Mirror’s Edge 2 EA

 ● Minecraft: Xbox One Edition Microsoft Studios

●  MX vs. ATV Supercross Nordic Games

The Dead Rising 
Collection
We’ve been banging on 
about Dead Rising 3 for a 
while now, so if that’s given 
you a taste to go back and 
replay the previous two 
games here’s your chance – although if 
you’re signed up to Xbox Live you might 
have got Dead Rising 2 in January’s 
Games for Gold giveaway. If not, this 
collection contains the fi rst two titles, 
along with the Off the Record, Case Zero 
and Case West add-ons for DR2. All in all, 
that’s a lot of dead zombies for £30.

07 MARCH • £29.99 (RRP)
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PRICES ARE CORRECT AT THE
TIME OF GOING TO PRESS

Plants vs. 
Zombies: Garden 
Warfare
Another one that narrowly 
missed the deadline clock, 
Garden Warfare appeals for vastly 
different reasons to Thief. It may seem 
bizarre to see Plants vs. Zombies twisted 
into a third-person multiplayer shooter, 
but it’s quirky enough to just about 
pull it off. A playful twist on the usual 
seriousness of COD and Battlefi eld, 
it’s got solid enough roots and could 
offer some light online relief in a similar 
manner to Gotham City Impostors.

28 FEBRUARY • £29.86 (XBOX 360 - £22.85)

Thief
Sadly just missing out on 
making it into this issue for 
review, Thief remains one or 
our most hotly-anticipated 
games to welcome in the 
new gaming year. Though technically a 
sequel, it’s been ten years since master 
thief Garrett last picked a pocket or two, 
so this feels more like a reboot for the 
once-great franchise – and certainly Thief 
is looking the part, especially on the Xbox 
One. We’ve a few reservations about just 
how well it actually plays, but we’ll always 
be Batman to Garrett’s robbin’. 

28 FEBRUARY • £47.86 (XBOX 360 - £37.85)

South Park: The 
Stick of Truth
Okay, so no-one’s expecting 
anything too highbrow, but 
The Stick of Truth still looks 
to have all the elements 
of a deep and rewarding 
RPG – only with more fart jokes and 
swearing than your standard Skyrim 
fodder. Developer Obsidian certainly 
has an impressive back catalogue, and 
combining its skills with the wit and 
wisdom of the South Park team could 
well be the perfect recipe for juvenile 
genius. Just don’t mention Family Guy.

07 MARCH • £34.85

GAMESRADAR

Metal Gear Solid V: 
Ground Zeroes

Dying Light

XBOX 360 XBOX ONE
FORMAT RELEASE KEY:

Crimes & Punishments

Project CARS

●  Naruto Shippuden: Ultimate Ninja
        Storm Revolution  Namco Bandai

●  Prey 2 Bethesda

 ● Project CARS TBC

● ● Project Spark Microsoft Studios

 ● Quantum Break Microsoft Studios

● ● Rainbow 6 Patriots Ubisoft

●  Road Redemption TBC

●  Sacred 3 Deep Silver

●  Sniper Elite 3 505 Games

●  Square Heroes Gnomic Studios

● ● Star Wars Battlefront EA

 ● Sunset Overdrive Microsoft Studios 

● ● Super Time Force Capybara Games

●  Tekken x Street Fighter Namco Bandai

● ● The Amazing Spider-Man 2 Activision

●  The Banner Saga TBC

 ● The Crew Ubisoft

●  The Dark Eye: Demonicon Kalypso Media

●  The Dark Triad: Dragon’s Death Autoloot Games 

● ● The Evil Within Bethesda

 ● The Golf Club TBC

●  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

● ● Valiant Hearts: The Great War Ubisoft

●  Warface Microsoft Studios

● ● Watch Dogs Ubisoft 

● ● Wolfenstein: The New Order Bethesda

 

TBC 2015
 ● Edge of Eternity Midgar Studios

 ● Kingdom Come: Deliverance Warhorse Studios
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NEW SCREENS Will Johnston

THE WITCHER 3: WILD HUNT

FORMAT: 
Xbox One

PUBLISHER:
CD Projekt RED

DEVELOPER:
CD Projekt RED

RELEASED: 
TBC 2014

CRAZY SHADES OF WINTER
The subtle, complex lighting and deep details of this screen would be 
impressive even if the game wasn’t to be one continuous experience set over a 
massive and varied landscape that’s 20% larger than the one found in Skyrim, 
but by golly it will be, and you can thank the new REDengine 3 for its beauty.

It’s designed specifi cally to run on 64-bit software platforms and can 
produce far fi ner in-depth views and more lifelike visuals than any other engine 
used for a similar purpose ever created for home users. It’s also being joined 
by Nvidia’s PHysX’ real-time physics engine and Interactive Data Vizualisation’s 
SpeedTree vegetation software. You’ve seen those two in action already, of 
course – or at least you will have if you’ve played the likes of Battlefi eld 4, 
Borderlands 2, Forza Motorsport 5 and the Batman Arkham games. Or, indeed, 
many other titles.

The Xbox One version will also support SmartGlass and Kinect functionality, 
and so while CD Projekt RED has yet to express exactly how these features 
will work, we’re hoping for a map system similar to the one found in Assassin’s 
Creed 4: Black Flag, and perhaps the opportunity to anger the game’s many 
monsters by shouting profanities at their unnatural faces.

44 one-gamer.com
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rench developer WideScreen 

Games gasped its last breath in 

2009, having had ten years to put out 

six games – not including two that didn’t 

make it to the shop shelves. One of 

these lost works was to be released by 

Eidos Interactive and based on the 1986 

106-minute Queen pop video Highlander. 
The other was a loose console conversion 

of a 2007 PC action RPG from a small 

Polish developer, titled The Witcher: Rise 
of the White Wolf.

Had fate dealt WideScreen a different 

hand, it’s entirely possible that The 
Witcher 3 would actually be the third 

game in the series to be available on an 

Xbox console, and not, as it turned out, 

only the second. CD Projekt could have 

continued paying for the conversion of 

the original game and just accepted that 

it wouldn’t meet its original deadline… 

unfortunately deadlines weren’t the only 

issues that plagued the development. 

Quality was as much if not more of a 

problem, and so funding was brought to 

an end; the first game never made it to 

Xbox 360 or PS3 and without the oxygen 

of cash the developer suffocated.

These screens from the open-world 

Wild Hunt clearly come from its PC 

version, and you can bet that just like the 

original, it will require one meaty machine 

in order to actually function… and what 

can we learn from WideScreen’s demise? 

That CD Projekt RED would rather cut 

away a revenue stream than see the Xbox 

One incarnation underperform, and since 

it’s coming to Xbox One you can bet it will 

look equally grimly peachy.

F
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GERALT A HERE
You can tell that Geralt of Rivia doesn’t suspect these bother boys of being 
demons, as he’s reached for his iron sword and has left his silver weapon 
safe and snug on his back. You might also note the subtle glare emanating 
from his elbow armour, the delicate lightplay throughout the scene and the 
way a shadow wraps its way around some logs to the left. And oh, look! – 
there’s even a clump of horse manure laid on the cobbled street, though 
at this point in time we can’t be sure if it fell naturally as a result of gravity 
during a real-time event when the horse was scared away by these thieves, 
or whether it’ll always be there no matter when you arrive in this town. 
We’ll update you as soon as we find out – it’s important, though, might be 
a feature that non-super PC versions of the game will miss out on.

It’s well within living memory that such an image would only come 
from a pre-rendered cut-scene, and even a handful of years ago would 
be impossible, but if The Witcher 2 has taught us anything, it’s that CD 
Projekt RED really does know how to mine hardware to such a level that 
it’s doubtful you’ll ever see a game more beautiful in the entire lifespan  
of the console.
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First Look

s anybody who read last 

issue’s review of Assassin’s 
Creed Liberation HD will know (and 

as anybody who forked out 16 quid 

for it will surely attest), taking a bite-

sized PlayStation Vita game (and, in 

this case, a Nintendo 3DS one too) 

and trying to expand it into a full-fat 

release on a home console is a perilous 

proposition – even as a Live Arcade 

title with reduced expectations. 

On the surface it seems like a 

perfectly sound strategy. Xbox Live 

Arcade is, after all, the home of cut-

price, cut-content offerings. So to 

remaster a handheld release with new 

graphics, environments and extras 

and put it up for download is surely 

a great bit of fan service – especially 

since it appeals directly to owners of 

Batman: Arkham Origins, who will no 

doubt be eager for fresh opportunities 

to explore the game universe.

That’s the theory. The reality, though, 

is a little bit different… but we’re 

getting ahead of ourselves. First of 

all, a refresher for those of you who 

prefer to play your videogames on big 

screens rather than squinting at little 

ones: pitted as a companion adventure 

to the home console edition, Blackgate 

was released on handhelds at the same 

time as last year’s Arkham Origins.

Set three months after the events 

you played through on the 360, 

Blackgate largely recycles the 

characters and setting – though 

there are a couple of new encounters 

with Bronze Tiger and Catwoman 

to keep things somewhat fresh. Like 

Castlevania: Mirror of Fate, another 

handheld adaptation of a big budget 

home console game, the action has 

been shifted to a 2.5D setting and 

consists, fittingly enough, of side-

scrolling Castlevania-style action. 

Unfortunately this reduces the rich 

three-dimensionality of Arkham’s 

world to a flat 2D plane, which in turn 

robs both the stealth and the combat 

of the richness that made the Batman 

games so sublimely sophisticated on 

the 360. The scaled-down stealth sees 

you hiding under floors and gratings 

in a much less spectacular way than 

you’ve been accustomed to, while 

ascending to ledges acts more as a 

way to work out which bad guys to 

bop first rather than enabling you  

to truly dispose of them from the 

safety of shadows.

Likewise, the free-flowing combat 

is much more basic in just two 

bruce wayne goes bat to basics

AFORMAT: 
Xbox 360

PUBLISHER:
wb games

DEVELOPER:
armature studio

RELEASED: 
25 March 2014

XBOX LIVE: 
no

BELOW RIGHT: The 
2.5D world means the 
combat lacks the free-
flowing rhythm of the 
previous games.
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Hey, wait a minute, 
weren’t you… ah, 

okay, never mind.

ARMATURE STUDIO: This Austin, Texas developer specialises in 
bringing console games to handhelds, including Metal Gear Solid HD 
Collection and Injustice: Gods Among Us.

AUSTIN-TATIOUS

 BATMAN: ARkHAM ORIGINS 
BLAckGATE – DELUxE EDITION
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ABOVE: We’ll say 
this for the Deluxe 
Edition – Blackgate 
has certainly never 
looked better.

RIGHT: Ascending 
to ledges is really 
about avoiding 
getting overwhelmed 
in skirmishes rather 
than taking out bad 
guys in slick, stealthy 
fashion. Too bad.

dimensions. With a reduced number 

of moves and special attacks, not 

to mention the fact that you are no 

longer encircled by enemies like Bruce 

Lee in Fist of Fury, the game is a far 

more straightforward smash and bash 

affair. And given that the combat 

wasn’t entirely well received in Arkham 
Origins in the first place, stripping 

it down even more here doesn’t 

exactly help matters.

It’s also irksome that, yet again, the 

world’s supposedly greatest detective 

is completely ill-prepared for the 

challenge that awaits him, showing 

up in Blackgate with little more than a 

Batarang. Which, of course, requires 

you to go through the game bit by bit 

and earn back all your Bat-gadgets – 

though at least the inmates have had 

the decency to order a load of goodies 

from the Waynetech website, which 

they have been kind enough to leave 

dotted about the place for you to find.

What we have, then – like Assassin’s 
Creed Liberation and Castlevania: 
Mirror of Fate before it – is a handheld 

game that was boiled-down to begin 

with and wasn’t terribly well received 

in the first place; its Metacritic score of 

68 is the lowest of the three, compared 

to Liberation’s 70 and Mirror of Fate’s 

73. It won’t be a Batastrophe, but it’s 

going to be the weakest Arkham on 

the 360 by a wide margin.
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BELOW: Call us 
crazy but, if that was 
us shooting, we’d be 
aiming for the bright 
red can with “GAS” 
written on it

As you can see from the screens that 
adorn these pages, the rather ropey and 
dull and rough-round-the-edges visuals 
have been given some significant sheen 
for the Deluxe Edition, making it look 
pretty darned sexy. Indeed, we were 
pretty impressed with how pretty Ubisoft 
had made Assassin’s Creed Liberation HD, 
but this is a few steps above even that. 
If nothing else, it’ll be the prettiest that 
Blackgate has ever looked. 

While the in-game visuals were in definite need of a good spit-shine, we’re hoping 
that Warner Bros has seen fit to leave the gorgeous animated cinematics alone, since 
they were among the real highlights of the original Vita and 3DS versions. These 
glorious cut-scenes are so slick that they would be perfectly at home in the Batman: 
Gotham Knight anthology, so touch wood they’ve made it through intact.

DETECTIVE VISION

SHOTS: BAtMAn: ArkhAM OrIgIns BLAckgAte – DeLuxe eDItIOn
greg JacksonBRONZE TIGER: A cross between Japan’s Tiger Mask and Marvel’s Luke Cage, you’re not alone in not knowing him.
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This dick jusT mighT pull iT off

New ScreeNS

t’s hard to really look forward 

to a game when the lead 

character is a totally unlikeable 

douche. Coming across like a bad 

lampoon of Duke Nukem appearing 

in a Carry On film, he spews so much 

bad and borderline misogynistic 

innuendo that listening to him talk is 

like being dropped into the mind of a 

teenage boy who thinks Lee Nelson is 

funny. Fortunately, however, when he 

shuts his mouth there could be some 

real fun to be had.

It’s clear that the developer is going 

for a humorous and over-the-top 

spin-off of its fading franchise. Our 

latest look at the game in action saw 

a zombie on fire being approached 

by another holding up a cigarette 

and gesturing for a light – and then 

promptly being torched to a crisp. 

There are plenty of other light-hearted 

moments (including a car-smashing 

homage to Street Fighter) that shows 

Team Ninja isn’t taking anything too 

seriously – which should work in the 

game’s favour, even if the studio is 

looking way off the mark with Yaiba’s 

own sense of humour.

The gameplay itself is looking pretty 

solid, too, with some general platform-

based navigation (including using a 

chain to swing from conveniently-

placed hooks) linking together lots 

and lots of bloody combo-based 

I

if you want to get a little more Yaiba into your life, Tecmo koei has announced a 
special Edition of the game that will come complete with a full colour comic book, 
a download code for the original soundtrack and exclusive dlc outfits for Ryu and 
momiji to use in sister title Dead or Alive 5 Ultimate. There’s also a fREE three-part 
digital comic book from dark horse comics already available, with the first issue 
offering a recounting of how Yaiba’s sword earned the name ‘heartless’.

it’s also likely that you’ll have the chance to bag some extra costumes to dress 
your slightly dickish hero up in, some possibly unlocked in-game and others through 
bonus dlc that’s sure to appear in the not-too-distant future. These include Beck from 
Mighty No. 9 (comcept’s boss, and megaman/dead Rising creator keiji inafune, is 
collaborating on Yaiba), anime heroine Nuigulmar, a classic kabuki get-up and a rather 
unflattering schoolgirl uniform, complete with wig – arguably Yaiba deserves that one 
the most. Whatever dlc does hit our shores, we’d expect a very low price tag.

AND THERE’S MORE…

FORMAT: 
Xbox 360

PUBLISHER:
Tecmo koei

DEVELOPER:
Team Ninja

RELEASED: 
21 march 2014

XBOX LIVE: 
No
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There’s a nice cartoon 
style to the visuals, 

although it’s not always 
easy to make out 

exactly what’s going on.

YAIbA: NINjA GAIDEN Z
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RIGHT: Thasdf

RIGHT: The chances 
are that this punch 
was preceded by a 
lame knob joke.

BOTTOM LEFT: 
Looks like Ryu’s still 
mighty pissed at 
what Team Ninja did 
to his franchise last 
time around.

49one-gamer.com

The last time Yaiba 
clashed with Ryu, 
things didn’t end 
well for him.

TEAM NINJA: Not missing a trick since 1995, this Japanese studio 
has knocked out 14 iterations of its Dead or Alive franchise and Yaiba 
marks its 11th Ninja Gaiden project.

SEQUEL OF MY SUCCESS

SHOTS: YAibA: NiNJA GAiDeN Z
ian CollenPLUS ONE: Tecmo Koei is no stranger to sequels, having released nearly a billion Dynasty/Samurai Warriors titles.

combat. Yaiba plays out like a fast-

paced Devil May Cry, only with a 

tighter (and occasionally restrictive) 

camera and a lot more silliness. 

Zombies replace demons as the main 

fodder, for one, and the ability to 

dissect enemies and use their own 

body parts against them is another 

quirky twist that just about works.

There are even elemental enemies, 

imbued with various fire, electricity 

and bile mutations that need to 

be countered, but can also be 

manipulated in your favour – such 

as pulling the poisonous guts from a 

‘blister Sister’ and creating your own 

toxic bagpipe for spewing bile around. 

There is something of a serious side 

to things, though, with Yaiba having 

to face down with Ninja Gaiden hero 

Ryu Hayabusa – the man who left him 

missing an arm, an eye and a pulse 

– but we doubt if even that will be 

played too straight.

it’s all a bit daft and more than a 

little juvenile, but there is an oddball 

charm to it all that suggests an 

average-scoring “fun but flawed” 

review next month. The game was 

recently pushed back a month, 

hopefully for some decent polishing 

rather than it being a broken mess. it’s 

just a shame that Team Ninja didn’t 

give its lead character a few lessons 

in charm and etiquette, or just simply 

in not being a dick. but still, we guess 

you don’t necessarily need to like him 

to like the game.

048-9_OG138[yaiba]NTICDH.indd   2 13/02/2014   13:58



New ScreeNS

f you’re going to make a sequel 

to a popular videogame, 

the bottom line is to basically take 

everything that people liked about 

the original and then make those 

elements bigger and better. Thankfully 

Beenox has pledged allegiance to this 

unwritten rule of gaming and is lining 

up more of the same for The Amazing 
Spider-Man 2, only on a far more 

ambitious scale.

The freedom to roam the city 

picking off random criminals at will 

is back, but this time the New York 

playground will be much bigger – 

and ideally populated with more 

things to play around with this time. 

The improved combat is also being 

upgraded with new abilities and some 

slick acrobatic moves to hopefully 

create a little more variety to your 

50

421 3

In the comics he kills Spider-Man and goes on a 
brutal crime-busting spree of his own. Will he try to 
repeat that branch of history?

We suspect there will be something of an 
uneasy alliance between Spidey and Kraven, 
given how the latter is a supervillain and all.

one-gamer.com

FORMAT: 
Xbox One, Xbox 360

PUBLISHER:
Activision

DEVELOPER:
Beenox

RELEASED: 
Spring 2014

XBOX LIVE: 
No

TOP: Spidey’s agility 
in combat seems 
like it’s being taken 
to an entirely new 
level of flexibility and 
acrobatic flair.

BELOW: There 
should be plenty of 
opportunities to clear 
areas using a series of 
stealthy takedowns. 
Always satisfying.

The KiNg Of The SliNgerS iS BAcK

I

ThE AmAzIng 
SPIdEr-mAn 2
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fights, along with some fresh stealth-

based takedowns for picking off stray 

henchmen, Batman-style.

We’re also promised a “menagerie 

of Marvel menaces” to bulk up the 

story, with a host of classic villains that 

strays from the script of the upcoming 

film of the same name – the first trailer 

has already confirmed Kraven the 

Hunter’s appearance. Interestingly 

he seems to be working alongside 

Spider-Man, training him to become 

the ultimate hunter, rather than trying 

to kill him as he so famously did in the 

comics in the Eighties. Expect a twist, 

but so far this sequel is ticking all  

the right boxes.

Teased at the end of the game’s first trailer 
is a quick shot of Electro, presumably in 
line to play the key villain (as he is in the 
upcoming movie, out in May if you want a 
rough release date for the game). At least, 
he’ll stay as the bad guy while Spidey’s 
alliance with Kraven holds up – but we 
sense a little Ra’s Al Ghul-style deception 
may be on the cards.

POWER UP

51one-gamer.com

ABOVE: It’s a fair 
bet that this scene 
has something to 
do with Electro 
– and hopefully 
environmental 
takedowns, too.

LEFT: Once again 
you’ll have the 
freedom of the city, 
only this time with a 
bigger playground 
to explore and more 
things to do in it.

BEEnOx: This Canadian developer has been in charge of the 
Spider-Man franchise since 2010’s Edge of Time and, judging by The 
Amazing Spider-Man, it’s finally getting to grips with it.

BEEn THERE…

SHOTS: THE AMAzIng SpIdEr-MAn 2
Ian CollenWEB SEARCH: A core path of the story sees Spidey trying to track down Uncle Ben’s killer.
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hen submerged in a fantasy 

world beautifully detailed 

with watercolour and ink that is to 

be explored like a platform game 

and battled through like a classic 

turn-based RPG, it’s understandable 

to want to be left alone, and for a 

long time – who could blame you? 

This gorgeous adventure, from 

(surprisingly) the same team that 

made Far Cry 3 such a gory triumph, 

looks like a living book of fairy tales, 

and even when viewed as static 

screens it’s mightily inviting and 

deeply alluring, though only when 

you see it in motion can you fully 

appreciate Aurora’s flowing red hair 

and feel the strain as she uses all her 

strength to lift up her magical sword.

Ready yourselves to dive in for 

hours, but also know that Child 
of Light features asymmetrical 

multiplayer throughout, and so while 

it’s undoubtedly going to bring 

pleasure to one, it’s also going to be 

utterly engrossing for two when they 

sit down together and share. Possibly, 

we imagine, while grinning like 

Cheshire cats.

Inspired by early Final Fantasy 

games as well as the works of master 

animator Hayao Miyazaki, Child of 
Light concerns the journey of the 

daughter of an Austrian duke who 

contracts an illness in 1895, putting her 

RIGHT: There’ll be 
quite a few Limbo-
like touches to enjoy 
– but expect them to 
be light.

New ScreeNS
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FORMAT: 
Xbox One. Xbox 360

PUBLISHER:
Ubisoft

DEVELOPER:
Ubisoft Montreal

RELEASED: 
30 April 2014

XBOX LIVE: 
Yes

into a deep and supernaturally long 

slumber only to awaken in the magical 

kingdom of Lemuria, year: unknown. 

The sun, moon and stars have been 

stolen and there’s an evil Queen in 

need of reprimand, and a story to 

unfold as if read from a poem.

If you’re familiar with Eternal Sonata 
such a setup might seem vaguely 

similar, and you may be able to detect 

notes of Limbo too, which is entirely 

intentional, though from the images 

on these pages it’s clear that Ubisoft 

Montreal’s artists are using more 

delicate touches to create a gentler 

atmosphere that still manages to hold 

some muted menace.

Built using the same UbiArt 

Framework that enabled Rayman 
Origins and Legends to feature such 

slickness and sumptuousness, it will 

require one player to guide the flame-

haired heroine as she floats, dream-

like, through the many environments 

while the other guides Igniculus, a 

weird and etherial glowing orb that 

can’t be blocked by physical barriers. 

Consequently, both characters won’t 

be able to navigate through exactly 

the same areas and so Igniculus 

will have to assist Aurora in finding 

her way through, gather otherwise 

inaccessible resources, and aid her 

in combat by blinding enemies and 

slowing down their battle timeline.

one-gamer.com

W

While deciding 
on an action, why 
not ask a friend to 

blind some foes?

UBISOFT MONTREAL: Founded in Quebec in 1997 this studio is 
bringing us Watch Dogs later this year, as long as it doesn’t suffer 
further delays.

BARK AND BITE

CHILD OF LIGHT
BrUshes And qUills And JApAnese rpG thrills
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ABOVE: Open up 
and say ‘aww’ – ‘ain’t 
this just the prettiest 
doorway you ever 
did see?

RIGHT: You’ll have to 
wait for your timer to 
have counted down 
before you attack – 
but then so will they.

53

Look beneath the game’s surface 

and you’ll find a branching network 

of over 200 skills and abilities that 

can be brought into play. Indeed, it’ll 

be a lot like a much wider version of 

the system found in Far Cry. Oculi 

gemstones can be equipped in three 

slots for your sword and shield, and 

not only can they be found, they can 

be crafted – indeed, over 600 items 

can be created by blending elements 

together, and so what we have here 

isn’t just an exercise in visual artistry, 

it’s going to feature myriad methods 

of customisation and experimentation. 

Just don’t expect to have to gut a pig 

to make a belt.

Available for downloading in April, 

Child of Light has already won itself 

a great number of adoring fans, and 

unless something unspeakably foul 

occurs during its development and 

all that has been shown belies some 

other truth, you can be assured that 

it’ll tug hard on your emotions too… 

but who knows? Maybe Ubisoft will 

add microtransactions, block off 

entire areas for DLC, smother it all 

with a death metal soundtrack, and 

Japanese developers won’t be faced 

with a game that skillfully reinvents a 

genre they once ruled and shows how 

such things can be done. We severely 

doubt it. Our faith in the future of 

games has been restored.

How is Aurora flying? She doesn’t seem to have wings, a jet pack or rocket boots. 
Could she be held by an invisible snowman who’s helping her to walk in the air? 
Such queries are irrelevant right now as we just wanted to take a few moments out 
to wonder about the nature of Child of Eden’s puzzles – this one certainly doesn’t 
surprise. Move the right gear into the correct location and activate the machinery – 
simple. It will be interesting to find out how much her floating friend is going to be 
needed in other conundrums. Will some areas only be accessible when playing in co-
op mode, or does artificial intelligence always offer assistance?

CLOCKS WORK

SHOTS: ChILD OF LIght
Will JohnstonDE-REZ: Same publisher, similar name, but this is nothing like Child of Eden.
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FLIGHT CLUB
Despite suffering a major stomach upset and needing a nice long lie down last 
time we saw him, it seems that Booker DeWitt will be making an appearance 
when we finally get to play as Elizabeth and find out what really has been 
going on. Awakening 5,000 fathoms below the main city and about to be 
executed by one of Atlas’ henchmen, she’ll at least be able to interact with the 
previous episode’s protagonist. The question is: can anyone else? And already 
we’ve hinted at far too many plot spoilers, so apologies all round if you’ve yet 
to play through Episode One.

Still, it’s fair to talk about how other characters that appeared in the original 
BioShock will be making an entrance stage left, in some form or other – Dr Li 
Suchong has already been mentioned in materials released by Irrational and we 
have a sneaking suspicion we’ll see more of Fontaine. Other details will remain 
a mystery until late March, when we finally find out if the developer was right 
not to just release the entire DLC as one complete story rather than expecting 
us to remember a lot of details and pay twice as much money for the privilege. 
We’re gamers of the MTV generation, after all – we can hardly recall what 
happened in our own lives last week.

54 one-gamer.com

New ScreeNS Will Johnston

BIoSHoCk InFInITe:
BUrIaL aT Sea – epISode TWo

FORMAT: 
Xbox 360

PUBLISHER:
2K Games

DEVELOPER:
Irrational Games

RELEASED: 
25 March 2014
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ou could listen to all 

seventeen of Episode One’s 

audio logs, ransack every drawer 

and trash can, and as long as you 

were effective in combat you could 

see all there is to see, and hear all 

there is to hear, in just over two and 

a half hours. Many complained, Ken 

Levine responded and so we should 

all rejoice in the news that the next 

and final episode is to last for more 

than twice that length – though this 

probably means it’ll help if you walk 

rather than run and are interested in 

what every non-player character has 

to say before they revert to silence 

and their animations recycle.

Importantly, those rushing 

through will only have themselves 

to blame when nothing seems to 

make a jot of sense. How come 

Booker was so able to accept that 

Elizabeth could open dimensional 

Tears? Why has Rapture suddenly 

started to feature its own versions 

of Columbia’s rails and wasn’t it a 

bit convenient that Plasmids had 

become near exactly like Vigors?

Such details baffled many who 

didn’t bother to pay close attention 

to their surroundings last time, 

but even if they did, it could still 

be regarded as half a story that, in 

turn, was divided into two halves. 

Its opening was impressive and 

shone fresh light on the workings of 

the underwater city; its conclusion 

was about pressing a few buttons, 

battling a great many Splicers – and 

concluded with another of Levine’s 

trademark ‘WTF’ moments.

Y
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THIS IS THE END
For all our interest in how Sally might be saved from suffering life as a Little 
Sister, and apprehensions about length, what we’re really concerned about 
are the actual game mechanics and how they’ll be implemented – will 
Elizabeth be able to carry more ammunition than Booker could, and access 
more special powers? We’ll say it’s pretty much a given that she’ll be able 
to open Tears and so pull in items from other dimensions, but who will be 
throwing her supplies when she needs them should DeWitt really have 
snuffled off – will rails be used more than last time? Because, aside from an 
occasional few, they were only used lightly and pretty unsatisfactorily.

Even considering its larger size we’re definitely hoping that Episode Two 
doesn’t just descend into combat while only explaining itself via diary entries. 
We want more richness and more evident detail, less button pressing and a 
deeper dealing with characters. So far, Burial at Sea is coming across like an 
experiment in downloadable content that might well prove disappointing for 
players but financially rewarding for the developers, and so it’ll be interesting 
to find out when all is said, done and concluded, whether or not the game 
represents value for money.
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FIRST LOOK

FORMAT: 
Xbox One

PUBLISHER:
No Goblin

DEVELOPER:
No Goblin

RELEASED: 
TBC 2014

XBOX LIVE: 
No

ow here’s something you don’t 

see every day, especially on 

a next-gen console: Crazy Taxi in 

a head-on collision with Kuru Kuru 
Kururin. But sure enough, that’s 

exactly what upstart developer No 

Goblin has in store with Roundabout – 

a Seventies-styled spin-’em-up that’s 

as absurd as it is amazing.

If there’s such a thing as an open-

world driving puzzle arcade game, this 

is it. You are the driver of limousine 

that constantly revolves and it’s your 

task to pick up passengers, drive them 

to their locations, take on dangerous 

missions, fi nd hidden collectibles and… 

fall in love.

“Mechanically, Roundabout is a 

multi-layered take on open-world 

exploration, streak-based scoring and 

puzzle traversal,” says the dev. “In 

English? That means we put games 

like Crazy Taxi, Tony Hawk, Kuru Kuru 
Kururin and about a dozen other 

inspirations in a blender, then melded 

the delicious result into the shape of 

a constantly rotating ’70s limousine.” 

And if you believe that, here’s another.

“Set in 1977, Roundabout also tells 

the rise to fame story of Georgio 

Manos, arguably the world’s most 

famous revolving chauffeur. While 

driving players around the town of 

Roundabout, players will learn about 

the dizzying highs, terrifying lows and 

secret loves of a revolving limousine 

driver. You’ll experience the Seventies 

in the only authentic way possible: 

with full-motion video set in the 

interior of a limousine.”

You might be picking up on the 

fact that the chaps behind No Goblin 

aren’t quite playing with a full deck of 

cards. That’s probably because the 

main man at the studio, Dan Teasdale, 

cut his teeth on games like Destroy All 
Humans! and The Gunstringer (with a 

stint on Rock Band in-between), so if 

you enjoy an arch American sense of 

humour then you’ve defi nitely come to 

the right place.

“We want to make games no other 

studio is making,” Dan says, probably 

wearing a smoking jacket while 

chugging away on one of those plastic 

pipes that blows bubbles. “Our goal is 

to marry original IP and ‘gameplay fi rst’ 

design to make truly unique games.”

Clearly, Roundabout is exactly that. 

And No Goblin is exactly the kind of 

developer that Microsoft was hoping 

to attract with its ID@Xbox initiative, 

which was introduced to allow indie 

teams to self-publish on the Xbox One 

and populate the console with the 

kind of quirky fare that makes Steam 

such a vibrant platform. For our part, 

we can’t wait to experience Georgio 

Manos’ revolutionary tale of love, 

limousines and full motion video.

LET’S GO, MR DRIVER!

N

RIGHT: This might be 
a bit Carmageddon 
for some people’s 
liking. Just pretend 
it’s more like Katamari 
and everything will 
be okay.

NO GOBLIN: Established last year by veteran game designer Dan 
Teasdale, Roundabout will be the fi rst game produced by the 
Seattle, Washington indie developer.

DESTROY ALL PIXELS
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ROUNDABOUT
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LEFT: Your limousine 
doesn’t just spin, 
you know – it also 
jumps, so expect 
an occasional bit of 
“platforming”.

BELOW: For certain 
sections, the top-
down view is going 
to be a life saver. 
Possibly not for the 
pedestrians, though.

Quite how this helps you stop 
the dockworkers from striking, 
we’re not sure. But it sure is a 
sick slide, no doubt.

A good trailer is enough to get you 
interested in a game and encourage 
you to find out a bit more about it. Such 
trailers are a dime a dozen. But it’s not 
often that a trailer is so awesome that it 
single-handedly makes something a must-
buy proposition.

When you think of such trailers, the 
ones that are so amazing you immediately 
share them on Facebook or Twitter, you think of the ones with epic music that tugs at 
your heartstrings while pre-rendered video gives you goosebumps – the likes of Gear 
of War 3’s set to Mazzy Star’s Into Dust or the haunting Giles Lamb score to the Dead 
Island masterpiece.

What you probably don’t think of are daft parody trailers that are less about tugging 
at your heartstrings and more about making you bust a gut. And such is the case with 
the brilliant trailer for Roundabout, a brilliantly conceived retro relic that spoofs tacky 
infomercials and those nasal American news reports from yore.

If you haven’t yet had the pleasure, we’d highly recommend that you head straight to 
YouTube and check it out – it’s far and away the best game trailer we’ve seen in ages.

TRAILER PARK
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SHOTS: Roundabout
James artaiusPULLING THE GUNSTRINGS: No Goblin founder Dan Teasdale formerly worked at Harmonix and Twisted Pixel.
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We see a not bad moon rising

New ScreeNS

FORMAT: 
Xbox 360

PUBLISHER:
midnight City

DEVELOPER:
scientifically Proven

RELEASED: 
tbC 2014

XBOX LIVE: 
no

hen outside while the moon 

is fat you’ll take the form of 

a hefty, rabid woman-dog; inside 

buildings and in the shadows you’ll 

just be Selena, armed with a crossbow 

and out to rescue your son from the 

clutches of a classic monster squad. 

Either way you’d better be skilled 

at jumping and guiding your falls, 

because what we have here is another 

indie title with one foot in the past – 

and this time that foot is treading on 

Mega Man and Castlevania, and even a 

gooey piece of Ghouls n’ Ghosts.

Already out for PC, Blood of the 
Werewolf has won praises from those 

who dig its old-school atmosphere, 

testing difficulty levels, upgradable 

attacks, plethora of collectables and 

its focus on climbing the leaderboard 

by navigating levels in an extreme 

W

RIGHT: Deal with 
this blue meanie and 
maybe you’ll find a 
secret area full of 
goodies…

BELOW: If you’re 
a veteran of 8 and 
16-bit consoles you’ll 
recognise this sort 
of map as being 
somewhat classical.
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Expect yellow MC Hammer 
trousers to become all the rage 

when this game is released.

 BLOOd Of THE 
WEREWOLf

058-9_OG138[BoTwerewolf]NTICDH.indd   1 14/02/2014   14:07



hurry. In bestial form you can claw 

through enemies and perform double 

jumps, while your altogether more 

human alter ego can aim their weapon 

as if in a twin-stick shooter. There’ll 

be five bosses to battle, naturally, but 

oddly, memorising their patterns and 

beating them down won’t provide 

as much of a challenge as the task 

of simply avoiding being crushed to 

death by a room full of pistons.

Yeah, it’s one of those kind of 

games, and so you’ll probably already 

know if it’ll find its way up your alley 

when released.

The game features some lovingly hand-drawn background artwork and uses the same 
style to illustrate mostly static cut-scenes. What does jar slightly is the way our in-
game heroine and her enemies are rendered in three dimensions. There’s a slight lack 
of consistency in the visuals, then, but it’s still got retro charm.

MUDDLED MEDIA

59

ABOVE: Expect to 
be more challenged 
by the levels than you 
will by their closing 
boss fights.

one-gamer.com

ScIEntIfIcALLy PrOVEn: Founded in Detroit in 2009 by Nathaniel 
McClure, you might know one of his previous games, Real Heroes: 
Firefighter for the Wii. It’s a splasher, not a shooter.

InDIE PEnDAnt

SHOtS: BlooD oF The WereWolF
Will JohnstonrAt rAcE: The developer employs staff who once worked for big dogs EA and Activision.
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First Look

tressed? Anxious? Constantly 

worried about elements of your 

life that are spiralling wildly beyond 

your control, and generally easy to 

spook? Then you are going to find this 

unsettling expansion of a purposely 

unsettling project development by 

students at the University of Southern 

California all the more testing as it’s 

being designed to get harder the 

more your heart begins to wage a 

rattling war against your ribs. Are you 

sitting comfortably? Then we’ll begin.

Ascribable to the horror genre, 

Nevermind has little to do with fishing 

for babies using a hook baited with 

dollar bills and everything to do with 

teaching you how to not flip out when 

dealing with situations that would 

normally leave you gibbering on the 

floor and clawing at your eyes. It aims 

to do this by monitoring your heart 

and placing you, as some kind of 

cybernetic psychologist, into the mind 

of a patient who’s suffered extreme 

mental trauma.

Once implanted within the 

oppressive and caustic halls of their 

diseased subconscious, you’ll need 

to explore and solve puzzles, and 

thereby remedy a series of grim 

ailments that relate to various deeply 

buried issues. Should the game’s 

level designers have done their job 

you’ll also have to not let the droning, 

oppressive atmosphere make you 

leap out of your skin when something 

goes bump to your right (or left – you 

get the idea). It’ll play a bit like a free-

roaming version of Myst, but with the 

scare factor of Slender and the visual 

aesthetic of a Nine Inch Nails video 

directed by Kyle Cooper of Se7en’s 

title sequence fame. You know, the 

stuff bad dreams are made of.

Should the Kickstarter funding go 

to plan then PC and Mac owners at 

least will be able to strap a USB heart 

monitor to their chest and deal with 

the dire consequences that will occur 

should their blood flow suddenly 

increase: lights will dim, visual static 

will obscure. For example, should you 

be trapped in a room that’s being 

pumped with milky liquid you’ll swiftly 

find yourself drowning. 

And so the central concept is that 

if you learn to not be quite such a 

pussy, take a deep breath and move 

on, your progress will be made easier 

and so, when applied to the real world, 

you’ll have learned how to deal with 

job interviews, first dates, shatteringly 

Loading up on funds and asking for friends

SFORMAT: 
Xbox one

PUBLISHER:
flying Mollusk

DEVELOPER:
flying Mollusk

RELEASED: 
TBa

XBOX LIVE: 
no

BOTTOM RIGHT: 
Now this patient’s 
going to have to deal 
with having once 
passed through the 
Iron Giant’s alimen-
tary canal.

one-gamer.com60

Weird – this is what 
happened when we once 

tried to do some basic 
3D rendering back in ’96.

FlyInG MOlluSk: This will be the Californian developer’s first 
game, but apparently its project manager and designer worked on 
some COD and MOH games, so let’s have a picture of one of those.

SnaIl TRaIl

neveRMInd
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ABOVE: This patient 
was once beaten 
up by a gang of 
rampaging Pez 
dispensers.

RIGHT: These masts 
are scary because 
when you move 
THEY TURN TO 
WATCH YOU!

infuriating automated check-outs, 

and rush hour ass-hats on the tube. 

It’ll probably be advisable to not play 

while drinking espresso, also.

Should Nevermind’s Kickstarter 

funding go even better than initially 

planned then it’ll be released on Xbox 

One and so you won’t need to strap 

anything to your torso; instead Kinect 

will scan your face and detect when 

you’re getting flustered. You’ll also 

be able to play without having your 

biometrics inspected, in which case 

algorithms will be used to follow how 

you are using the gamepad – be slow, 

cautious and twitchy and you’ll suffer 

just as you would had your heart rate 

leaped. Be an emotionally sanguine 

sociopath and you’ll probably be in 

line for a whole batch of very easy 

Achievements.

Already given the green light by 

Steam and so presumably going to 

appear on PC first, early tests by early 

testers have already confirmed that 

it’s able to stop many from chillaxing 

while playing. A stereoscopic Oculus 

Rift version has been mooted too, 

and should it materialise we reckon 

it’ll provide an all-encompassing 

experience akin to being suffocated 

by a nightmare being suffered 

by someone who’s played far too 

many hours of Silent Hill and dines 

exclusively on mouldy cheese.
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BELOW: Flickering 
lights or not – that 
anagram was an 
absolute doddle.

A teapot, a cup, a doll with buttons for eyes and a bum for a face. You don’t have to be 
an expert to know what trauma this scene relates to – obviously the patient once went 
to a Radio One Roadshow in the early Eighties and has still never managed to deal with 
the way Bruno Brookes’ mulleted hair blew wistfully in the seaside breeze. Actually, we 
don’t know – what we do know, however, is that you might be more concerned that the 
graphics don’t look exactly at the cutting edge of next-gen tech, which is why you should 
understand that the more Nevermind manages to receive from Kickstarter the more 
artists the developer can hire, and the better it will end up looking. As it is, it’s probably 
just as well that a lot of filters have been used to disguise a lot of mundaneness.

PLAY WITH MADNESS

SHOTS: NeveRmINd
Will JohnstonPC EXTRAS: Nevermind currently works with a Garmin cardio monitor - £45 to you guv’nor.
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Are you the best… Around?

Game Update

ith the crazy outfits, insane 

opponents, gloriously over the 

top combat and a title so long it’s 

only possible to buy t-shirts bearing 

it in sizes XL and bigger, you could 

be forgiven for thinking that the team 

behind the relentless Naruto franchise 

was beyond caring. “Yeah sure, why 

not throw in a Mecha-Naruto? It’s not 

as if it’s going to look any weirder than 

half the stuff we’ve got away with  

over the years.”

However, to dismiss the games 

based on looks alone is to turn your 

back on one of the most entertaining 

fight franchises in recent years. 

Sure, it’s not going to rival the Street 

Fighters of the world, but Naruto 

games are always an enjoyable 

rollercoaster of rock solid combat 

and stylish anime adventures. And, 

amazingly enough, Revolution actually 

contains more characters than its 

ridiculously long moniker.

There’ll be 100 playable brawlers in 

the game, so we’re told, with recent 

additions including the Second 

Mizukage (armed with a deadly Water 

Pistol Jutsu, apparently), Second 

Tsuchikage (with his unique Particle 

Style), Third Raikage and Garra’s 

father, the Fourth Kazekage. The core 

story will feature on the usual lead trio 

of Naruto, Sasuke and Sakura, as they 

team up with Kakashi and a reunited 

62

FORMAT: 
Xbox 360

PUBLISHER:
namco bandai

DEVELOPER:
CyberConnect2

RELEASED: 
tbC 2014

XBOX LIVE: 
yes

Team 7 to master the new Combo 

Ultimate Jutsu technique and all the 

fresh silliness that comes with it – most 

notably a new group signature attack 

to pummel foes with.

CyberConnect2 has also announced 

a new game mode for Revolution – the 

Ninja World Tournament. Featuring a 

series of tiered battles across Festival 

Island, the tournament will pit you 

into an arena with three AI-controlled 

characters and each attack landed will 

gain you some sparkling Battle Orbs; 

the player with the most orbs at the 

end of each round will be declared 

the winner. Unsurprisingly, as you 

progress the rounds will get tougher, 

eventually leading to S-ranked battles 

and the chance to be crowned the 

ultimate ninja. It mostly makes us think 

of Karate Kid meets Crackdown, which 

would be a weird and wonderful place.

So, while it’s a garishly bright and 

colourful assault on the senses (and 

sensei), there remains a very rigid 

and robust fighting game beating 

at the heart of Revolution, and we’re 

expecting another rich and largely 

enjoyable adventure when we finally 

get to return to Hidden Leaf village 

and start beating up some old friends. 

That said, it would have been nice to 

see the series put through its paces on 

a next-gen console – but then we can’t 

imagine that day will be too far away.

one-gamer.com

TOP: We like how 
Mecha-Naruto still 
manages to look like 
he’s using product 
in that perfect metal 
hair of his.

BELOW: We dread to 
think where Mizukage 
pulled that from.

 NaruTO ShiPPudEN: uLTimaTE 
NiNja STOrm rEvOLuTiON

W
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RIGHT: Tasdf

In case you missed it at the tail end of last year, perhaps the most substantial 
announcement to the gaming roster is the typically over the top Mecha-Naruto. Pretty 
much doing what it says on the tin, Mecha-Naruto is an evil mechanical version of our 
jump-suited hero and is “entirely made of metal and weapons”. He’s badass, that’s for 
sure, and was actually designed by the series’ original manga creator Masashi Kishimoto 
exclusively for the game. In Naruto circles that’s something worth shouting about.

Not only is he going to be an extremely potent foe on his own, packing various fire 
and laser attacks to devastating effect, Mecha-Naruto also comes with a couple of 
awesome Awakening forms, with a special Kyubi mode and the super-super badass 
Mecha-Kurama. The latter basically sees the human-sized robotic Naruto jump into 
the cockpit of a giant Mecha at least three times bigger than him and, for some reason, 
with the head of a wolf. Chances are he’ll be the final boss in Ninja World Tournament 
mode so, erm… yeah, good luck with that.

MECHA WISH FOUNDATION

ABOVE: Hits make 
Orbs, Orbs make 
points and points 
make prizes.

RIGHT: Because all 
good fighting arenas 
should have a giant 
rail slide, that’s why.

LEFT: Dressing as an 
unwrapped Easter 
egg is the ultimate 
disguise, it seems.
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CyBERCONNECT2: Before embarking on the FIFTEENTH Naruto 
title, this Japanese studio first made its name with the .hack series 
on PS2 and, more recently, Asura’s Wrath.

BETTER WITH CONNECT

SHOTS: NaruTo SHIPPudEN: ulTImaTE NINJa STorm rEvoluTIoN
Ian CollenFIGHTING SPIRIT: Including all global releases, the franchise has passed the 50-game mark – in just 10 years!
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First Look Ian Collen

2014 FIFA World Cup BrAzIl

FORMAT: 
Xbox 360

PUBLISHER:
EA Sports

DEVELOPER:
EA Canada

RELEASED: 
17 April 2014

XBOX LIVE: 
Yes

 Her NAme Is rIo…
Perhaps topping the list of ‘reasons to cheerful’, the game will come 
bundled with a pretty impressive bunch of game modes. Obviously at its 
core will be the Road to World Cup, which enables you to play as any of 
the 203 sanctioned countries and take them from day one of qualifying 
to the final itself. If you’re more of a Be a Pro player, then Captain Your 
Country will do the same thing, only pushing you to raise your ranking 
up from fringe player to the first name on the team sheet.

In addition there’ll be more than 60 real-world qualifying scenarios 
to recreate in Story of Qualifying, while the game will sync with the 
actual finals and offer additional challenges based on events as they 
happen. Online gamers can look forward to the Road to Rio de Janeiro 
mode, which offers up 12 divisions (disguised as cities) complete with 
promotion and relegation – while the Online World Cup challenges you 
to the simple notion of winning seven games in a row and lifting that 
Jules Rimet trophy. Throw in the usual assortment of Kick Off shootouts, 
Online Friendlies and Skill Games and we can’t really complain about the 
game being short of options.

64 one-gamer.com
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uite possibly one of the least 

surprising announcements of the 

year, EA Sports is ready to repackage 

and rebrand its uber-football franchise 

to celebrate yet another crushingly 

disappointing summer for the England 

football team. But although it would 

be simple (and certainly easier on the 

tongue) to rechristen 2014 FIFA World 
Cup Brazil as ‘FIFA 14: World Cup Edition’ 

there are plenty of modes to enjoy 

and just about enough tweaks to the 

gameplay to warrant a look.

Indeed, the one real surprise is that 

the game will only come to the Xbox 

360, and not (as currently announced at 

least) to the Xbox One. Considering the 

amount of hyperbole EA tried to sink into 

its next-gen reworking of The Beautiful 

Game, you’d have thought that using it as 

a platform for one of the biggest events in 

the sporting calendar would be a perfect 

match. However, it looks like the series will 

be regressing somewhat, with all the glitz, 

glamour and seamless presentation of 

the One version presumably wiped away. 

Good job the 360 version of FIFA 14 was 

still pretty damned sweet, then.

And fair play to EA for at least trying 

to up its game for 2014 FIFA World Cup 
Brazil with a decent list of improvements – 

even if many of them are largely cosmetic 

and simply papering over a few cracks. 

For example, players can now “turn 

quicker at every angle and keep the ball 

under control” which we could translate 

as “it might have been a bit shit before”. 

But hey, progress and all that.

Q
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 Like A Boss
As for changes to the gameplay itself, there are more than 100 new 
animations, while general movement, control and passing elements have 
been tightened up (outside of the foot crosses!), which should make 
things just that bit more gameplay-friendly and less annoying. Ball physics 
are being improved and penalties are being tweaked to include players 
jostling on the edge of the area for potential rebounds, and keepers will be 
able to implement off-putting ‘antics’ among other fresh animations.

Other new features include Adidas miCoach training that enables you 
to improve up to six attributes in individual players through a series of 
training sessions. There’s added atmosphere with flags and banners in the 
crowd, and even cutaway shots to fans celebrating in their home country 
(England supporters in Trafalgar Square, for example). The EA Sports Talk 
Radio adds more than 50 hours of new audio and there’ll be 21 new stadia, 
including all 12 official venues – and EA has finally secured some licensed 
managers, with 19 countries having someone bearing a vague resemblance 
to the real thing standing on the touchline. It’s a lot of little touches, but 
they probably all add up to something that should tempt many a FIFA fan.
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INDEPENDENT OPINION YOU CAN TRUST

66 one-gamer.com

72

As a game that refl ects
upon that original and 
then builds upon it for 

a modern marketplace, 
Strider is almost the perfect 
combination of both worlds.

STRIDER – 74

PAGE GAME VERDICT

 67  Lightning Returns: 
Final Fantasy XIII 7

 72  Fable Anniversary 7

 74  Strider 8

 78  The Wolf Among Us 
– Episode 2: Smoke & Mirrors 8

THE WAITING GAME
After last issue’s line-up of reboots and HD remakes, it might seem 

a little disappointing to see more of the same here and a distinct 

shortage of original games around. We could argue a fair case for 

all of these games justifying their presence, though, and certainly 

there’s no shortage of quality games on the way.

Indeed, it was only a problem with code and a thoroughly 

inconvenient alignment of the gaming gods that stopped us 

bringing you the likes of Thief, Castlevania: Lords of Shadow 2 and 

maybe one or two others. However, our disappointment can be ONE 
Gamer Interactive’s gain, with the chance for our new digital mag 

to pick up the slack with Issue 02 out on 12 March and a fi ne place to 

catch up on those reviews a fortnight before the next print issue hits.

78

SAME
AGAIN?:

SEQUELS
(25%)

EPISODIC
(25%)

REBOOTS
(50%)

SEQUELS 20%

REBOOTS 50%

EPISODIC 25%
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it’s the final 
countdown for nova 
chrYsalia, so it’s time 
to PartY like there’s 
no tomorrow…
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ou know that feeling when 

you start playing a game and 

even after a couple of hours, you’re 

still not enjoying it? Maybe the game 

mechanics feel a bit disjointed or the 

central plot is so woefully dismal that 

you welcome the arrival of each new 

cut-scene with the same fondness as a 

dentist’s drill, but whatever the source 

of irritation you just can’t get into the 

game and you start to think about 

trading it in for something else. That’s 

the position we found ourselves in 

after a few hours of Lightning Returns: 
Final Fantasy XIII – only, with this being 

our job, we didn’t have the luxury  

of giving up.

Determined to see the end credits 

roll with some kind of conclusion to 

one of the most convoluted storylines 

in J-RPG history (and that’s saying 

something), we got further and 

further into the game. And with each 

passing boss and nostalgic encounter, 

our unfulfilled expectations began 

to give way to genuine appreciation. 

It may say Final Fantasy on the box, 

and it may be framed with the same 

sci-fantasy setting that the series is 

known for, but when it comes down 

to it, Lightning Returns is one half 

exactly the same and one half entirely 

different. It’s a juxtaposition of new 

and old that seems baffling at first and 

yet somehow works.

The story picks up 500 years after 

the events of Final Fantasy XIII-2 

and the death of the goddess Etro. 

Lightning, the primary protagonist 

from the first game who entered 

crystal stasis at the conclusion of the 

second, wakes up from her many 

years of slumber and finds the world 

of Nova Chrysalia in a precarious 

state. The people of the land have 

stopped ageing and, with a sea of 

Chaos eating away at what remains 

of the four shrinking continents, the 

world has just 13 days left before 

everything is consumed by the 

apocalypse. Talk about leaving things 

till the last minute.

Y

68

BELOW: With a chequered top hat like that, 
we feel like we should be the one asking the 
questions right about now.

BOTTOM: To help her navigate the Wildlands, 
Lightning enlists the help of an albino Chocobo. 
Yellow is so 1992.

one-gamer.com
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 PLUS

+  Schemata system is 
really deep

+  Each continent 
feels unique

+  Puts an end to a 
nauseating story
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-  Hard going at the 
beginning

-  Lacks direction

-  The time limit isn’t 
for everyone
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ABOVE: Further into the game, you’ll gain a 
dash-like ability that enables you to evade 
obvious attacks.

Unfortunately for the people of 

Nova Chrysalia, there’s no way to 

stop this from happening. But when 

Lightning comes face to face with 

the god Bhunivelze, he asks her to 

become the Saviour – and far more 

than a lofty title, the Saviour’s duty is 

to free the souls of humanity. It sounds 

a bit “free spirited” on paper, but this 

actually translates to running lots of 

errands and helping people out with 

their problems, and should Lightning 

make it to the 13th day with a good 

Samaritan score that eclipses Live Aid, 

Bhunivelze has pledged to forge a 

new world for humanity to live in. And 

just to sweeten the deal, Lightning 

will also be reunited with her dear 

departed sister.

As a plot device, the countdown 

to destruction is an interesting way 

to tie up loose ends, as Lightning 

has to reunite and even fight with 

many of her former allies, but as a 

gameplay mechanic this is the first 

Final Fantasy we’ve played that 

enforces a strict time limit from 

start to finish. You start off with just 

six days to work with but, as you 

complete the main quest and a wide 

range of side-quests, that number 

will gradually increase. One day in the 

game equates to roughly seventy-

two minutes in real time, although 

the timer doesn’t tick down when 

you’re watching a cut-scene, scrolling 

through a menu or – perhaps most 

mercifully – in the middle of combat.

One thing that makes this game 

hard going at the beginning is the lack 

of direction. You’re literally plonked 

into the opening city with a vague idea 

of what you’re supposed to be doing. 

You’re given a few leads on the first 

of the five main quests and then the 

clock starts ticking away in the corner 

of the screen. You’ll quickly realise that 

certain quests can only be undertaken 

at certain times of the day, so rather 

than just hang around till the allocated 

time you’ll explore the city while 

triggering a few side-quests.

These range from helping a boy 

that’s stuck inside a cat’s body to 

turning around the fortune of a 

failing restaurant. A lot of these side-

quests are free of combat; it’s more 

about finding the right person or 

item to progress the story with a few 

snatched battles along the way. But 

even though the four main areas are 

fairly modest in size, the map does a 

poor job of highlighting where you’re 

supposed to go next. It’s almost like 

Square Enix wanted the strategy guide 

to feel like more of a necessity than  

an optional extra.

With regular saving you can 

circumvent the loss of time by figuring 

out where you’re supposed to go next, 

before reloading and taking the most 

direct route, and then as the streets 

and landmarks start to become more 

familiar you’ll fall back on the saves 

less and less. It’s one of the ways in 

which Lightning Returns feels like a 

modern-looking game with old school 

sensibilities. There’s a hint of Shenmue 

in the initially overwhelming layout 

of the city and more than a spark of 

ABOVE: It may 
be running on old 
hardware but this 
game still has its 
visual moments.

TIme Is money
Each time you defeat an enemy in battle, you’ll gain a 
fraction of an Energy Point. These can be used for a 
wide range of useful abilities including Teleport and 
Chronostasis. The former is the more costly of the two and 
lets you teleport to any continent without wasting time on 
the train. It doesn’t sound like much on paper, but those 
saved hours really add up in the long run. Chronostasis, on 
the other hand, costs just one Energy Point to use and stops 
the clock for about an hour. And if you can build up another 
Energy Point during this time, you can stop the decay of 
time for a much longer period than normal.
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The Mediguard ability lets 
you block while slowly 

recharging your health. We 
encourage you to abuse it.

you take direct control of Lightning’s 

movement and can initiate attacks and 

techniques with the face buttons.

It sounds more Devil May Cry than 

J-RPG but, in terms of execution, it 

sits somewhere in-between. Lightning 

doesn’t move fast enough to avoid 

incoming attacks; the only defensive 

options you have are to hold the 

guard position to minimise damage 

or block just before an attack lands to 

negate it entirely. You also have to be 

mindful that health doesn’t recharge 

between battles. This wouldn’t be 

such a concern if you could hold lots 

of potions and learn a wide range of 

recovery magic, but with the combat 

system being cut from a different cloth 

the rules have changed. You have a 

six-potion carry limit and access to 

one costly healing spell.

The limit does increase slightly as 

the game progresses, but you can’t 

rely on an endless supply of phoenix 

downs to keep you alive. Instead, the 

surest way to victory is to master the 

Schemata system. This can be seen 

as an offshoot of the Paradigm Shift 

from the last two games; it basically 

boils down to Lightning having three 

different load-outs that she can 

instantly switch between mid-battle 

and, while the constant costume-

swapping may feel a little unorthodox 

at first, the level of strategic depth that 

Majora’s Mask in how you have to keep 

checking your schedule for important 

appointments. It’s just a shame you 

don’t have a magical Ocarina that can 

turn back time.

If the stopwatch routine is one way 

in which Lightning Returns breaks free 

from Final Fantasy convention then 

the more action-orientated combat 

is equally game-changing. Instead of 

having a party of characters that fight 

as a team, Lightning goes through the 

story solo. The random battles from 

Final Fantasy XIII-2 have been reverted 

back to the visible enemy encounters 

in Final Fantasy XIII and, rather than 

selecting commands from a menu, 

The OuTer BenefiTs
The game has an Outerworld Services feature that enables 
you to connect with other online players in subtle ways. 
Most of this is done through Facebook or Twitter, as you 
can link the game to your accounts. You can then use the 
game’s screenshot function to take a snap of you beating 
a boss with a five-star rating before posting it online, or if 
you prefer you can dress Lightning up to look like some 
obscure anime character before adjusting the colours 
for the desired effect. It doesn’t rival the invasions and 
soapstone messages of Dark Souls, but it’s an interesting 
feature nonetheless.

RIGHT: if you can’t 
look badass in a 
straw cowboy hat 
and a white leather 
trenchcoat, there’s no 
hope for you.

BELOW: There’s a 
reason why hope 
still looks like a 
whippersnapper, but 
you’ll have to play the 
game to find out.

one-gamer.com
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The Final Fantasy XIII sub-series has 
been one of the most polarising in the 
franchise’s long-running history. A lot 
of people hated the scripted pathway 
that made up the first 30 hours of the 
first game. In comparison, Lightning 

Returns throws you in at the deep 
end and enables you to unravel its 
interconnected world on your own. 
It doesn’t offer a story or setting 
that we haven’t seen before but, 
once you start to experiment with 
the combat system and embrace the 
white elephant that is the time limit, 
you’ll discover a game that apart 
from anything else feels 
unique. The fact that it 
dares to be so different is 
reason enough to try it.

it offers is one of Lightning Returns’ 

most engaging features.

You can’t win a battle by using the 

same Schema indefinitely. You have 

to constantly switch between them 

so that the two inactive Schemata 

can recharge their abilities and, with 

each Schema having four abilities 

to its name, you have to make sure 

they complement each other with 

matching elements and supporting 

effects. One Schema can be a 

defensive powerhouse that can shrug 

off damage easily while bombarding 

the enemy with de-buffing spells; 

one can be an offensive monster 

with a wide range of melee skills that 

relieve the monsters of their health; 

and one can sign up for the classic 

black mage routine.

That’s the starting point and then, 

as you acquire more equipment, 

the game gives you more freedom 

to build a trio of Schemata that can 

tackle any situation. It’s not just about 

the abilities and raw stats, either – 

each garb, weapon and shield will alter 

Lightning’s appearance accordingly, 

and with full control over an outfit’s 

colour scheme and a wide range of 

collectable adornments that are purely 

cosmetic, you can make the Saviour 

look like a Buster Sword-wielding 

bouncer or a scantily clad cat-girl with 

a massive spear. The only thing you 

can’t do is put together an ensemble 

that looks vaguely protective.

With around 30 to 40 hours on 

offer for your first play-through, 

Lightning Returns offers more reply 

value than most. You’d be hard 

pressed to complete all the available 

side-quests within the given time 

limit but, considering that all your 

equipment carries over when you 

start the game again, you don’t have 

to worry too much about missing 

optional events. It’s far better just to 

go in blind, break through the initial 

frustrations and then embrace a game 

that takes a ridiculous storyline and 

works it into a conclusion that feels 

reasonably satisfying.

This is a Final Fantasy game where 

you gain experience by completing 

quests rather than defeating enemies. 

There’s no room for grinding, as you 

have to keep your eye on the clock. 

It’s annoying as hell to begin with, 

but give it time and you may come 

to appreciate an unprecedented 

experiment that takes some unpopular 

ideas and works them into something 

memorable. This could’ve been a flat 

end to an unsteady trilogy but, while 

Lighting Returns is far from flawless, 

it’s still worthy of your time.

ABOVE: This mischievous little minx is 
Lumina. She frequently causes hassle for 
Lightning, but just who is she?

ABOVE: One side-
quest has you testing 
out random potions 
in combat situations. 
They start off bad 
but get better.

BELOW: Vanille takes 
more of a backseat 
due to the time skip. 
We doubt many 
people will complain.

FinAL FAntAsy Xiii + COuntdOWn: Just like the enduring 
game show, you have limited time to find a solution.

thE FinAL COuntdOWn

+

REViEW: LIghTnIng ReTuRnS: FInaL FanTaSY XIII
Matthew edwards
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f you didn’t like Halo: Combat 
Evolved back in 2001 then Halo: 

Combat Evolved Anniversary, despite 

the HD lick of paint and modern-day 

refinements, wasn’t likely to make 

a fan out of you. And if you didn’t 

like Fable back in 2004 then Fable 
Anniversary probably isn’t going to 

change your mind either. If, however, 

you’re a diehard fan of the original or 

you never actually played it a decade 

ago, then this is most definitely worth 

revisiting – especially if you checked 

out either of the sequels.

If you’re somehow reading an Xbox 

magazine and don’t have a clue what 

Fable is, it’s a milestone action-RPG 

that popularised (if not pioneered) 

many concepts that are now staples 

of the genre, such as its then-cutting 

edge morality system. What it didn’t 

do, however, were things like enabling 

acorns to grow into oak trees – the 

kind of hyperbole typical of its 

creator, Peter Molyneux, which saw 

many critics misguidedly review the 

promotion of the game rather than  

the game itself.

What Anniversary chiefly affords us, 

then, is the opportunity to re-evaluate 

a cornerstone title of the entire Xbox 

brand without any of the ludicrous PR 

bollocks or the often more ludicrous 

backlash to it. And in so doing we find 

a quite brilliant adventure game that 

both holds up remarkably well for its 

age and remains highly enjoyable even 

by today’s standards.

Unfortunately, while many blemishes 

have been delicately smoothed out in 

the anti-ageing process, a number of 

its original idiosyncracies have been 

left completely untouched and some 

of its underlying DNA simply hasn’t 

aged gracefully, despite an expensive 

facelift that itself cracks and peels in 

places. It’s not quite the success of 

Halo Anniversary, but it’s certainly 

nowhere near the disaster that was 

Leisure Suit Larry: Reloaded.

So, a quick catch-up on the basics: 

you’re a plucky young lad in the 

distinctly English-flavoured (if you’ve 

never played a Fable game before, 

that point REALLY can’t be stressed 

enough) land of Albion who goes on 

to become a fabled warrior, with your 

actions dictating whether your legend 

is remembered with song or scorn. 

You’ll quest and battle and belch your 

way through a West Country-scented 

adventure that is genuinely hilarious 

and endearing.

And it’s that latter point, above 

all the modern-day HD upgrades 

and head-scratching decade-old 

oversights, that is and was the most 

important part of Fable: its story 

is one well worth telling and the 

manner in which it does so is utterly 

charming and wonderful. More than 

anything else it’s a game that has a 

true personality, which in 2014 is still 

enough to make you overlook its flaws 

just as it was in 2004.

Those flaws are many and varied. In 

terms of the new stuff, obviously the 

first thing you’ll notice are the high 

definition visuals… and, unfortunately, 

the occasionally horrible frame-rate 

dips and pop-up that come with them. 

While the trusty Fable Engine is still 

ABOVE: The visuals have been brought in line 
with later Fables, which does rob the character 
models of a little of their original charm.

One-on-one is no 
problem, but a screen full 
of baddies and a borked 
lock-on system will have 

you cursing the gods.
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+ Snazzy visuals

+ Fixed save system

+ SmartGlass
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A GrEAt ANNIvErSAry, bUt NOt A PErfEct cELEbrAtION

I
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While the 2014 embellishments 
certainly make it more welcoming 
for newcomers, Fable Anniversary 
is really a love letter to those who 
enjoyed a chicken-kicking youth. And, 
despite a few technical shortcomings 
and bizarre hangovers, this stroll back 
down the country lanes of Albion 
is one that’s well worth taking. Like 
going back to your old school it feels 
smaller and less worldly than it once 
did, but you’ll be glad that you took 
the time to see where 
you came from and 
appreciate it through more 
understanding eyes.

ABOVE: Though 
the game feels a bit 
corridored these 
days, the Unreal 
facelift gives things a 
much greater sense 
of scope.

LEFT: “Winter is 
coming” isn’t a 
caption that would 
have made sense to 
most people in 2004.

running the game under the surface, 

it has been overlaid with Unreal 3 

to power the embellishments – and 

unfortunately the two don’t always 

make for the best of bedfellows in 

technical terms.

Likewise the previously rage-

inducing menu system has been 

completely overhauled, but in so 

doing Lionhead has created whole 

new headaches in the labyrinthine 

structure of sub-menus that we now 

have to contend with. And while you 

now have the option to play with 

more streamlined combat controls 

reminiscent of the sequels, virtually  

all the problems with the actual 

combat mechanics have been left 

bafflingly unchanged.

It may have made Anniversary more 

authentic to leave the inconsistent 

lock-on system and ham-fisted 

dodging intact, but it certainly 

hasn’t made it more fun – especially 

in the soul-crushing Arena mission 

that induces near controller-hurling 

levels of rage. Similarly, leaving in the 

original game’s incessant loading 

screens between areas is certainly 

historically accurate – but it’s also 

dumbfoundingly disrupting to have to 

endure them ten years later when they 

should have been all but eradicated.

A few moans aside, though, 

Anniversary manages to right a 

lot of wrongs – not least of which 

the overhauled save system, which 

now blissfully bestows us with both 

checkpoints and the ability to save 

at will. And special mention must be 

made of the SmartGlass integration 

– enabling you to access the map, 

gain extra information and flashback 

images of the 2004 version of the 

game (in lieu of being able to toggle 

between the old and new visuals), not 

to mention the quite brilliant Prima 

strategy guide – which is one of the 

best uses of the tech we’ve seen.

REVIEW: FAbLe AnnIverSAry
James Artaius
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amers of a certain vintage may 

well have fond memories of 

the original Strider, first released into 

arcades in 1989 and soon ported to 

a variety of consoles, perhaps most 

notably the Sega MegaDrive. Such was 

the popularity of this fast-paced, 2D 

side-scrolling platformer that it’s been 

a regular on many listings of people’s 

favourite games of the era, and on lists 

for games deserving a sequel – despite 

getting a shoddy second arcade outing 

in 1990 and the thoroughly decent 

Strider 2 in 2000.

What we’ve got here is more like 

a reboot of the original, a task first 

undertaken by GRIN in 2009 before 

the developer went belly up, and 

since picked up by Killer Instinct 
coders, Double Helix. Thankfully any 

disappointment in the game’s demise 

five years ago is quickly washed away 

by this stylish HD remake, as not only 

does it pay a very welcome homage 

to its roots, it also manages to expand 

upon them in many ways – and all for 

the better, too. And, best of all, this 

version almost manages to become 

two games in one; the first favouring 

speed and fluency, the second combat 

and exploration.

For newcomers, you play as Hiryu, 

an ultimate ninja assassin known as 

a Strider. With the evil Grandmaster 

Meio ruling over your futuristic 

dystopian world, it’s your job to kill 

everyone standing between you and 

that final showdown. Trust us when 

we say the story is both immaterial 

and easily ignored – it’s as if the 

devs equally accepted this, not even 

bothering to add any lip-syncing to 

the cutscenes. Sure, it might have 

been intended as a nod back to the 

original, but watching people talk 

without moving their mouths just 

looks cheap (it’s worth noting, this 

review is based on the Xbox 360 

version and there is some next-gen 

polish in place).

Certainly a lot more attention has 

been put into expanding the game 

world itself. Where the original began 

in the central Kazakh Republic before 

74

In keeping with the sci-fi 
setting, many of the boss 
fights are robo-themed.

BELOW: The game has no shortage of boss 
and mini-boss battles, with some notably more 
straightforward than others.

BOTTOM: The game features enemy siblings 
known as the Pooh Sisters. Really.

one-gamer.com
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+  A cracking remake…

+  … with a few new 
twists

+  Fast, fluent combat

+  Plenty of 
exploration
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-  Can get annoying

-  Button-mashing 
repetition

STridEr
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ABOVE: Much like the Xbox’ use of the Oroboros 
symbol, some boss fights can go on and on.

ABOVE: Exploration 
can get a little bit 
tricky later on. We 
remember swearing 
during this section a 
few times.

RIGHT: The Plasma 
Catapult effectively 
gives you a pretty 
stellar triple jump.

transporting you to the wilds of Siberia, 

the Amazon jungle and a space lair on 

the moon, this reboot focuses purely on 

Kazakh City. Instead the developer has 

created a variety of regions within the 

city (industrial, construction, prison etc), 

each offering a nice twist in visual style, 

and you’ll flit between them throughout 

the game. It may feel a bit cheap to 

be replaying the same area, but each 

is designed with a wealth of lockable 

doors and areas that you’ll only be 

able to access once you’ve explored 

somewhere else and discovered a new 

tool or skill.

At a glance, Strider may look like a 

pretty standard side-scrolling action 

game, but Hiryu’s key weapon is his 

speed. He’s not exactly Sonic but our 

protagonist is painfully susceptible to 

gunfire and so avoiding attacks can 

be every bit as favourable as hacking 

and slashing your way through the 

entire game. If you wanted to you 

could choose to play against the clock, 

bounding through the levels with 

platform-precision – there’s even an 

Achievement for beating the game 

within four hours, but you’re going  

to have to go some to earn those  

40 Gamerpoints.

We chose the more sedate path, 

opting to indulge in Strider’s combat 

system, taking time out to clear rooms 

– and ultimately tracking down the 

wealth of upgrades and collectibles 

scattered around each location – but 

working with speed is still very much 

key. Hiryu’s primary weapon is his 

cypher, a quick-swinging sword that 

can be spammed with the X button to 

plough through enemies; later in the 

game you’ll be able to imbue it with the 

likes of an explosive and freeze ability 

– handy for dishing additional damage 

and also serving as a way to open 

previously locked doors.

The cypher also offers a charged 

attack by holding down X, although it 

does feel a little at odds with the fast-

moving action. It’s slightly awkward at 

first, as it still plays an attack animation 

on that initial press and if you get hit 

during the brief pause, the charge is 

lost. Eventually we got into the routine 

of leading a charge with a jump to avoid 

attacks – as you will need it to counter 

shield-protected goons and for dishing 

double damage in the numerous mini-

boss fights.

Indeed, if we had one recurring 

complaint about Strider it’s that every 

hit of any kind is often enough to stop 

you in your tracks. Get hit jumping for 

a platform and you’ll fall. Take a hit 

as you’re using Hiryu’s hooks to pull 

yourself up a wall or across a ceiling and 

the chances are you’ll be kissing the 

floor – and when you get into a room 

full of bad guys, turrets, swirling drones 

OPTIONAL EXTRAS
Hiryu is supported by three ‘Option’ allies, unlocked over 
the course of the game, with a fourth providing all HUD info. 
Your first friend is Option-C, a Robo-Eagle who swoops 
across the screen in a fiery blaze causing plentiful damage 
– especially handy for taking big chunks from a boss’ health. 
Option-A then offers up rotating discs that protect you from 
various projectiles (and for operating certain machinery), 
while Option-B gives you a ghost-like Robo-Panther that 
rampages across the floor dishing out damage to anyone in 
its path. Each to their own, but Option-C became our go-to-
guy in a fight, and we defeated a few mini-bosses using  
little else.
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It pays to stay mobile as 
enemy fire can quickly 

eat into your health, 
but they’re not great at 
hitting a moving target.

repetitive as you stream down 

corridors and hammer X to wipe 

away orderly queues of enemies. 

There is a secondary power attack  

on Y but it requires a closer proximity 

and mashing out three quick attacks  

in the same time just feels favourable 

and easier.

However, by adding the various 

upgrades to your cypher, unlocking 

your Option allies (more in the Optional 

Extras boxout) and ultimately adding 

new attacks to your repertoire, just 

when things start to feel a little tedious, 

Strider mixes it up again – which not 

only adds new combat options, each 

addition typically opens up access to 

previously closed off areas.

After a while you will get Kunai 

throwing blades, which are welcome 

after you’ve taken a few too many hits 

from floating foes that don’t willingly 

and the like, making any progress can 

become rather annoying, especially 

when the game opens up into some 

of the bigger levels that require very 

careful navigation.

In fairness, this does eek the skill level 

required up to a standard familiar with 

the original and many other games 

of the era that flatly refused to hold 

your hand throughout. That’s not 

to say Strider is unduly difficult, and 

most of the time a little persistence will 

go a long way, but it does make you 

thoughtful of your surroundings and, 

with a checkpoint system that can undo 

a fair few minutes work (and lose all 

collectibles found in that time), when 

your health is low you’ll be nervously 

scouting for health packs.

Initially, and certainly at various 

other points in the game, Strider 
can feel a little button-mashy and 

PACE YOURSELF
As well as the main campaign, Strider also provides two 
extra Challenge modes in which to pit your skills against 
the best in the world. Survival Mode does what the name 
suggests and throws you into an arena (five maps in total) 
filling up with increasingly difficult enemies to wipe out. 
Beacon Run puts the emphasis on speed, rather than 
combat, testing your agility against the clock (ten maps 
in total) – not easy when enemy fire can stop you in your 
tracks. Both are suitably tough and will take a fair few goes 
to master, but you can be sure that those top scores will be 
something to be proud of.

RIGHT: An early 
cypher upgrade 
enables you to reflect 
projectiles – handy 
for smacking missiles 
‘return to sender’.

SONIC + TOMB RAIDER: All the fast-flowing speed of Sega’s mascot, 
combined with Lara’s addictive upgrade-oriented exploration and combat.

ZOOM RAIDER

+

one-gamer.com

If you haven’t unlocked the explosive 
cypher, you’ll need a charged attack 
to breach that shield.
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Strider does a great job in reliving its 
origins but also manages to evolve 
into something worthy of a modern 
console. The key functions and feel 
of the original remain, but there are 
more than enough layers added on 
top to make this reboot feel suitably 
fresh and substantial. The game 
drives an impressive blend of speed 
and combat, with a surprising amount 
of navigation and exploration on offer 
to soak up the hours. It has its flaws, 
and it can get frustrating at times, 
but if you can persist with a few 
rough edges and a little 
repetition then this is a 
classic action-platformer 
that’s well worth a look.

VERDICT

ABOVE: Despite 
such rather nice 
images supplied by 
Capcom, the game is 
very much a flat 2D 
experience.

step into range of your sword. Later 

on you’ll equip Hiryu with a Plasma 

Catapult, which enables him to dash 

at speed in any direction, and can 

then be chained with your (unlocked) 

double jump to make bounding around 

the platforms and ledges an even more 

seamless experience. Sure, it’s annoying 

when those pesky bad guys shoot 

you down, but if you can get a flowing 

fluency to your navigation it can also 

be a thing of heart-warming beauty 

– as long as you avoid inadvertently 

getting stuck to a wall or ledge you 

didn’t mean to.

If you’re the kind of gamer who went 

back through each campsite in Tomb 
Raider to 100% each area, then there 

are plenty of incentives to put those 

platforming skills to the test. Although 

all of the key items are unmissable, 

things like upgrades for your health 

and weapons need to be tracked 

down. They’re all flagged up on your 

in-game map (which gets painted in 

as you explore) so you know roughly 

where to head, but getting there might 

not be quite so straightforward – or 

may well require a tool or skill you’ve 

yet to find elsewhere. Throw in an 

assortment of concept art and intel to 

unlock (nicely hidden as classic POW 

icons) and you may well find yourself 

purposefully exploring every last 

corner of the game.

We’d seriously question our ability to 

nail that Achievement for beating the 

game within four hours, and even played 

at pace you can comfortably double 

that, with a couple of extra hours to be 

added depending on your general level 

of in-game curiosity and that desire 

to head left when your target marker 

says go right. As mentioned, it can be 

annoying at times and occasionally the 

path isn’t obvious or one of the many 

mini-boss fights will drag out a bit too 

long and you’ll be willing to put down 

the pad for good. However, equally you’ll 

find yourself playing level after level, just 

to discover what’s around the corner or 

see what’s behind those doors you can 

now open.

It’s not a game that’s going to 

reinvent anything or innovate in 

the same way that the original did 

some 25 years ago – but as a title 

that reflects on that original and 

then builds upon it for a modern 

marketplace, Strider is almost the 

perfect combination of both worlds. 

Simple and accessible in its basic form 

(and especially welcoming for newbies 

on Easy), but with the added depth 

and menace of many a classic action-

platformer, it’s a game to be enjoyed 

and persevered with in equal measure.

It may seem rather pricey – though 

we’d assume that figure is governed 

by the seemingly single-tiered pricing 

system of Arcade (or rather, digital) 

games on the Xbox One – and certainly 

it looks like a rather rough and ragged 

platformer against the cheery charms 

of Max: The Curse of Brotherhood, but 

Strider is a classic gaming experience 

that’s been given a healthy 21st Century 

makeover. It’s not perfect, but if you 

have happy memories of losing hours 

in anything Mario, Metroid or MegaMan 

then this is a perfectly decent way to 

give them a nudge.

ABOVE: Find the right upgrades and you’ll 
be able to equip the Kunai with the same 
imbued powers as the cypher sword.

ARCADE REVIEW: STrIdEr
Ian Collen
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hort of saying that we actually 

prefer it to The Walking Dead, the 

greatest compliment we can pay The 
Wolf Among Us is that we wish it could 

be the blueprint for countless other 

comic book adaptations. The thought 

of a Watchmen or a Hellblazer or a 

Preacher (the latter two, interestingly 

enough, being fellow Vertigo titles) 

game being built according to the 

Telltale template sends shivers down  

our spine.

As it is, though, we’re perfectly 

happy with what the developer 

has done with its interpretation of 

Bill Willingham’s Fables. More than 

happy, actually; we’re bloody well 

overjoyed, because The Wolf Among 
Us – particularly this second episode 

– takes Telltale’s signature storytelling 

to new and truly dizzying heights. 

Which makes it all the more annoying 

that we’ve had to endure a four-month 

wait, numerous technical issues and 

a broken Season Pass in order to get 

it. But it speaks volumes that playing 

Smoke & Mirrors is enough to make 

you forgive those sins.

The episode begins – thankfully, 

given those four intervening months – 

with a “Previously on The Wolf Among 
Us” style recap of the first instalment, 

reminding you of the choices you made 

and setting the stage for the resultant 

relationships and plot points you’ll 

encounter. Sadly the first impression 

isn’t a good one, as the customised cut-

scene is choppy, stuttery and suffers 

agonising load times. As incredible 

as Telltale is at weaving stories, the 

developer is still frustratingly incapable 

of creating software without irksome 

technical issues.

Thankfully that’s as bad as things 

get, but it certainly takes some of 

the wind out of your sails – especially 

since the story picks up moments after 

the shocking cliffhanger of the previous 

episode, which is consequently robbed 

of a bit of its emotional punch. It isn’t 

long, though, before Bigby’s Logan-

esque charm wins you right back  

over to this weird and wonderful 

world of murder and mystery and 

fairytale majesty.

Indeed, Smoke & Mirrors really does 

enrich your relationship with and your 

understanding of the game’s “hero”. 

Bigby is a much more rounded and 

participant protagonist this time 

around, thanks to an exceptionally 

elevated level of writing that enables 

him (through you, of course) to stretch 

his range to the extremities of the 

emotional spectrum.

In one moment your paternal 

instincts are put to the test, as you 

have the opportunity to explore an 

almost Clementine-like exchange with 

Mr Toad’s shy and scared son, TJ. Then 

you find yourself standing in the kind 

You’re not the only one 
to interrogate a suspect 

in Smoke & Mirrors.
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Crying wolf

S

FORMAT:
Xbox 360

PUBLISHER:
Telltale games

DEVELOPER:
Telltale games

RELEASED: 
out now

AGE:
18 PEgi

PLAYERS: 
1

XBOX LIVE: 
no

PRICE: 
£3.99  
(£9.99 Season Pass)

www.telltalegames.com

 PlUS

+  Bigby’s emotional 
range

+  Real choices, real 
consequences 

+  A fantastic 
character drama

 MinUS

-  The four-month wait

-  Technical hiccups

-  Not much really 
happens

 The Wolf Among US – 
epiSode 2: Smoke & mirrorS
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to be clever by wrong-footing you 

with needless twists and turns. The 

machinations and mystery will play 

out soon enough; Smoke & Mirrors is 

a welcome opportunity to spend 90 

minutes hanging out with the most 

interesting cast of characters you’ll 

ever encounter.

+

Packed with fantastic scenes, 
fabulous writing and both physically 
and mentally agonising decisions 
to make, The Wolf Among Us hits 
genuine stride with Episode 2. Where 
the first episode was more a piece of 
interactive fiction, and despite not 
a lot occurring outwardly in terms of 
plot, Smoke & Mirrors imbues Bigby 
with the kind of complex progression 
you’d expect of a BioWare protagonist. 
Your choices radically shape your 
character and your experience – and 
with the stakes and the intensity being 
ramped up significantly,  
the consequences of your 
actions will stick with you 
long after you’ve finished 
playing the game.

ABOVE: How you 
choose to conduct 
your interrogation 
is entirely down to 
your own moral 
sensitivities… or lack 
of them.

of shoes typically worn by Reservoir 
Dogs’ Mr Blonde or GTA V’s Trevor, as 

you take part in an interrogation scene 

that is almost as much a Rorschach test 

(fittingly enough) as the No Russian 

level in Modern Warfare 2.

It’s a testament to both the fantastic 

writing and the expert design that, 

unlike the previous episode that felt 

somewhat passive, here there are 

genuine repercussions to your actions – 

Episode 1’s Grendel encounter was just 

the tip of the cause-and-effect iceberg. 

While Fable Anniversary (back on page 

72) never really realises its “for every 

choice a consequence” promise, here 

your words carry tangible weight and 

your actions result in real (if not equal 

and opposite) reactions.

The superb dialogue and character 

interaction also make this feel much 

more “Fables-y” than the previous 

episode which, understandably for a 

first chapter, spent most of its time 

setting the scene rather than letting 

you loose in the world. With the table 

now laid, however, Smoke & Mirrors is 

directly concerned with the fallout of 

the opening act’s disturbing events 

and how the residents of Fabletown 

deal with them, adding dimension 

to each character and giving their 

individual personalities much more 

room to breathe.

That said, herein may lie Episode 2’s 

only potential flaw: it’s much more 

meditative than its predecessor, more 

concerned with character study than 

plot progression. In a lot of ways it’s  

like an early Kevin Smith or Tarantino 

film, where it’s all about the characters 

and dialogue but not a lot actually 

happens. Things really don’t move 

forward a whole lot from Episode 1, 
making this a very slow-burn instalment 

if you’re more interested in finding 

out what actually happens rather than 

exploring the intricacies of the town’s 

intricate relationships.

If you’ll forgive us going back to 

our Alan Moore fetish, though, in 

our opinion this works in the game’s 

favour. Like Watchmen, The Wolf 
Among Us succeeds because it’s 

a basic detective story defined by 

its remarkable personalities – not 

because it’s a whodunit that tries 

MOTION COMICS + FABLE: Injects the passive storytelling of 
Episode 1 with genuine cause-and-effect that means there really is a 
consequence for every choice.

EMOTION COMIC

BELOW: All your decisions from Episode 1 – 
particularly how you interacted with Beauty and 
Beast – play a significant part in proceedings.

BOTTOM: Meet Georgie Porgie. He really does 
kiss the girls and especially makes them cry.

ABOVE: ’Ow much 
you ’armed Grendel 
last time round 
will determine ’ow 
’armless he is this 
time round.

ArCAdE rEVIEW: The WoLF AMoNG US – epISode 2: SMoKe & MIRRoRS
James Artaius
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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…

On the 360, downloadable games 
meant cut-price Achievements and 
cut-down content. On the Xbox One, 
however, digital releases stand side by 
side with their physical counterparts – 
and some of the console’s best releases 
are only available as downloadable 
delights.

Max: The Curse of Brotherhood 
combines athletic platforming with 

THE DIGITAL DISH

AND THE REST…

9

clever physics-based puzzling – and 
there’s a whole lot of fun to be had 
between sprinting through and then 
pausing scratch your head. It feels like 
a cheerier version of Limbo played out 
in a Tomb Raider world.

ALSO WORTH A PUNT…
Dead Rising 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
FIFA 14 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Killer Instinct . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Need for Speed Rivals . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Zoo Tycoon . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
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ESSENTIAL
XBOX ONE

8
Peggle 2
EA / PopCap Games
09 December 2013
Peggle 2 doesn’t fi x what isn’t broken, so 
expect pretty much more of the same – which, 
really, is exactly what Peggle fans wanted. The 
core remains intact and it’s still awesome. This 
really is an Ode to Joy.

9
NBA 2K14
2K Sports / Visual Concepts
22 November 2013
NBA 2K14 is both a breathtaking exhibition of 
the console’s capabilities and an absolutely 
fantastic videogame. Best in show gameplay 
meets world-beating visuals – this is what 
next-gen gaming is supposed to be.

8

8
Assassin’s Creed IV 
Black Flag
Ubisoft / Ubisoft Montreal
22 November 2013
It’s only a minor spit-and-polish of the 360 
version, but it’s the same great game that 
breathes new life into the franchise and offers 
the best Assassin’s Creed experience in years.

BUYERS’ GUIDE
AND THE REST…

If you haven’t already played Tomb 
Raider then you really, really should – and 
this new version of the game is as good 
as it gets. Lara has been remodelled, 
literally, from the top down, with new 
free-fl owing hair and a vast array of 
visual and physics-based tweaks. There 
are also improved animations and far 
more detail in her facial expressions, with 
extra life in her eyes and more subtle 
nuances as she reacts to the events 
around her.

The game world itself has also seen 
numerous improvements, from the 
vegetation now made up of individual 
components, giving forest areas a richer 

and more natural look, to the greatly 
improved lighting system that shimmers 
and refl ects across four times greater 
texture resolutions. The difference is at 
times quite dazzling, both during cut-
scenes and in-game.

As beautiful as the visual upgrade 
is, you’re still getting the exact same 
experience as you did on the Xbox 360. 
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 
Defi nitive Edition to any newcomers 
or wealthy fans strongly enough. Lara 
really has never looked better.

Because Arcades are so last-gen…

TOMB RAIDER:
DEFINITIVE EDITION

LEGO Marvel Super Heroes
WB Games / TT Games
29 November 2013
Despite TT Games continued and infuriating 
refusal to enable players to invert the Y-axis, 
LEGO Marvel is arguably the fi nest in the 
series and looks block dead gorgeous on the 
Xbox One.
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ESSENTIAL
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7
PUBLISHER: 

PQube

DEVELOPER: 

Milestone

RELEASED: 

13 October 2013
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ESSENTIAL
RACER

Sometimes, it feels like Rockstar is just 
playing by its own rules, operating 
outside the normal boundaries of what 
gaming could and should be. Normally 
this is translated through the scope of 
its games – GTA IV’s detail, Red Dead’s 
scale, L.A. Noire’s conversations. In Max 
Payne 3, though, Rockstar has inherited 
a once groundbreaking but now fairly 
typical franchise, and has poured an 
unfathomable amount of care, attention 
and cash into it – so much so, that the 
game’s instantly elevated above its 
own heritage.

The opening few scenes – heck, 
even the menus – have more style and 

personality than most shooters do in 
their entirety. Max, the battle-scarred 
alcoholic ex-cop with a painkiller 
addiction and a murdered family, sits 
mournfully in his grimy apartment, 
hurling scotch down his throat and 
chugging pain meds while the familiar 
refrains of the Max Payne theme tune 
hum in the background. It’s a far cry 
from most third-person actioners and 
their throwaway storylines.

Add in a multiplayer mode that fi nally 
elevates Rockstar to real players in the 
online combat arena, and you’ve got 
the fi rst summer blockbuster in years 
that’s as depressing as it is formidable.

There’s no frills, no bombast, no neon 
and no nitrous boosts; just a straight-up 
World Rally Championship experience 
that features every stage of every rally, 
in the closest thing to Colin McCrae 
that you’ll fi nd on a modern console. 
Milestone has even dropped the arcade-
style mini-games from WRC 3 to focus 
purely on delivering what racing fans 
want, and that’s a superbly balanced 
handling system matched only by the 
demands of the terrain you’ll get to 
hammer down.

As you’d expect from a Milestone 
game, the handling is mostly spot-on 
throughout. At times you’ll think the 

cars feel a bit light or unduly slippery 
but that’s only until you fi nd the limits 
of each vehicle, as you constantly need 
to push each car to its limit – but at the 
same time it’s about knowing when to 
ease off. And the tracks tie into those 
choices, with the mixture of snow, 
mud, gravel and dust affecting grip, 
balance and slide.

There’s not much to it in terms 
of style and variety, but if you’re a 
rally fan looking for a pure (although 
not necessarily hardcore) racing 
experience then WRC 4 is so 
wonderfully dirty that you’ll be able to 
smell the mud on your fi ngers.

ALSO WORTH A PUNT…
Forza Motorsport 4 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Need for Speed Most Wanted. . . . . . . . . . . . . . . . . 9
Project Gotham Racing 4 . . . . . . . . . . . . . . . . . . . . . . . 9
DiRT 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Sonic & All-Stars Racing Transformed ....8

AND THE REST…

9
Left 4 Dead 2
EA / Valve
20 November 2009
It’s bigger, badder and bloody well better 
than the original in every respect. Turn off 
the lights, turn up the sound and say your 
prayers with three other players – a more 
mental multiplayer you’ll never fi nd.

9
Far Cry 3: Blood Dragon
Ubisoft / Ubisoft Montreal
01 May 2013
It delivers the kind of ludicrous spectacle, 
cheesy one-liners and VHS-era overindulgence 
that you’d expect of an Arnie movie marathon. 
Blood Dragon is to Eighties action movies what 
Machete is to grindhouse cinema.

9
Borderlands 2
2K Games / Gearbox Software
21 September 2012
Borderlands 2 is exactly what fans will want 
and expect, and provides a heck of a lot of 
content for four players to share as they 
terrorise a planet for reasons that don’t really 
matter as much as the fun that’s being had.

9
BioShock Infinite
2K Games / Irrational Games
26 March 2013
Simply as a shooter BioShock Infi nite is up 
there with the best of them, but that simplicity 
was never its aim – and that’s its true strength, 
since completion brings as many answers as it 
does a weighty conclusion.

WRC FIA WORLD 
RALLY CHAMPIONSHIP 4

MAX PAYNE 3
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ALSO WORTH A PUNT…
Fez . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Brothers: A Tale of Two Sons . . . . . . . . . . . . . . . . . 8
Catherine . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Monaco: What’s Yours is Mine . . . . . . . . . . . . . . . . 8
Deadly Premonition . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7

KILLER IS DEAD

XCOM: ENEMY WITHIN

PUBLISHER: 

2K Games

DEVELOPER: 

Firaxis

RELEASED: 

15 November 2013

PUBLISHER: 

Deep Silver

DEVELOPER: 

Grasshopper 
Manufacture

RELEASED: 

30 August 2013

ALSO WORTH A PUNT…
Command & Conquer: Red Alert 3 . . . . . . . . . 8
Carrier Command . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
R.U.S.E. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Supreme Commander II . . . . . . . . . . . . . . . . . . . . . . . . . 8
Tropico 4 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8

ESSENTIAL
STRATEGY

ESSENTIAL
ALTERNATIVE

Already love Enemy Unknown? Then 
you will adore this expansion. Never 
played it? Then now is your chance 
to get with the programme. You’ll still 
notice a few anomalies in the core 
mechanics, but none of them will take 
away from the fact that the Xbox 
360’s fi nest strategy game has been 
modifi ed to some very special levels 
indeed – while also including all the 

original DLC. Featuring more settings to 
fi ddle with under its hood, a selection 
of the most beautiful XCOM maps 
ever seen, new enemies, weapons, 
mission rules and the chance to truly 
mechanise your infantry, as well as hear 
your squad mates speak in their native 
tongues, Enemy Within is highly, highly 
recommended. Yes, even at thirty quid. 
This game is utterly fantastic.

Killer is Dead amounts to a slick art 
style, a haunting cast of death-dealing 
characters and a tight yet explosive 
engagement system. And while the 
Gigolo missions top even the infamous 
grunts and groans of the God of War 
series and its sex mini-games, they only 
marginally taint an otherwise attractive 

package. We just hope that prospective 
players (especially female ones) aren’t 
put off by the silliness as, quirkiness 
aside, Grasshopper Manufacture is one 
of the few studios that’s willing to try 
something risky in a time when playing 
it safe is the industry standard. For that 
alone, we salute its smuttiness.

CHEAP THRILLS

PRICES ARE CORRECT AT THE
TIME OF GOING TO PRESS

Saints Row IV: 
Commander in 
Chief Edition
Price: £14.86
The Saints aren’t just sillier and 
stupider and more slapstick 
than ever, they’re also taking 
centre stage in a game that’s 
fi nally grown beyond being a me-too GTA 
knock-off and has become a celebration of 
everything that made seventh-generation 
console gaming so darned enjoyable. Not to 
mention a middle-fi ngered salute to the life 
and times of Toy Headquarters.

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… 

fi nally grown beyond being a me-too GTA 

LEGO Marvel Super 
Heroes
Price: £36.85 (Xbox One)
Imagine if Marvel Studios 
still held the rights to all its 
characters and The Avengers 
2 was an all-star romp that 
also featured the likes of 
Spider-Man, the X-Men and The Fantastic 
Four. Now imagine cameos from all corner 
of the Marvel Universe, from the likes of The 
Punisher and Deadpool to Howard the Duck 
and Union Jack, and you’ve got LEGO Marvel 
Super Heroes.

Spider-Man, the X-Men and The Fantastic 

Aliens: Colonial Marines 
Limited Edition
Price: £4.85
Yes, it was like getting hit 
square in the nuts with a 
Sonic Electronic Ball Breaker. 
But despite all the bullshit 
there is defi nitely a fi ver’s 
worth of gameplay to be found in Colonial 
Marines – especially in the multiplayer mode, 
which unlike the overall misery of the main 
campaign is actually pretty damned good 
fun. Go on – you know you’re curious to see 
how bad it is…

worth of gameplay to be found in Colonial 

Castlevania: Lords 
of Shadow
Price: £9.85
With its sequel sitting pretty on 
the shelves right now, there’s 
no better time to pick up the 
original Lords of Shadow and 
clue yourself up on the story 
before sinking your teeth into the follow-up. 
It still looks gorgeous despite its age and it 
plays pretty well despite its fl aws. And hey 
– everyone loves Patrick Stewart narrating 
things, right? Exactly. Make it so, number one.

before sinking your teeth into the follow-up. 
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ALSO WORTH A PUNT…
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Grand Theft Auto V . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 10
Monkey Island: Special Edition Collection . . . . . . . . . . . . 9
The Elder Scrolls V: Skyrim . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
The Walking Dead: Game of the Year Edition . . . . . . . 9

PUBLISHER: 
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DEVELOPER: 
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20 September 2013

PUBLISHER: 

Telltale Games

DEVELOPER: 

Telltale Games

RELEASED: 

11 October 2013

The last generation wasn’t kind to 
PES, but for the past few years it has 
undergone quite the resurgence. 
And with confi dence restored and 
an audience willing to return to the 
Pro Evo stable, Konami has taken its 
biggest risk in years by rebuilding the 
game from the turf up with a brand-
new engine and completely reworking 
almost every facet of its intricate world 
of men and ball.

The new engine, an approximation of 
the Fox Engine that’s going to power 
Metal Gear Solid V, brings properly 
physics-driven action to a football 

game for the fi rst time. Notice the word 
“properly”; FIFA has been trying to 
do this for years, but you only need to 
watch a few of KSI’s ‘FIFA Funnies’ vids 
on YouTube to know that it hasn’t been 
quite so successful as it may lay claim 
to. This, however, is glorious.

FIFA may have the licences and the 
sparkling presentation, but PES 2014 
has the heart of football; the drama, 
the passion, the moments that get you 
out of your seat or have your head 
in your hands. Pro Evolution Soccer 
is now fi rmly back. And arguably the 
best football game around.

ESSENTIAL
SPORT

ESSENTIAL
ADVENTURE

8
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8
Tiger Woods PGA Tour 14
EA Sports / EA Tiburon
28 March 2013
With Legends of the Majors mode and 32 
licensed golfers (including a handful of 
women who have their own LPGA Tour 
events), through sheer style and depth of 
content, Tiger Woods 14 delivers another 
Championship performance.

9
NHL 14
EA Sports / EA Canada
14 September 2013
Technically impressive and with a degree of 
depth and detail across its 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.

8
NBA Jam: Extreme Edition
EA Canada / EA Sports
05 October 2011
It loses the Remix Tour of the previous game, 
but makes up for it with tighter gameplay, the 
ability to switch players, Team Fire mode… All 
in all this really is the ultimate realisation of 
NBA Jam.

8
FIFA 14
EA Sports / EA Canada
27 September 2013
While we absolutely love FIFA 14 for all that it’s 
become, we’re a little remorseful about what it 
still is, hence the point dropped from last year.
Casual users could hang on to FIFA 13 and not 
miss out on too much.

Where The Walking Dead saw you 
fretting over the living, The Wolf 
Among Us will have you mostly 
concerned about what happened to 
the murdered. It’s a murder mystery 
and a detective story, and is mainly 
about the choices you make and how 
they will alter the narrative as it slithers 
on into further episodes. It’s also more 
like straight-up interactive fi ction than 
might be expected – certainly there 
are items to locate, but there’s nothing 
of the order of using a rubber chicken 
on a pulley to be concerned about.

Beautifully rendered, heavily stylised 
with more magenta than an early Tony 
Scott fl ick and backed by a winning 
Eighties synthesiser soundtrack that’s 
just a little bit Blood Dragon, The Wolf 
Among Us certainly knows exactly 
how to play its gumshoe Raymond 
Chandler graphic novel-noirness to the 
full. It never quite hits the genuinely 
concerning emotional highs that The 
Walking Dead managed, but that 
makes it no less worthy of investment 
– and might even end up being more 
intricately woven.

THE WOLF AMONG US –
EPISODE 1: FAITH

PES 2014
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PUBLISHER: 

Zen United

DEVELOPER: 

Arc System Works/
Atlus

RELEASED: 

10 May 2013

9

ESSENTIAL
FIGHTER

84

MANUFACTURER: 

Razer

PRICE: 

£179.99

RELEASED: 

01 July 2013

It’s not a term used that often these 
days, but older players will recall titles 
being referred to as “arcade perfect” 
if they were faithful recreations of 
arcade games. But an arcade perfect 
game isn’t complete without an arcade 
perfect joystick – and the Atrox is as 
close to arcade perfection as you can 
get without the smell of BO and sticky 
marks all over the screen.

It’s built using sturdy Sanwa Denshi 
components, with tournament-grade 
buttons and ball top joystick (with a 
changeable bat top). A panel hosts the 
Xbox Guide button, there are rapid-
fi res for each face button, a switch to 
toggle the joystick between the D-pad 
and left analogue, and a lock so that 
you don’t accidentally hit the Guide or 
Start button (located on the side of the  
shiny base).

At 3.46kg it’s super sturdy, with a 
rubber underside to ensure non-slip 
stick jockeying. But the best thing 
about the Atrox is that you can literally 
open it like a treasure chest to fi ddle 
with the internal workings. Want to 
rewire the buttons to your own spec 
(and given the non-standard B/X/Y/
LB top row layout, you will)? The 
screwdriver-free sockets enable you 
to do it in a fl ash.

There’s also storage space for the 
detachable 3m USB cable, the spare 
joystick top (and a screwdriver to 
change it) as well as two extra buttons. 
This is a sturdy, superb, tournament-
quality stick that’s as essential for Street 
Fighter IV as it is Midway Arcade Origins.

BUYERS’ GUIDE
THE ESSENTIAL GUIDE TO XBOX GAMING!

one-gamer.com

9
UFC Undisputed 3
THQ / Yuke’s Osaka
17 February 2012
UFC 3 succeeds almost as well as an arcade 
fi ghter for non-fans as it does a sports sim for 
MMA hardcores. Undisputed 3 blows away any 
game ever set in a ring, cage, squared circle, 
Octagon, hexagon or a Large Hadron Collider.

9
Street Fighter x Tekken
Capcom / Capcom
09 March 2012
Capcom goes out with a provocative ensemble, 
seduces another big hitter and then heads 
home to make sweet music in its salacious 
studio. No matter how you look at it, Street 
Fighter x Tekken is the best kind of love child.

9
SoulCalibur V
Namco Bandai / Namco Bandai
03 February 2012
The lack of modes may be irksome, the lack 
of true innovation might seem like the series is 
treading water, but there’s no denying that if 
it’s not the best fi ghting game in the world, it’s 
damned close.

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.

The Persona series may not be big on 
the 360 but it has a huge following 
on other formats. It’s noteworthy for 
its mix of J-RPG combat within the 
context of a secondary school, where 
your ability to summon powerful 
demons is fuelled by the links you 
develop with fellow students. So who 
better to oversee the transition to a 
pure beat-’em-up than the mastermind 
behind BlazBlue and Guilty Gear, Arc 
System Works.

With so many excellent fi ghters on 
the market it can be hard to pick one 
or two to invest the time with. Many 
players would overlook Arena as a 

strictly hardcore venture, but it caters 
just as well for Persona scholars as it 
does arcade stick afi cionados – it’s 
clear that Arc is a master of its craft 
and this is easily its most inviting 
fi ghting game to date.

Arena offers a surprisingly accessible 
fi ghting system, but one that doesn’t 
skimp on the bottomless depth that 
the diehard combo crowd craves. 
It also does a spectacular job of 
reworking a traditional J-RPG party 
into a diverse roster of sluggers. The 
UK release may have been delayed, 
but this is one prize fi ghter that’s only 
going to get better with age.

PERSONA 4 ARENA

RAZER 
ATROX
ARCADE STICK

ESSENTIAL
PERIPHERAL
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ALSO WORTH A PUNT…
Darkest of Days. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . USA
Ginga Force & Eschatos Wonder Pack . . . . . . . . . . . . . JAP
NCAA Football 14 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . USA
Nurarihyon no Mago: Hyakki Ryouran Taisen . . JAP
Onechambara Z: Kagura . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JAP

PUBLISHER: 

THQ

DEVELOPER: 

Curious Pictures

RELEASED: 

11 November 2011

PUBLISHER: 

Majesco Entertainment

DEVELOPER: 

HB Studios

RELEASED: 

11 September 2012 Sports developers make a lot of noise 
about “realism” and “authenticity”, but 
90% of games are played with a pad – 
and even on Kinect, you’re pretending 
to play with an imaginary ball. Unless 
you’re playing NBA Baller Beats, that 
is, which throws you a real ball, stands 
you in front of Kinect and makes you 
employ actual basketball skills.

A rhythm-action game, you have 
to dribble the ball – everything from 
crossovers and pump fakes to pull and 
fl ow dribbles and backward Hopkins 

– in time to the music. It’s like Rock 
Band with a basketball – and it works 
amazingly well. It could legitimately be 
used as a training aid to improve your 
handle if you shoot hoops, but it’s fun 
even if you’ve never picked up a ball in 
your life.

The Achilles heel, though, is space. 
This is by far the greediest Kinect 
game in terms of the room you need 
– and because you’re hurtling a ball 
around at a fi erce pace, expect your 
lamps and TV to take a few knocks.

ESSENTIAL
KINECT

ESSENTIAL
IMPORT
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8
Kinect Sports: 
Ultimate Collection
Microsoft Studios / Rare/BigPark
21 September 2012
Individually, they’re not quite to Kinect what 
Wii Sports was to the Wii. But together in one 
package with all the crowd-pleasers like golf, 
baseball, basketball and bowling, they’re an 
absolute must-have for the device.

8
Fruit Ninja Kinect
Microsoft Studios / Halfbrick
10 August 2011
A near-perfect port of the original iOS version, 
it’s pretty groovy, it supports two players and 
it makes getting all of your fi ve a day a very 
therapeutic experience. A great download and 
a free one, if you buy The Gunstringer.

7

8
Dance Central 3
Microsoft Studios / 
Harmonix/Backbone Ent.
19 October 2012
Right here, right now, Dance Central 3 really 
is the best Kinect title out there. It’s a brilliant 
party game for the casual crowd and a more 
than worthy evolution of the franchise for the 
hardcore followers.

DEEPAK 
CHOPRA’S
LEELA

NBA BALLER BEATS (USA)

7
First things fi rst: this isn’t a game, 
though it’s hard to explain exactly 
what it is. Suffi ce to say, if you know 
who Deepak Chopra is, then this is 
defi nitely for you. If you don’t know 
who he is, but you enjoyed the sheer 
tranquillity of titles like Proteus, Flower, 
The Endless Forest and even the yoga 
and tai-chi in the Your Shape series, 
then you’ll almost certainly enjoy it. If 
you’re only interested in no-scoping or 
beating things up, though, you may as 
well stop reading now.

Leela is a lot like Wii Fit in that the 
kind of people who love it aren’t your 

typical gamers. While it features 
simple gaming elements, at its core 
it’s about meditation and chakras 
and other such things. Its efforts 
to empower you to reach states of 
zen-like relaxation are occasionally 
scuppered by Kinect’s limitations, 
but the technical shortcomings aren’t 
enough to hold back a compelling 
creative effort.

It’s absolutely unlike anything else – 
be it a videogame or otherwise – you 
will ever see. And that alone is reason 
enough to recommend that you at 
least investigate it.

Discovered
Microsoft Studios / Amusement 
Park Entertainment/Caviar/Wahoo
30 October 2012
A free download, this is a live-action 
experience rather than a game. It only 
lasts about 25 minutes, but it’s a far better 
use of Kinect than most Kinect games are.
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ALSO WORTH A PUNT…
DJ Hero. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Guitar Hero World Tour . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Rez HD . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9
Def Jam Rapstar . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 8
Chime. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7

PUBLISHER: 

MTV Games

DEVELOPER: 

Harmonix

RELEASED: 

29 October 2010

ESSENTIAL
MUSIC

9

BUYERS’ GUIDE

PUBLISHER: 

Microsoft Studios

DEVELOPER: 

Humble Hearts

RELEASED: 

15 August 2012

THE ESSENTIAL GUIDE TO XBOX GAMING!

9

ESSENTIAL
ARCADE
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8
Trials Evolution
Ubisoft  / RedLynx 
18 April 2012
Bigger, better and more twisted than before, 
this is another benchmark moment for 
motorcycle masochists. Through the anguish, 
the swearing and the occasionally skyward 
controller, it’s hard not to keep coming back.

10
Spelunky
Microsoft Studios / Mossmouth 
04 July 2012
Spelunky is a ten-out-of-ten in the truest way 
possible. It is gaming at its greatest, distilled 
to its absolute and purest form. Divide the 
1,200MSP price by infi nite replayability and 
you’ll see what a bargain it is.

9
Joe Danger: 
Special Edition
Hello Games / Hello Games
14 December 2011
If a quick glimpse at Joe Danger makes you 
think of Trials HD, we wouldn’t hold it against 
you. And while Hello’s stunt-’em-up is going 
head-to-head with RedLynx’s, Joe Danger is 
actually the better game.

8
Double Dragon: Neon
Majesco / Wayforward
26 September 2012
The same two-player combat mechanic 
remains at its core, but what Neon does – and 
does so with a genius level of style, panache and 
pure love – is amplify its Eighties setting to often 
hilarious and deeply knowing proportions.

Originally aimed at the Indie Games 
channel, Dust won the 2009 Dream.
Build.Play Challenge and earned itself 
a contract for an Arcade release. It’s 
easy to understand why, since it’s one 
of the most endearing, compelling and 
plain enjoyable Live titles that we’ve 
ever played.

The core blueprint is Castlevania and 
games of its ilk. Visually it’s a knockout 
that reminds, as it’s meant to, of the 
agility of Devil May Cry and Ninja 
Gaiden, and its giddy excess manages 
to disguise another remarkable trick: 
you can use combat solely as a mode 
of transport.

The environments are consistently 
beautiful, the locations fi t together to 
create a believable Saturday morning 
cartoon of a world, and the simple act 
of getting around provides a tangible 
level of continuous joy that makes 
play constantly pleasurable. It even 
has moral choices where you have the 
opportunity to, for example, return 
some laundry after you’ve rubbed it in 
poison ivy.

For a team of coders to create such 
a cohesive game would be worthy of 
note; for one man to do it, and maintain 
an insane level of quality throughout, is 
nothing short of remarkable.

ROCK BAND 3

DUST: AN ELYSIAN TAIL

While Call of Duty: Black Ops sold 
1.4 million units in its opening 24 
hours in the UK, Rock Band 3 only 
scraped a paltry 7,400 sales in twice 
that time. It’s sad that the collapse 
of the music game genre turned the 
real best sequel of 2010 into a reason 
for Viacom to put Harmonix on the 
chopping block. Make no mistake, 
though – if you’ve ever had even the 
slightest inclination to pick up a plastic 
guitar, this is one purchase you simply 
have to make.

We’ll admit that the Pro modes 
and instruments were better ideas 
on paper than in practice. And yes, 
it’s infuriating that trying to use two 
guitars and a keyboard results in a 
semi-broken experience. But with 
vocal harmonies, all-new keyboard 
and piano parts, support for up to 
seven players and the ability to import 
DLC and tracks from every Rock Band 
except The Beatles, there’s nothing you 
can say except that this is the ultimate 
music game.
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Halo: Spartan Assault
The Walking Dead – Season Two, Episode 1: 
All That Remains

Max: The Curse
of Brotherhood
Microsoft Studios / Press Play
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 fi gure out 
more challenging sections. Max feels 
like a cheerier version of Limbo played 
out in a Tomb Raider world.

The Walking Dead – 
Season Two, Episode 1: 
All That Remains
Telltale Games / Telltale Games
As the fi rst episode for a new season 
it’s an absolute corker that covers a 
lot of ground, introduces a variety of 
newcomers and perfectly thrusts you 
into the zombie apocalypse as viewed 
from a far shorter, but no less smarter, 
perspective.

Tomb Raider: 
Definitive Edition
Square Enix / Crystal Dynamics
As beautiful as the upgrade is, you’re 
still getting the exact same Tomb Raider 
experience. However, that doesn’t stop 
it from being one of the best games of 
the last generation and, with its many 
improvements, we can’t recommend 
Defi nitive Edition to newcomers or 
wealthy fans strongly enough.

Assassin’s Creed
Liberation HD
Ubisoft / Ubisoft Sophia
Though acceptable if not admirable 
on a handheld, big screen Liberation 
lacks a great deal of what makes 
Assassin’s Creed games pleasurable 
and contains an awful lot of what makes 
them bland, tiresome and tedious. It’s a 
step backwards when we’ve just had a 
mighty leap forward.

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

Assassin’s Creed Liberation HD Ubisoft “It’s a step backwards when we’ve just had a mighty leap forward, and is more harmful than helpful to the franchise.” 137 6

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

Dead Rising 3: Operation Broken Eagle Capcom “One of the poorest value DLC propositions we’ve ever seen. It makes Horse Armor look almost reasonable by comparison.” 137 3

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

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

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

Halo: Spartan Assault Microsoft Studios “Spartan Assault is clearly no more than a game for mobile phones, given a quick lick of paint.” 137 6

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

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

Max: The Curse of Brotherhood Microsoft Studios “The Curse of Brotherhood feels like a cheerier version of Limbo played out in a Tomb Raider world.” 137 8

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

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

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

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 Walking Dead – S2E1: All That Remains Telltale Games “It’s of as high a quality as anything that has come before.” 137 8

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

Tomb Raider: Defi nitive Edition Square Enix “With its many improvements, we can’t recommend Defi nitive Edition to any newcomers or wealthy fans strongly enough.” 137 9

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

Dead Rising 3: Operation Broken Eagle

080-7_360138[buyers]NTICJA.indd   87 14/02/2014   18:51



88 one-gamer.com

Page game

 89  Titanfall
 96 EA Sports UFC
 102 Dark Souls II
 104 Sniper Elite III
 108 Bound by Flame
 110 Evolve
 116 Crimes & Punishments 110

96 Does the game go easier on 
you? Not really – you’ll still find 
some foul bastards positioned 

to attack from areas you 
might not have investigated
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Up close and personal with tomorrow’s top titles
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Four hunters, one monster
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MULTIPLAYER MAYHEM GETS A SINGLE-PLAYER 
POWER TRIP – AND WE’RE LEFT WITH ONE HELL 
OF A RIDE. BRACE YOURSELVES FOR IMPACT…
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pre-launch beta), so there were none 

of the story-driven missions that may 

well offer a slightly more sedate pace 

and some moments of respite from 

the routine arena-based gameplay. 

Though purely a multiplayer game, 

there are still some typically single-

player set pieces to play through 

– only you’ll be doing so as part 

of a living team, rather than a lone 

gunman. But what Titanfall does most 

impressively of all, even in the midst 

of an intense deathmatch shootout, 

is to free itself from the constantly 

intimidating world of online gaming 

here’s a lot of pressure being 

mounted on the steely shoulders 

of Titanfall. Not only is it being lined 

up as the first major console exclusive 

and must-have title for the Xbox One 

since it launched last year, it’s also 

being touted as a potential saviour of 

the FPS genre as a whole. While we’re 

not willing to champion the latter quite 

yet, after a breathless few hours in its 

company we’re pretty much convinced 

that it’s got every chance of living up to 

the hype.

What we got to play was purely 

multiplayer oriented (pretty much the 

and let a little single-player power 

fantasy slip in.

Respawn felt the need to justify 

limiting the action to just 12 human 

players when it was first announced, 

but really you only need to play it for 

an hour or so to understand just how 

right the developer was. For starters 

you’ve got players jumping into towering 

Titans ready to dominate the battlefield 

but, most importantly, the numbers 

are bumped up to 48 players with AI 

bots – ghosts and sceptres that litter 

the battlefield and provide ample 

opportunities for even the most tentative 

Titans have varying primary 
weapons, but they all launch 

an awesome ordnance 
attack via the right shoulder.

MP MAYHEM + SP KILL COUNTS: For every time you get 
sniped seconds after respawning, you’ll get to plough through a crowd  
of AI bots for some sweet satisfaction (not to mention XP!).

WHEN WORLDS COLLIDE

+

You can call in a Titan as soon 
as it’s ready, but there’s no rush 
to jump into the cockpit, if at all.

90 one-gamer.com

TFORMAT:
Xbox One, Xbox 360

PUBLISHER:
EA

DEVELOPER:
Respawn 
Entertainment

RELEASED:
14 March 2014 (One)
28 March 2014 (360)

XBOX LIVE:
Yes
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PREVIEWIan Collen

of gamers to get some easy kills. And 

trust us when we say that the results are 

just as hectic and as exhilarating as any 

other online shooter.

Our time began with a quick tutorial 

to get ourselves adjusted to the subtle 

differences between playing on foot 

as the pilot and jumping into the 

cockpit of the titular Titan. You’d have 

thought that playing as a 24-foot tall 

mech would be preferable, but the 

agility of the pilots, coupled with their 

anti-Titan weaponry makes both a 

formidable character – but in different 

ways. Pilots can double-jump and wall 

run like the most nimble of Persian 

princes, and can quickly clamber up 

buildings and leap across rooftops, 

picking off enemies in a familiar run-

and-gun style.

Titans, on the other hand, can quickly 

crush any humans dumb enough to 

stand in their path and their potent 

fi repower can lead to long spells of 

empowered destruction as you amble 

around the battlefi eld. With those AI 

bots tending to move in small groups, 

racking up a healthy kill count with 

a barrage of rockets is frequently 

attainable – but that also makes Titans 

a primary target, especially for other 

Titans. And while those mega-mechs are 

battering each other with rockets, the 

pilots are free to go about their business 

with only their opposing human players 

to worry about.

This still leaves plenty of opportunities 

to take a one-hit kill without warning 

or to stumble from one spawn point 

into an enemy bullet pretty quickly 

– and those moments don’t get any 

less frustrating. But equally Titanfall 
gives everyone a chance to make an 

impact on the action, and to come 

out with a positive kill-death ratio and 

feeling rather good about themselves. 

Seasoned shooters can duke it out 

on the frontlines, while those less 

confi dent going toe-to-toe with 

the best can scavenge the fringes, 

picking off ghosts and spectres 

or lining up Titan takedowns 

from the (apparent) safety of 

a rooftop.

Crucially, Respawn has 

pretty much nailed the key 

balance between playing as 

a pilot or as a Titan. Initially 

we were quite enjoying the 

free-running of the pilots and 

treating Titanfall as a traditional 

online FPS, but then we began to 

TITAN ARMY
Although most of the attention will 
be on the wide variety of potential 
loadouts that gradually unfold as you 
level up, there are three core Titan 
types at the heart of the mech combat 
(so far). Atlas is your default, industry-
leading Titan, boasting some potent 
fi repower. Those looking for a little 
more speed and agility may prefer the 
Stryder, though, while anyone used 
to playing as a tough guy tank can 
opt for the heavily-armoured Ogre. 
The differences aren’t huge, but you’ll 
probably notice them when you’re 
trapped in a shootout.

91one-gamer.com

Generally it pays to have a 
couple of Titans in play with 
human pilots offering support 
and securing outposts.
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ABOVE: If this 
guy has any sense 
he’s jumping out 
of the way, rather 
than taking a Titan 
head-on.

two based simply on what felt right  

at the time.

In terms of gameplay, we got to 

play three game modes: Attrition 

is your standard Team Deathmatch 

variant, pitting Militia troops against 

IMC forces in a straight-up shootout. 

Hardpoint is a ‘domination’ variant of 

Capture the Flag, with three key points 

to be secured and defended. Last 

Titan Standing is a one-life showdown 

with you starting in a team of six 

Titans aiming to have the last one 

left alive – though once your Titan is 

scrapped you do get a chance to bail 

out and survive a little longer on foot 

and maybe try to sneak in a little extra 

damage with your anti-Titan weapon 

before you’re killed.

We got to play across two (of 

presumably many more) maps; Angel 

City and Fracture. The former is a war-

ravaged town, packed with crumbling 

buildings to act as cover for the pilots 

with broad streets and several wider 

battlegrounds for Titans to slug it out 

in. Fracture has more open areas and 

fewer buildings (though larger), but 

also offers up a network of tunnels 

and multi-tiered paths to again keep 

the pilots and Titans separate if they 

want to. Both are interesting enough 

and lend themselves well to the 

carnage that ensued, though neither is 

particularly memorable in the way that 

some COD or Battlefield maps have 

become – but we’d assume there’s a lot 

more to come.

As in most online shooters, playing 

as a pilot it pays to move fast and stay 

alert. The extra agility works nicely for 

the most part, although we did find 

more than a few occasions where we 

wanted to jump onto a ledge and the 

game assumed we were lining up a wall 

run, and so flipped us 90 degrees and 

left us disoriented for a few moments – 

and nervously open to attack. Though 

warm to the aggressive nature of the 

Titans and going on mini-rampages 

before eventually we’d draw a little 

too much attention and be forced to 

bail out back onto foot. By the time 

we had to put the controller down we 

were getting used to weighing up the 

situation and swapping between the 

92

FILL YOUR 
BOOTS
When you hit level 4 you’ll unlock the 
additional Challenge… erm, challenges. 
These are your usual assortment 
of stat-based objectives, such as 
making a set number of kills with a 
certain weapon or winning increasing 
numbers of rounds and so on. You 
can happily ignore them for the most 
part, but there’s an Achievement-like 
satisfaction in seeing those goals met – 
albeit for an XP boost rather than your 
gamerscore.

BELOW: Anyone can jump into a Titan and hit 
a run of AI ghosts and spectres to bag a hugely 
satisfying kill count.

ABOVE: This near-future setting is certainly no 
less gloomy or foreboding than most.
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PREVIEWIan Collen

ABOVE: On-foot 
pilots can jump onto 
a rival Titan and 
power bullets into 
its weakened core 
for extra damage.

BOTTOM LEFT: We 
happily took sides 
with the IMC, if only 
because they share 
the same initials as 
the person writing 
this preview.

BELOW: All pilots 
pack an anti-Titan 
weapon – ideally 
to be used on an 
unsuspecting target.

perhaps that’s something we’ll get used 

to over time.

You start with a choice of two 

pilot classes, Rifleman and Assassin. 

Both come with frag grenades, the 

tactical ability to cloak themselves via 

LB (human enemies will still be able 

to pick out your ghostly presence, 

though) and two additional two kit 

items that can be equipped to boost 

your abilities. The key difference 

comes in the loadout, with the 

Assassin getting a Smart Gun that 

can mark targets and have bullets 

automatically track them for a 

guaranteed hit. These are only pistol 

shots, though, and many may choose 

to favour the bullet-spraying security 

of the Rifleman.

93one-gamer.com

The word you should be 
looking for here is “run”. 
Run as fast as you can 
and never look back.
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ABOVE: It might not 
be tactically sound, 
but mashing the fire 
button in a toe-to-toe 
standoff with a rival 
Titan is quite a thrill.

As you upgrade your character 

new classes will be unlocked (level 2 

gives you the CQB with an enhanced 

parkour kit and a shotgun) and 

once you hit level 5 you’ll be able to 

start customising your own fighters, 

swapping out new weapons, kit items 

and tactical options as you earn them. 

Throw in further perks such as the Burn 

Cards (more in the ‘Play Your Cards 

Right’ boxout), enhanced abilities and 

new ordnance, such as Arc Grenades 

that disrupt a Titan’s vision, and there 

should be plenty to keep things fresh 

for quite some time.

As you’d expect the Titan is the less 

agile option, though the A button does 

offer a quick four-way dash option for 

dodging incoming rockets or sliding 

behind cover. Excluding Last Titan 

Standing, you’ll have to wait a few 

minutes for your Titan to be prepped 

and ready – and when it’s destroyed 

(you get a few seconds to bail out and 

rejoin the battle on foot) that clock 

gets reset, which makes using your 

Titan at the right time that much more 

important. Oh, and your Titan plummets 

down from the skies, hence the term, 

and title, ‘Titanfall’.

Just like the pilots, there are varying 

classes of Titan which are limited to 

begin with and then open up as you 

progress through the levels. Each starts 

with a vortex shield on LB that enables 

you to grab incoming projectiles and 

launch them back where they came 

from, but you’ll soon have a healthy 

choice of weapons, kit and tactical 

options to mix and match as you see 

fit. All in all there should be more than 

enough variety to tailor the action to 

suit your needs.

And certainly we found that action 

to be intense and utterly captivating. 

It even reached a point where we 

94 one-gamer.com

PLAY YOUR 
CARDS RIGHT
Adding a little extra flavouring to the 
feast of explosive action on offer in 
Titanfall are Burn Cards. Unlocked 
once you reach level 7, these offer 
single-use perks that could make a big 
impact on the round – or equally could 
be squandered if used in the wrong 
place at the wrong time. New cards are 
unlocked as you progress and during 
our time with the game we gained 
access to a fair few, with our first giving 
us the option to add prosthetic legs to 
improve our Titan’s speed, with further 
cards to reduce its build time or the 
time of its core charge. Later cards 
gave our pilot the option to replace his 
anti-Titan weapon with a high capacity 
auto-mag launcher, or to switch his 
ordnance attack for infinite magnetic 
Arc Grenades. None are likely to swing 
an entire battle, but they could have a 
healthy impact on your own score – if 
used wisely, that is.

When your Titan 
goes critical, you get 
a few seconds to hit 
X and bail out, with 
enough air time to 
descend to relative 
safety below.

Pilots may spend a fair bit of time 
running away from Titans, but 
out of sight in the high ground 

they can exact their revenge.
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PREVIEWIan Collen

RIGHT: There may 
be comparisons 
to Destiny, but 
Titanfall is more 
about competitive 
combat than 
Bungie’s multiplayer 
adventure.

ABOVE LEFT: It’s 
not hard to outrun a 
Titan. What’s tricky 
is outrunning its 
rockets, so duck  
and cover soldier!

BELOW: While two 
Titans battle it out, 
they might not notice 
a tiny pilot readying a 
missile salvo…

If that distant Titan 
can take down his 

rival, there’s plenty of 
point-scoring fodder 
to be picked off, too.

WE DISLIKED
- Still getting p’wned
- Not breathing for two hours
- 360 version delayed a fortnight

+ Fast, furious action
+ Great balance of styles
+ SP-friendly kill counts

WE LIKED

purposefully hung back for a few 

seconds just to catch a breath and let 

our heart regain some kind of rhythm. 

Clearly there are ways to duck out 

and play a more thoughtful game, but 

Titanfall is essentially a run-and-gun 

shooter that is as exhilarating as it is 

occasionally intimidating. However, 

what it does brilliantly is to balance 

itself so that it’s got something to offer 

just about everyone, from the casual 

to the hardcore, and from online 

veterans to single-player recluses who 

just want to do their own thing. It’s not 

going to redefine the FPS genre, but 

Titanfall may well shape the future of 

how we play them.

95one-gamer.com

All guns blazing…

HANDS ON
TITanfaLL
Combining all the intensity of a 
multiplayer showdown with the comfort 
blanket of a single-player kill count, 
Titanfall manages to bring out the best 
in both worlds. Our time wasn’t without 
its share of insta-deaths where the 
opposition was kicking us repeatedly 
in the virtual balls, but these were 
wonderfully countered by free-flowing 
rampages where we tore through AI 
and human opponents alike, and felt 
like gaming gods. Given that it’s equally 
enjoyable and just as challenging 
whether on foot or in the apparent safety 
of a Titan cockpit, Titanfall really does 
feel like its got its balancing right on all 
levels. And for that alone, we’re in.
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As reAl As it gets

inviting us to the capital to go hands-

on with EA Sports UFC – a game 

that’s only being released on the new 

generation of consoles – we got to test 

the ins and outs of the combat system. 

Before we picked up the controller 

and started swinging for the fences, 

we expected the gameplay to be 

similar to EA Sports MMA. But rather 

than picking up where eA tiburon left 

off, eA Canada has taken its boxing 

credentials and worked them into a 

framework that’s more reminiscent  

of Undisputed.

there’s no option to switch between 

analogue stick strikes and face button 

strikes. the former idea has been 

he fight for MMA dominance on 

the last generation of consoles 

was a two-way battle between tHQ’s 

Undisputed series and EA Sports MMA. 

there was also a game by the name 

of Supremacy MMA, but it did about 

as much for the sport’s reputation as 

Bob sapp. it’s fair to say that the three 

Undisputed titles were the clear victor 

in terms of sales but, now that eA 

has laid claim to the UFC licence, it’s 

preparing to pull the trigger on a new 

MMA game that’s being headed up by 

a different studio.

this studio is none other than eA 

Canada, the same team that worked 

on the Fight Night series. And after 

thrown out the window and in its place 

we have the traditional limbs mapped 

to the face buttons. this is also the first 

MMA game we’ve played that has two 

strike modifier buttons as opposed 

to the usual one. You can’t hold them 

down at the same time but, by mixing 

them up with directional inputs, you can 

let loose with straights, hooks, teeps 

and crowd-pleasing Capoeira kicks that 

look awesome, even when they miss 

and leave you wide open for a clock-

cleaning counter-attack.

One new addition to the game is the 

ability to launch your fighter off the 

side of the cage in an attempt to land 

an airborne strike. this mechanic can 

BottoM: Will 
testosterone 
exemptions and 
post-fight piss 
tests be part of 
the career mode? 
Probably not. 

If you want a flashy fighter 
who jumps off the cage and 
is like a guy from The Matrix, 

Showtime Pettis is your man.

FIGHt NIGHt + UNDISpUtED: there’s a bit of EA Sports MMA 
in there as well, but on the whole eA Canada has taken its cues from the 
former champion.

MIxED MArtIAl ArtIStry

+

96 one-gamer.com
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PREVIEWTed Bernhardt

RIGHT: If Forrest 
Griffin is in here, it’s 
a fairly safe bet that 
Stephan Bonnar will 
be as well.

BELOW: Top tip: 
want to obliterate 
people with subs? 
Pick Joe Lauzon. He 
may look like your 
office IT guy, but  
he’s deadly.

LOck and PLEa

be attributed to Anthony Pettis, the 

man who invented the Showtime Kick. 

But when you consider that Jose Aldo 

landed a superman punch off the cage 

against Frankie Edgar back at UFC 156, 

it’s clear that some fighters have the 

athleticism to perform such feats. It’s 

definitely not something that’s going to 

guarantee a knockout if you manage to 

land it, but it’s a viable option that could 

prove useful in certain situations. Plus 

there’s a chance it could bag you the 

Fight of the Night bonus in the expected 

career mode.

The devs weren’t discussing any of 

the single-player elements at this stage 

so, rather than badger them about 

the online features or the possibility 

of an Ultimate Fighter mode, we stuck 

to playing around with the combat 

system. Blocking is pretty much what 

you’d expect, with an overall guard 

that reduces damage to the head and 

torso, and a more focused guard that 

can cover one area while leaving your 

other half exposed. There’s also a duck 

and weave system that’s less technical 

than the Fight Night equivalent but 

can still be used to set up a mean 

counter or two.

One thing that did surprise us was the 

fact that you can’t run in this game, so 

the odds of challenging Duane Ludwig 

for the fastest knockout in UFC history 

The game will feature 25 submissions that include staples like the triangle choke 
and more exotic techniques like the Twister. You won’t be able to chain submissions 
into each other like EA Sports MMA, but they will be easier to lock in if you wear the 
opponent down. The submission mini-game basically boils down to the defender 
moving the analogue stick in one of four directions to escape while the attacker tries 
to advance to the next stage by matching the defender’s input.

97one-gamer.com
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ABOVE: We 
hope that off-the-
cage attacks are 
limited to certain 
fighters. We really 
don’t need to see 
Bigfoot Silva flying 
off the fence.

BELOW: Donald 
“Cowboy” Cerrone 
better have his 
damned cowboy 
hat for his entrance!

simple case of holding down the right 

trigger and flicking the analogue stick. 

Once on the ground, you can improve 

your position by holding left or right on 

the analogue stick and then performing 

a circular motion. The defending player 

can counter the attempt by matching 

the direction, but there’s no distinction 

between a major or minor transition.  

If you want the mount, you have to 

work for it.

It’s a sentiment that’s also true 

of the new submission system. No 

matter who makes the game or how 

many MMA legends you cram into 

the roster, there’s always going to be 

someone who has a problem with 

the way tapouts are handled. To EA 

Canada’s credit, the new system plays 

out like a sophisticated version of the 

choke mini-game from EA Sports 
MMA; the key difference is that the 

attacking player has to work slightly 

harder to lock in the submission than 

the defending player has to escape 

it. Which is the way it should be, 

unless you’re playing as a submission 

specialist like a Demian Maia or a 

Ronda Rousey.

Taken as a whole, the fighting 

mechanics feel less like a revolution 

in MMA gaming and more like a 

combination of proven systems  

and new ideas. And yet, in terms of 

what EA Canada has accomplished 

with the new Ignition Engine, this 

(an unofficial 6.06 seconds) probably 

isn’t going to be feasible. That being 

said, EA Canada isn’t making a pound-

for-pound simulation – if it was the 

end result would be too technical for 

anyone but the most hardcore MMA 

fans to engage with. EA Sports UFC 

needs to be fun as well as authentic, 

and this explains why the ground game 

shares a lot in common with Yuke’s’ 

work on Undisputed.

Anything relating to grappling is 

handled with the right analogue stick. 

We weren’t able to test out the clinch 

system, as some of the necessary 

stand-up animations were absent from 

this build, but in terms of going for a 

single or double-leg takedown it’s a 

98 one-gamer.com

EVEnLy MAtchEd
Whenever you leave the safety of the single-player modes and pit your knowledge 
of the game against an online opponent, there’s always a risk of being bloodied. EA 
Canada hopes to minimise confrontations between MMA novices and UFC diehards 
with a matchmaking system that’s similar to the Seasons model in FIFA. You’ll start 
out as a lowly white belt and then fight to earn a colour that’s less FNG.
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PREVIEWTed Bernhardt

ABOVE: Hopefully EA 
has had the foresight 
to examine the tattoo 
artist copyright that 
saw THQ sued over 
Undisputed 3…

RIGHT: The fighter 
likenesses are scarily 
authentic. Just check 
out the scar on Jose 
Aldo’s face!

BELOW: Looks like 
Jaco and Nike paid 
the “sponsorship tax” 
to get their brands 
in the game. Oh, and 
nice D’Arce Choke.

WE DISLIKED
- Still no word on the career mode
- The clinch was out of bounds
- We didn’t get to play as Ronda

+ Inspired by last-gen MMA games
+ Introduces some interesting ideas
+ The new submission system

WE LIKED

is hands-down the most visually 

impressive UFC game we’ve seen to 

date. This is the way it should be, of 

course, but it’s clear that the year and 

a half that the team has had to work 

with hasn’t been wasted. You only 

need to see Hendricks landing a hook 

on St-Pierre to appreciate the leap in 

striking animations.

The development team still has some 

time left to play with before the game 

hits the shelves. We hope they use it to 

finish off the hopefully excellent game 

modes, nail down the netcode and fine 

tune the balancing, because so long as 

all the pieces fall into place, EA Sports 
UFC has every chance of being the 

new king of the cage.

99one-gamer.com

We are impressed by your 
performance…

HANDS ON

EA SportS UFC
One thing we really wanted to sample 
was the new female fighters, but with 
EA still keeping a lot of the game under 
wraps we had to stick to the likes of Jon 
Jones and Alexander Gustafsson. Not 
so bad when you consider these two are 
responsible for one of the best fights in 
recent memory, but it was still a slight 
letdown. In every other respect, though, 
EA Sports UFC is looking like a worthy 
successor to Undisputed’s throne. The 
last UFC game that Yuke’s worked was 
an achievement in its own right, but 
with the launch of the Xbox One we’re 
ready for an entirely new generation 
of MMA games. Here’s hoping that EA 
Canada delivers.

Finally we’ll get to have 
our Chuck Liddell vs Jon 
Jones dream match! Our 
money’s on The Iceman.
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ONE Gamer: Dana White famously 
declared war on EA back in the day. 
What was your first meeting with him 
like – any awkwardness there, or was 
it all cool?
Brian Hayes: No, it was totally cool. 

We announced the licensing with the 

UFC in the June of 2012 at E3. Literally 

two weeks later, Dana White, Lorenzo 

Fertitta and a few other people from 

the UFC came up to EA Canada and 

gave a presentation to the whole 

team. Then we gave a presentation to 

them about what our plans where for 

the product. It was totally cool. There 

was no awkwardness or anything like 

that and Dana is exactly like what you 

see on television. Over lunch, there 

were a couple of F-bombs dropped 

in casual conversation, but the whole 

history with EA Sports and the UFC 

was just business.

Obviously the situation with Randy 
Couture being in EA Sports MMA 
caused some friction with the UFC, 
and he had a famous falling out with 
the company at the end of his last 
run. That being the case, will we be 
seeing Randy Couture as a legend in 
EA Sports UFC?
He’s not currently part of the roster, 

and whether or not he’ll ever be part 

of the roster involves a couple of 

things. He’s not one of the fighters 

covered by the licensing agreement. 

If we wanted to have Randy Couture 

we would have to go deal with him 

directly. On top of that, we’d have 

to seek approval from the UFC, and 

based on the current standing of the 

relationship… I don’t know.

Would that be a similar situation to 
the Shamrock brothers?
Yes, it’s the same kind of thing.

Pride Mode in the UFC’s last game for 
THQ was enormously well received. 
Do you have any plans along those 
lines, either this year or for future 
entries? Will there be Pride legends 
(such as Mirko Cro Cop or even Fedor, 
since he was in EA Sports MMA) 
alongside UFC legends like Chuck 
and Forrest?
For future entries, yes. I think for us 

right now with EA Sports UFC, we 

really wanted to focus on getting the 

gameplay right and making sure the 

core modes are accounted for. And I 

think it’s worth noting that Pride Mode 

didn’t show up in the previous run of 

UFC games till the third title. We’d 

hope to get started on something like 

that earlier, but we want to make sure 

that we really nail the presentation 

first and do Pride Mode justice if we 

come to it.

We probably already know the 
answer, but since you worked on Fight 
Night, and since the UFC and Mike 
Tyson are so tight… you know, might 
he be a legend or a DLC character? 
And of course, James Toney is a 
former UFC fighter, and we all know 
that Anderson wants to fight Roy 
Jones real bad…
James Toney as a former UFC fighter 

[laughs] is a tenuous assertion at 

best. But that’s definitely something 

that could be an opportunity in the 

future. Right now, we’re focusing on 

real UFC fighters. But I think there’s 

an opportunity, possibly in the future, 

to add some interesting characters, 

whether it would be as DLC or in a 

future version of the game. It could 

be interesting to see how an athlete 

like Mike Tyson handles as a mixed 

martial artist.

How will fighters who have fought in 
multiple weight classes be treated? 
Guys like Dan Henderson and BJ 
Penn, for example, have famously 
floated between them. Will fighters 
be able to switch divisions, and will 
the game be updated to account for 
future changes?
Any fighter that’s known for jumping 

across weight classes, such as 

Anderson Silva who’s had a few fights 

at light heavyweight, will feature in 

every applicable weight class in the 

game. It’s the same thing with BJ 

Penn. He’s now looking to span three 

weight classes so you can select 

him in welterweight, lightweight and 

featherweight matches. We will be 

able to adapt any future examples 

of this and update the roster as 

necessary.

Aside from the mess that was 
Supremacy MMA, this will be the first 
time that women have been featured 
in an MMA game. Was there a lot 
involved in adapting the engine to 
accommodate female fighters?
From an animation standpoint, you 

“The whole history 
with EA Sports and 

the UFC was just 
business”

ABOVE: Certainly 
don’t expect to see 
Tito Ortiz. Although, 
if you squint real hard 
at Cain Velasquez…

100 one-gamer.com

EA SportS UFC

INTERVIEW
AFTEr A plAying A FEw roUndS whErE wE STUFFEd All 
TAkEdown ATTEmpTS, wE wEnT ToE-To-ToE wiTh BRIAN HAYES, 
prodUCEr on EA SportS UFC, To diSCUSS womEn, hAirCUTS 
And ThE ChAllEngES oF working wiTh A FormEr EnEmy…
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INTERVIEWJames Artaius

have to customise a character so that 

animations look correct for a female 

body as opposed to a male body. If 

you put a facial animation on a female 

face that was targeted for a male face, 

it would look a little weird. It’s really 

just an animation problem. But from 

a gameplay mechanics standpoint, 

we don’t treat women any differently 

than we treat men. They can fight 

the way men can fight and they can 

get damaged the way men can get 

damaged. Really, the only difference is 

they’re wearing tops. That’s about it.

What was the cut-off point for adding 
fighters to the game? Will we, for 
example, see the women from the 
Rousey-Tate season of The Ultimate 
Fighter in the game?
None of the women from that season 

are in the game as of this moment, 

although there may be an opportunity 

to add them down the road. We’d 

already chosen fighters that were 

signed at the initial announcement of 

the women’s bantamweight division  

for the UFC.

Realistic hair was a problem for THQ 
when it introduced Clay Guida to its 
games. So firstly, is Clay in EA Sports 
UFC, and secondly, for Clay and/or 
the female fighters, how challenging 
has it been to incorporate hair into 
the character models?
I’m not at liberty to make specific 

roster announcements, but I can 

say that realistic hair is in the game. 

Benson Henderson is a fighter that 

we have announced and his hair is 

quite wild. The hair psychics system 

replicates that really well. Oddly 

enough, the female fighters are not a 

challenge – they seem to do a better 

job of actually tying their hair up than 

the male fighters. Ronda Rousey 

keeps it in check with some buns while 

Miesha Tate uses braids. The physics 

on those things are a lot simpler than 

Benson Henderson or Clay Guida.

We imagine that you will have 
different referees in the game, such 
as Herb Dean, John McCarthy and 
so on. Will different referees behave 
differently in how they officiate 
the action? Likewise for judges, 
will there be different behaviours 
between judges and how they score 
the action?
There are different referees in the 

game, although I can’t give you 

confirmation of which ones. There 

are some interesting licensing 

conversations that we’ve been having in 

that respect. But while hardcore MMA 

fans might be knowledgeable about 

the tendencies of certain referees, 

we didn’t think that was something 

we should expect the vast majority of 

consumers to have an understanding 

of. As such, all referees will behave 

the same. And then from a judging 

standpoint, there are no licensed 

judges in the game. But the judges 

will feature different logics and favour 

different behaviours.

Finally, will EA Game Face, or 
perhaps a modified version of 
it using Kinect, be available to 
personalise our created fighters  
like in EA Sports MMA?
Game Face is a part of the Create-

A-Fighter feature. You can upload 

photographs of your face to EA 

Sports and then download a head 

model for the game.

“It could be 
interesting to see 
how Mike Tyson 

handles as a mixed 
martial artist…”

TOP: Don’t expect to 
see Randy Couture 
or any Pride guys in 
this UFC game.

BELOW: The girls’ hair is well behaved, but EA 
has somehow managed to tame the wild mane 
of Benson Henderson, too.

101one-gamer.com
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Dark SoulS II

Malevolence, unrepentant hate, 
revelation and addiction

aware that we did so right near the 

very start.

if you’ve been suckling on the slow 

drip-feed of information that namco has 

allowed to enter the public sphere then 

you may know that the opening act of 

this sadistic sequel was intended to be 

more welcoming to new players – not 

that the original even bothered to do so, 

as it hated everyone in equal measure. 

Well, Dark Souls II has succeeded, just 

not in the manner you’d expect from  

any other game that might have made 

such a claim.

unarmed and in rags, you cross a 

bridge before detecting cosy light 

that’s blushing from the windows of 

a cottage that isn’t made of mouldy 

gingerbread and, with no other path 

available, you enter to be met by three 

old and grey weird sisters wearing red 

robes. one tells of the ancient city of 

drangleic as a cinematic plays out to 

add some level of context. She asks 

what you are, so you can select your 

class and enter your name before 

holding up a wicker representation of  

a basic human form, explaining that 

with one such item in hand you can 

choose a new role. “You’ll lose your 

souls… all of them. over and over 

again.” and, as our experience proved, 

she wasn’t lying.

it’s a reasonably familiar scene, 

then. Macbeth meets three witches at 

the start of The Scottish Play; harry 

hamlin encounters another trio in the 

Clash of the Titans. it’s also a relatively 

comforting one, since the first person 

you meet in the original game who 

actually speaks is a man breathing his 

hen last we spent time being 

greeted by the words “you 

died”, we knew not where in the world 

we were. the game was certainly Dark 
Souls II, that much was for sure, but 

the exact location of our suffering? 

definitely not at the beginning since 

the beginning was meant to be, if not 

easy, then at least gentler and possibly 

even more forgiving. however, our 

experience was anything but. We 

died in the first room, we died in the 

second, we died in the cellar and we 

died in the courtyard… we died and 

we died as we slowly pushed onward, 

but now we’ve at least had the 

opportunity to die some more while 

last. and so, having selected to become 

a Warrior (as Warriors get shields 

and shields offer at least some level 

of protection), we journeyed forward 

towards multiple deaths.

does the game go easier on you? 

not really – you’ll still find some foul 

bastards positioned to attack from 

areas you might not have investigated 

because you were too busy readying 

to battle a collection of their brethren. 

at one point something shining and 

so presumably collectable caught our 

eye, and we imagined that since we 

could see it, we could get it, even if the 

object was on a slightly lower level. We 

died as we hadn’t levelled up enough 

to survive the drop.

and then there was the hamlet 

by the sea, lit by a wintry sun where 

multiple paths became apparent. 

there’s a fire so you can rest and, 

what’s more, in nearly every direction 

you’ll encounter non-player characters 

BEloW: Perhaps 
next time we’ll 
venture into battle 
while dressed as 
Robin Hood?

Environments offer more 
verticality and, with them, 
more potential treachery.

Dark SoulS + TalkING: Still tough, still rewarding and still 
offering an abusive relationship – although at least this time you’ll get  
to meet more people.

HEarING VoICES

+
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PREVIEWWill Johnston

including Pate, voiced by English actor, 

comedian, writer and Darth Maul, 

Peter Serafinowicz, who so loved the 

previous game that he petitioned and 

received a role.

Though still intent on shrouding 

itself in its cryptic perplexity, the 

beginning offers more actual contact 

with those whose first action isn’t 

trying to kill you – so that’s what we 

figure was meant when we were told 

that the beginning would be different; 

it’s slightly more talkative but no 

less deadly. Even in the hamlet when 

we felt safe and out of danger, we 

encountered a group of multiple small 

pink grunting things that we imagined 

were just pigs belonging to a pig 

ABOVE: They die 
easily enough, but 
you still need to make 
sure their buddies 
aren’t in the shadows.

BELOW: This guy will 
test your skills, but 
the pigs will surround 
you and so offer 
360-degree hurt.

WE DISLIKED
- We played in a noisy press party
- Not playing alone in a dark room
- Being devoured by pigs

+ Old women in the woods
+ Oppressive atmosphere
+ Opportunity to alter class

WE LIKED

103one-gamer.com

We played for an hour and a half at an 
event hosted in the crypt of a London 
church, which we were led down into by 
a man dressed in Dark Souls armour. It 
was certainly atmospheric, just not that 
conducive to any prolonged success, as 
other members of the press clumped 
around on bouncing floorboards and 
cameras were shoved where they 
weren’t welcome. However, at least we 
did get to see the opening section and 
can finally reassure those who worried 
that the first few hours would be bereft 
of challenge: they won’t be, they’ll be 
just ever so slightly less obtuse and 
feature more non-player characters. In 
a way you’ll be more welcome, but no 
less rapidly punished.

By the pricking of our thumbs…

HANDS ON
DarK SouLS II

farmer, but instead rapidly revealed 

themselves to be vicious psychopaths 

who were overly eager to murder 

anyone foolish enough to wander into 

their area of activation.

Three blows was all it took to fell a 

foot soldier, less if a counterattack was 

implemented. Not so for these rabid 

fiends, who only suffered pixels of 

damage as we struck them time and 

time again, before deciding that our 

best course of action would be to flee 

and get back to the fire, where the 

world would be reset but at least we’d 

still be alive. Perhaps we should have 

used the wicker doll to change class? 

It too offers a new trick, so next time 

we just might…
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Sniper elite iii

FORMAT:
Xbox One, Xbox 360

PUBLISHER:
505 Games

DEVELOPER:
Rebellion 
Developments

RELEASED:
TBC 2014

XBOX LIVE:
Yes

There’s no righT way To win a war

such a detail is just one of many 

incorporated into this third instalment 

in the adventures of a man who will go 

on to become an office of strategic 

services superman named Karl 

Fairburne. had Sniper Elite III been set 

in norway or Belgium during the Battle 

of the Bulge his heartbeat would have 

been dampened by cloth and wool, but 

since he’ll be fighting in desert of north 

africa it’s prone to cause judder – unless 

he takes extra care to calm himself when 

readying a kill.

it should also be noted that, as the 

game is set during the early part of 

world war ii, Karl has yet to learn 

how to recover from bullet wounds 

 light, short-sleeved shirt is 

what you might well think 

would make the perfect attire when 

sniping in the sweltering heat of the 

Libyan desert, but you’d be dead 

wrong. The problem is all down to 

the construction of the human body 

and how, when aiming a Lee-enfield 

rife, the gun’s stock is placed directly 

against an artery in the chest that 

pulses with every beat of the heart. 

even if you’re calm and relaxed it can 

kick a long-range shot off target 60 

times a minute, which isn’t a problem 

you’d have faced had you instead been 

wearing multiple layers while warring  

in colder climes.

automatically as he could the last time 

we saw him in action; instead he must 

patch up his wounds the old fashioned 

way – by using med-packs. and, since 

it all takes place during the early part 

of the war, the oss won’t even have 

been formed, so our hero is not yet 

a forerunner of the Cia. he’ll be an 

american, fighting during and prior to 

the siege of Tobruk, and therefore will 

be slotting german and italian skulls 

before america even declared war on 

germany and italy. what a guy. he’s 

one eager beaver.

Thankfully, from what we’ve seen 

of the game in action when a level 

was played for our benefit by its 

Sniper elite V2 + FreeDOM: everything’s bigger, you’ll 
be given greater agency in your actions and have to deal with more 
consequences. all in all, it’s going to be expansive.

SUperiOr SYSteMS

+

104 one-gamer.com

A

104-7_OG138[preSniperElite]NTICJA.indd   1 14/02/2014   16:58



PREVIEWWill Johnston

RIGHT: Here’s Karl 
coming second in 
the Liev Schreiber 
lookalike competition 
– yet again.

BELOW: Each 
area is vast and 
utterly fails to have 
been designed by 
someone using a  
set square.

senior producer Andy Shenton, the 

next Sniper Elite is going to be little 

like a stealthy shooter set in a series 

of buckled corridors (even one with 

an onus on long range kills), and it’s 

looking like it will be something far 

more open, suitably sandboxy and 

realistically reactive. 

Missions will take place across 

sleek environments that are easily 

demonstrable as being three times 

larger and vastly more organic than 

when Karl skulked around wartorn 

Berlin, and they can be approached 

in multiple ways with the focus of the 

action being based around the mantra 

“observe, plan, execute, react.”

Previously only eight artificially 

intelligent enemies could be active at 

once, but this time over thirty can be 

in play at the same time. Not only that, 

they’re all genuinely far smarter and 

are unrestricted by the confines of the 

old engine, so you won’t see a group of 

them banging into walls and each other 

when they get overly excited by the 

report of a rifle shot.

It’s this new smartness that makes 

the gameplay far more engaging 

– something that was perfectly 

underlined when Shenton set out to 

destroy three artillery guns located 

in the strategic stronghold of Egypt’s 

Halfaya Pass. Toburk couldn’t be 

With over 30 enemies functioning under their own artificial intelligences, depending 
on their rank and unit type, you’ll be advised to keep track of your nearest foes as 
much as you can – which is where target tagging becomes imperative. By looking 
at individuals through binoculars you’ll not only get to see their readiness state, rank 
and weaponry, they will go on to be viewable through walls – as is the modern way. 
Think of such a trick as relating to Karl possessing mega awareness and it won’t 
seem quite so sci-fi.

105one-gamer.com

TAG NOW, SLAY LATER
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BELOW: Right 
about now you’ll 
be glad you wore 
those extra layers.

ABOVE: Though 
wildly quite arid, it 
seems there were 
some Grassy Knolls 
in North Africa.

doing, and how you could effectively 

be going about it, you will need to 

be reactive and will find yourself in 

environments that really do enable 

you to be just that.

With heavy artillery ready to rain 

explosives down from three separate 

locations, there were three areas on 

the rather sizeable map in need of 

investigation – but where other games 

would merely require explosives to 

be set, each one provided a number 

of options. The guns’ crews could be 

eliminated either by direct fire or by 

being shredded should an ammunition 

box be struck.

While crouched on a nearby rooftop 

ready for the enemy to climb up and 

join him, and guarded by an anti-

personnel mine set to blow, Karl could 

hurl a grenade, clear the area and deal 

with the consequences. Or he could 

sneak into an area below the gun 

that’s (rather riskily) used to store fuel 

by hurling rocks to distract guards, or 

use neck-breaking manoeuvres, or kill 

them with his knife, or with rounds from 

his silenced Welrod pistol, and then 

conceal their corpses from patrols – or 

even booby trap them and leave them 

to be discovered.

He could then set dynamite to be 

detonated, should he retreat and make 

a distant shot or use his flint and steel 

to create a spark that would ultimately 

bring the roof down, taking the artillery 

relieved until the route was largely 

pacified and so in Andy went, only to 

make a few basic mistakes along his 

chosen route meaning that he had to 

hurriedly adapt, relocate and alter a 

plan he’d executed many times during 

development – even though he was 

carefully observing enemy positions 

and movements he’d encountered 

numerous times before.

In seeing an expert fumble while 

playing on a normal difficulty level 

we got to witness what will be one 

of Sniper Elite III’s major strengths: 

you will be able to enjoy the same 

location multiple times, and with 

multiple outcomes. And even if you’re 

fully aware of what you should be 

106 one-gamer.com

BOOm! Truck shOT
It’s not just fleshy, squishy human beings that can be rudely ruptured by a bullet 
and seen being desecrated in slow-motion x-ray view; the infamous effect is being 
brought to vehicles, too. Before such a shot is possible you’ll have to first shoot away 
the engine’s ventilation cover, so while bullets can’t really make trucks explode, such 
overly theatrical strikes won’t be easy.
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PREVIEWWill Johnston

ABOVE: In the Xbox 
One version 3D 
models multiply their 
polygons as you get 
closer to them to 
provide slicker detail.

TOP LEFT: Nice 
outfits – but we 
prefer the ones 
designed by Hugo 
Boss for the SS.

BELOW: Do your job 
right and this is how it 
always ends.

WE DISLIKED
- Watching, not playing
- It was all… yellow
- Making Coldplay references

+ Authentic look and feel
+ Reactive, organic world
+ High replay value

WE LIKED

with it. And he still needs to escape, 

ideally undetected; a new XP system 

awards more points for being unseen, 

which can later be spent customising 

equipment, altering stocks (so they 

don’t bounce to the beat of a heart) 

and improving scopes.

As fans of Sniper Elite V2, for all 

its unusual characteristics, we were 

impressed by the greater freedom 

of violent expression that part three 

will offer since, even considering the 

game’s previous iterations, there’s 

nothing quite like it currently available 

and no other developer is making 

similar moves on the subject. Sign 

us up, then – this is one war we look 

forward to fighting repeatedly.

107one-gamer.com

We emptied our lungs…

EYES ONLY
SnIpEr ELItE III
Rebellion was keen to point out that it’s 
a small developer, but for reasons we 
couldn’t quite work out, since we’d be 
excited by Sniper Elite III even if it was 
being published by EA (in which case 
you can bet that horrible compromises 
would be added – like there would be 
bromance, dodgy accents and micro-
transactions, and probably Karl would 
have access to a wing suit). As it is, the 
game looks like a great improvement 
over the last one, has been expanded 
upon and deepened and is in line with 
impressing fans of the series, as well as 
gaining some fresh recruits. But will it 
award extra XP for nut shots? We hope 
so and we’re certainly looking forward 
to finding out.
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Bound By Flame

You saved and earned – 
all of it’s going to burn

seriously. so there’s no place for a 

musical sequence in which that demon 

first appears while singing, “fire (da-

duh-duh) i’ll take you to burn!” but it 

would certainly help the scene in which 

our hero gets partially taken over by the 

spirit not seem quite so lacking in spice 

and… well, normal.

so yes, as our hands-on time proved, 

once a magical ritual goes wrong early 

in the game’s proceedings our vulcan 

shudders a bit while suffering a mild 

case of a Highlander’s Quickening and 

ends up with eyes that can turn a tad 

orange. still, the more the player uses 

the demon’s ‘Pyromancer’ powers,  

the more its growing dominion over 

their soul will being to make itself 

physically apparent.

ultimately the vulcan has grown horns 

on his (or her – customisation options 

will be abundant) head, and that head 

has caught fire. Problematically, the 

locals are suspicious of such a sight 

(they should Youtube arthur brown) 

and so getting your flame on won’t 

be conducive to forming long-lasting 

natural relationships.

Worse, an overuse of the powers 

of hellfire will also have a massively 

detrimental effect on any armour 

that the player may have acquired or 

crafted. it will buckle in the heat and 

lose much of its quality, but that’s just 

the price you really should expect to 

pay when you want to look full-on 

psychedelic rock.

Bound by Flame is to be much 

about dealing with the consequences 

of your actions and lifestyle choices, 

and paying heavily for abusing your 

hat’s all this? it’s an action-rPg 

that follows and expands on the 

style of spiders’ previous action-rPg 

Mars: War Logs. and now that we’ve 

got up close and personal with it, our 

only disappointment concerns how 

it’s woefully failing to make use of its 

grander budget to hire arthur brown 

of one-hit wonder the Crazy World of 

arthur brown fame.

We get it, a game about a character 

called vulcan who gets possessed 

by a fire demon and then goes on to 

battle seven ice lords should be taken 

powers. and so, like War Logs, it 

will certainly help a great deal if 

you actually care a jot if a fictional 

character does or doesn’t think you’re  

a flaming bastard or not.

You might also want to question 

why a game that’s all about being 

possessed by a fire demon would 

make actually being possessed by 

a fire demon something to be as 

concerned about as enjoyed. the 

answer: because only certain missions 

will open up should you keep cool 

while others will only become  

BeloW: Confirmed: 
Bound by Flame will 
feature a dragon 
sitting in a bird bath.

Oh noes, not Rastafarian 
spider-things. Me feeling 
proper dread right now!

maRS: WaR loGS + FIRe: spiders swaps lightning out for flame-
based perks, sci-fi for high fantasy and warns us that winter is coming.

WaVe oF ImmolaTIon

+

PRoPeR BoSS
unlike its previous action-rPg that 
we’ll not mention for fear of over-
repetition, Bound by Flame will feature 
numerous larger enemies that could 
be best filed in the boss category. to 
bring one of these foul creatures to an 
end will take a lot of preparation and 
planning, and even then you’re still 
probably going to want to take out 
extra life insurance.

thankfully any ai companions you 
manage to bring aboard your quest 
should provide greater assistance 
than the last time we saw them in a 
spiders game, where they tended to 
eat some blows before falling to the 
floor to take a pleasant nap until the 
fighting had concluded.

108 one-gamer.com

WFORMAT:
Xbox 360

PUBLISHER:
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Interactive

DEVELOPER:
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Spring 2014

XBOX LIVE:
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108-9_OG138[BoundByFire]NTICJA.indd   1 14/02/2014   17:10



PREVIEWWill Johnston

available should you opt to get all hot 

and bothered. Spiders has already 

dabbled with such mission branching 

and it seems that the developer really 

does want to mission branch harder, 

and more often.

You also might want to question the 

chances that someone who shares 

the same name as the Roman god of 

fire ends up battling frosty foes, while 

what amounts to another god of fire 

fizzles around in their ribcage. Well, 

that’s easy; the name can be changed 

because, again, customisation options 

will be plentiful and it only really acts 

as a placeholder. Great news! We’re 

going to call ourselves Arthur Brown, 

should there be enough characters 

available to us.

Aside from the pyromania and the 

extra branching, similarities with the 

developer’s previous effort couldn’t 

be more evident. The action still slows 

to a delightfully imposing crawl when 

the circular tactical menu is brought up 

during a fight, where you can access 

fire-based skills or skills based on big 

heavy weapons or the delights of 

dealing damage with dual daggers. Or 

use a crossbow, which replaces Roy 

Temperance’s nailgun.

These abilities can also be linked  

to a button on the pad for quick 

access, but this time there’s to be a 

greater focus on the laying of traps 

prior to battle commencing – and so  

a greater similarity with The Witcher 2. 

Missions still take place within the 

closed confines of hub areas, rather 

than across a wide Skyrim of a world, 

and so will still require a lot of running 

ABOVE: Seems 
that Jeremy Beadle 
isn’t dead – he’s just 
been horribly cursed. 
#witheredhandjoke

TOP LEFT: Should 
Vulcan be a female 
she’ll get access to 
some rather kinky 
boots and a pair of 
snowballs.

WE DISLIKED
- No Arthur Brown
- No Xbox One version
- Another fantasy RPG

+ Mars: War Logs
+ Previous game being expanded
+ Focus on battle prep

WE LIKED

hither and thither to complete primary 

goals before it’s possible to move on 

some place else to do more of the 

same. Spiders is swapping science-

fiction for dark fantasy and going 

deeper, then. And that might well do 

very nicely indeed.

109one-gamer.com

While some might argue that familiarity 
breeds contempt, we actually found 
that in this case it instead bred a certain 
warm level of cosiness. Mars: War Logs, 
decent as it is, has plenty of room for 
improvement and expansion – and 
it seems that Bound by Flame will 
provide just that, albeit with a swords-
and-sorcery fantasy edge. With no time 
at the preview event to be pulled into 
a story we’ve yet to find out whether 
we’re likely to enjoy the narrative as 
much as the combat and the character 
improving, but everything else seems 
to be on the right vector and the 
Spiders crew might well have a cult 
hit on their hands. Good luck to ’em. 
They’re good people.

How pyromantic…

HANDS ON
BounD By FLamE
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EvolvE

FORMAT:
Xbox One

PUBLISHER:
2K Games

DEVELOPER:
Turtle Rock Studios

RELEASED:
Autumn 2014

XBOX LIVE:
Yes

The bigger They are, 
The harder They brawl 

This is a question that Turtle rock, 

the developer behind the left 4 dead 

series, must’ve asked itself before 

starting Evolve. This is a studio that 

used to be owned by Valve, but after 

it was shutdown in 2008 the studio 

reopened as an independent developer. 

in effect, it became its own boss. 

The rights to left 4 dead obviously 

remained with Valve, so the logical 

thing was to create an entirely new iP. 

The result is a game that builds upon 

the co-op foundations of the zombie 

survival classic while introducing a 

competitive element that pits a team of 

four player-controlled hunters against 

one player-controlled monster.

n the corporate world it often 

seems that becoming the boss 

is the ultimate goal. you start at the 

bottom of the ladder in some kind of 

entry level position and then, as you 

work your way up, you get to boss 

around more and more minions. That’s 

an oversimplified and unflattering 

way of looking at it, of course, but 

reaching the top of the dog-pile is 

often what the working world is about.  

in the world of gaming, however, 

the objective tends to be less about 

becoming the boss and more about 

beating the boss to various degrees of 

death. but what if there was a game 

that let you do both?

Of course, this isn’t the first time that 

a multiplayer game has introduced 

a boss-style dynamic, as even as far 

back as Aliens versus Predator 2 on 

the PC you could play as an alien 

Queen. but while some games let you 

go beyond the standard grunt, Evolve 

is built around the core idea that four 

hunters are equal to one monster. This 

is how a match begins and, whatever 

happens as the match progresses, the 

weight of the teams doesn’t change. 

So when 2K games invited us over 

to Shepherd’s bush in london for an 

afternoon of multiplayer action, the 

lone wolf in us immediately opted to 

play as the monster.

ToP: A tough 
commando lady, 
safari guy with a 
moustache, bearded 
engineer and 
hardcore cyborg 
walked into a bar…

CabEla’s big gamE HunTEr + EvoluTion: if the 
hunters give the monster an inch then the role of hunter and hunted  
will switch over in a heartbeat.

+

Markov can lay up to eight 
Arc Mines. You can hide 
these under a corpse to try 
to trick the Goliath player.

110 one-gamer.com
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EaT, PrEy, lovE
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PREVIEWMatthew Edwards

ABOVE LEFT: 
Although the wildlife 
is generally your best 
bet, the Goliath can 
eat the hunters if he 
gets the chance.

TOP RIGHT: If any 
of the team gets an 
E- for camouflage it’s 
Hank. He has a yellow 
gun and smokes a 
cigar in battle.

game, we were able to win fairly easily. 

Playing the Goliath doesn’t require 

any kind of teamwork, and by using 

his accelerated speed, massive jumps 

and ability to climb any surface – not to 

mention the better field of vision that 

the third-person camera offers – we 

were able to get a feel for the size and 

JOB DEscRIPTIOn

Before we were handed a controller, 

the team gave us a quick rundown of 

the core Hunt mode and the Goliath 

monster. The Goliath’s primary 

objective is to kill all the hunters, but 

if he can evolve to level three status 

without dying, a secondary objective 

becomes available. This lets the 

Goliath player win by destroying a 

power generator and then killing off  

a certain number of civilians. The 

hunter objective, on the other hand, 

is simply to kill the Goliath within 

the time limit. With this in mind, we 

decided that evolving to level three  

as quickly as possible was probably 

the best way to go.

To evolve the Goliath, you have to 

eat the wildlife that populates the map. 

It’s fairly easy to reach level two as 

the monster player has a 30-second 

head start over the hunters, but once 

the other four players touch down and 

start their search, getting to level three 

is more of a challenge as it requires 

much more food. Thankfully, a level one 

Goliath is far from defenceless. Before 

you start a match you have to pick two 

out of four abilities to take with you 

and then each time you evolve you get 

stronger, more durable and access to 

another ability.

With this being the first time that 

we or the hunter team had played the 

Every class has its own role to play within the group. The Trapper, for instance, 
can deploy Sound Spikes that trigger when the monster is near. Without them 
the monster player could evade the hunters more easily. The Medic can use her 
Tranquiliser Gun to slow the monster down before switching to her Anti-Material 
Rifle. This hefty weapon does solid damage and paints the monster with a weak 
spot, which the other hunters can then target for additional damage.

111one-gamer.com
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RIGHT: Each hunter 
has a jetpack by 
default. It recharges 
automatically and 
gives you a solid 
aerial boost.

BELOW: Lose 
all of your non-
regenerating health 
as a hunter and 
you’ll be downed 
until you die or 
someone else 
revives you.

scope of the jungle environment fairly 

quickly. We then used the Flame Breath 

ability to torch a pack of lowly creatures 

before acting like the Cookie Monster 

in a Maryland factory and, once at level 

three, the disorganised hunters didn’t 

stand much of a chance.

While the Goliath handles a bit like a 

power-tool, starting off as a Homebase 

hedge trimmer before morphing into 

an industrial jackhammer, the hunters 

will be familiar to anyone who’s played 

Left 4 Dead. The team is always made 

up of one Trapper, one Medic, one 

Support and one Assault class, and 

each one fills a specific role with their 

main weapon and three abilities. 

The full game will feature different 

characters with unique load-outs, but 

with this being an early taster session 

we were restricted to the starting 

character for each class. That turned 

out to be Griffin the Trapper, Val the 

Medic, Markov the Assault and Hank 

the Support.

The Trapper was arguably the most 

fun to play as he can lock the Goliath 

into an area with the Mobile Arena. This 

is like a 50-metre wide version of the 

Bubble Shield from Halo and, when 

combined with the Trapper’s Harpoon 

Gun, you can really restrict the Goliath’s 

movements. The Assault is the main 

damage dealer of the group with his 

Assault Rifle, close-range Lightning 

Gun and proximity mines, while the 

Support has more tricks than anyone. 

His Cloaking Device sets up ambushes, 

his Orbital Strike can deal massive 

damage to a monster that’s tethered  

by a harpoon and – most importantly 

– his Shield Gun can turn an ally 

temporarily invincible.

Each class feels like an important 

cog in the machine, and in those 

112 one-gamer.com

BIGGER Is 
BETTER
Being the Goliath player comes with 
its own set of challenges – and one 
of the biggest is finding a safe place 
to evolve. It only takes about five 
seconds to perform, but if the hunters 
catch you while you’re cocooned, it 
can be disastrous. You also have to 
watch out for flocks of birds that can 
give your position away. Fortunately, 
the Goliath can enter a sneak stance 
that lowers its visibility.

The Goliath’s Leap Attack lets 
you sail through the air before 
impacting hard into the ground.
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PREVIEWMatthew Edwards

LEFT: Everyone in 
our group wanted to 
play as the Trapper. 
Harpooning the 
Goliath is the key  
to success.

BELOW: One thing 
the hunters have 
to be wary of is 
carnivorous plants. 
Only an ally can free 
you from them.

WE DISLIKED
- A hard game to balance
- Lots of answered questions
- Not playing it all day

+ Two distinct styles of play
+ Full of personality
+ Teamwork is essential

WE LIKED

113one-gamer.com

An evolutionary step forward…

HANDS ON
EvoLvE
The release schedule isn’t exactly 
swamped with new gen-only games  
at the moment so it’s refreshing to  
see a developer that isn’t trying to 
bridge the gap like so many others. 
Evolve already looks fantastic thanks 
to the latest CryEngine technology, but 
while part of that’s down to the Xbox 
One’s extra horsepower, everything 
from the distinctive characters to the 
creatures that inhabit the planet of 
Shear, is teeming with personality.  
We just hope that the Goliath is only 
the tip of the iceberg, because if the 
other monsters are more inventive 
and there are further twists to the 
gameplay then this could be a new 
benchmark in multiplayer gaming.

The Goliath’s Charge Attack 
sees you stampede into the 
hunters for hefty damage.

moments where the teamwork 

starts to pay off (as it did during our 

last couple of games on the hunter 

team) you can really sense the tug-

of-war between the hunters and the 

Goliath. The worst case scenario for 

the hunters is to lose the Medic, as 

without her healing abilities even a 

level one Goliath can wear the rest of 

the team down quickly. And with two 

whole minutes between respawns you 

can’t afford to play too recklessly. It all 

comes together to form a frantically 

intense multiplayer experience that’s 

unlike anything we’ve experienced 

before. The monster dynamic even 

rivals the Titanfall mechs in terms of 

FPS innovation. It’s simply that boss.
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INTERVIEW
AfTER opTINg To plAy As ThE golIATh fIRsT ANd dEsTRoyINg 
ouR WRITINg pEERs IN bAck-To-bAck gAmEs, WE sAT doWN 
WITh Denby Grace, ExEcuTIVE pRoducER AT 2k gAmEs, To 
fINd ouT Why TuRTlE Rock WENT fRom zombIEs To AlIENs…

ONE Gamer: Why did Turtle Rock 
Studios decide to make Evolve 
instead of Left 4 Dead 3?
Denby Grace: back when the Turtle 

rock guys were still working on 

Counter Strike, they used to play 

a game called Cabela’s Big Game 
Hunter. It’s the one where you stalk 

wild animals with a rifle – they enjoyed 

it but thought the aI was really 

lacking. Then when the team released 

Left 4 Dead, the guys received a lot of 

praise for the Tank battles where you 

fight against the really strong zombie, 

and Evolve kind of spawned from both 

those ideas, and the sense that no one 

had made a game that the team really 

wanted to play.

as for it being four against one, that 

was something Turtle rock started 

prototyping right from the start: they 

already had experience with four 

player synergy thanks to Left 4 Dead, 

so it was a natural progression. The 

game has now been in development 

for three years and it’s been at a 

playable state from very early on.

How early into development did 
you settle on the four versus one 
dynamic? And did you try other  
team sizes as well?
The game has changed dramatically 

since its inception, but the one thing 

that’s remained consistent throughout 

the development cycle is team size, 

and that’s because the devs had 

already worked on Left 4 Dead. There 

have been various studies which have 

looked into how much information the 

human mind can keep track of in the 

heat of the moment; as it turns out, 

three is pretty much the ideal figure 

since you can place your teammates 

within a 3D space while focusing on 

the Monster.

We also worked hard to create an 

intimate experience. When you first 

play through, you can’t be entirely 

sure what’s out there. We also have 

ways of setting up a game so the 

Hunter team members don’t know 

which Monster they’re about to face. 

This means you can’t be sure if you 

picked the right character for the job.

When you give two teams an even 
number of options and resources, 
the game is essentially balanced. But 
with Evolve, the difference between 
the Hunters and Monsters is plain 
to see. Where do you even begin in 
trying to make a game like this fairly 
balanced throughout?
We have a really robust telemetry 

system in place that enables us to 

analyse a lot of useful data. The Goliath 

has had numerous abilities over the 

course of development, and the four 

he has now are the ones we’re most 

pleased with, but we only got to this 

stage by trying out lots of different 

things and removing anything that  

was too powerful.

everyone in the studio plays the 

game for at least two hours a day. The 

receptionist aside, playing the game is 

in everyone’s job description – but it’s 

not like we’re forcing them to play it, 

they want to do it. So there’s a whole 

studio of around 80 people playing on 

a daily basis, and since we signed the 

game everyone at 2K has been playing 

it as well – that amounts to around 150 

people we can data mine to see what’s 

working and what isn’t.

We also do a lot of focus testing. We 

bring in groups of people every single 

week; sometimes they’re new players 

who’ve never experienced Evolve 

before and sometimes they’re people 

who’ve played it a few times already. 

It all helps to make sure the game is as 

balanced as we can make it.

What can you tell us about Evolve’s 
central story?
The story is thin on the ground and 

that’s largely by design: the thing we’re 

concentrating on first and foremost is 

gameplay. That’s not to say we don’t 

have narrative exposition within the 

game, but the story is centred more 

on who the characters are rather than 

spinning out a complex plot through 

lots of cut-scenes.

In this sense, Evolve is more like Left 
4 Dead. Griffin, for example, is a safari-

style hunter with a big moustache. 

He’s got dialogue lines and a bit of 

backstory but nothing too longwinded. 

The game is partially inspired by the 

early Predator and alien films, there 

are moments of levity that soften the 

mood and it doesn’t take itself too 

seriously. It’s by no means a funny 

game, but at the same time, it’s not 

super serious.

We know that the Goliath isn’t the 
only Monster in Evolve. Can you give 
us even a rough idea of how many 
more Monsters will feature by the 
time the full game hits?

“The game uses an evolved  
form of The director system 

called the zoo keeper”
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INTERVIEWMatthew Edwards

I can’t give you specific details at the 

moment but the number of Monsters 

is between one and ten. In the studio 

we often refer to the Goliath as our 

first Monster; he’s the starting point 

that teaches you the structure of the 

game and it’s the same for the Hunters 

you’ve seen today. All our Monsters 

are very different to play and some of 

them are more complex than others 

– you see the Goliath and you get a 

pretty good idea of what he’s capable 

of, but when you first catch a glimpse 

of some of our other creations, the 

extent of their abilities won’t be 

immediately clear.

How has The Director system evolved 
since Left 4 Dead? Is it still a part of 
the equation?
The game uses an evolved form of 

The Director system called the Zoo 

Keeper – we don’t use it as much as 

we did in Left 4 Dead because the 

game focuses more on the player-

versus-player combat. The Zoo 

Keeper is more about governing the 

environment and the wildlife; The 

Tyrant, for example, is an aquatic 

creature that can only be found in 

pools of water.

Every piece of wildlife is native to 

a certain habitat and it has its own 

AI pattern that dictates how far it’ll 

travel and whether it works solo or as 

part of a pack. As the Monster player, 

you can intentionally lead the Hunters 

into a dangerous habitat where 

your mobility gives you a significant 

advantage – you can run into an area 

with three Sloths, anger them with a 

few swipes and then jump up to the 

high ground as the Sloths break the 

Hunter team apart. You have to be 

wary of certain creatures when the 

Monster is only level one, but once  

you evolve to level two and above,  

you can tackle anything.

The Goliath starts out as a modestly 
sized Monster in level one, before 
turning into a hulking behemoth at 
level three. Is the evolution system all 
about “bigger is better” or will some 
of the Monsters evolve in a way that’s 
more dramatic?
Getting bigger is a part of it but there’s 

more to it than that. At one point in 

development we talked about having 

abilities that you could only unlock at 

stage three, but the more we looked 

into this, the more it seemed to limit 

the Monster player’s options. We want 

the Monsters to be as versatile at stage 

one as they are at stage three, but the 

difference is that once you reach stage 

three, you stop being the hunted and 

turn into the hunter.

The Monster player can improve their 
odds by evolving – that seems to be 
a given. But is there any way for the 
Hunters to become more formidable?
Each environment features a range 

of elite wildlife. As a Hunter, you can 

break off your search for the Monster 

and try to slay a Tyrant – these are 

fairly difficult to kill but if you manage 

to pull it off you can harvest the 

corpse for a buff. These range from 

a longer jetpack boost to a quad-

damage effect.

The Hunters are much better 

equipped to deal with the wildlife as 

that’s the reason why they’re there 

in the first place. If you harpoon one 

of the creatures as the Trapper, it 

won’t get free as it doesn’t have the 

intelligence to break the harpoon. But 

you also have to bear in mind that the 

Monster can kill the elite wildlife to 

gain buffs, too.

“Once you reach 
stage three, you stop 
being the hunted and 
turn into the hunter”

“The receptionist 
aside, playing the 

game is in everyone’s 
job description”

BELOW: The Medic 
can be crucial to 
keeping your team 
alive long enough to 
take down a Monster.

ABOVE: What’s that 
coming over the hill? 
Oh, it’s a truck. Panic 
over, folks.
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Crimes & Punishments
ElEmEntary, my dEar 
martin FrEEman

natural tint of his skin, for his wrists 

are fair. He has undergone hardship 

and sickness, as his haggard face says 

clearly. His left arm has been injured. 

He holds it in a stiff and unnatural 

manner. Where in the tropics could an 

English army doctor have seen much 

hardship and got his arm wounded? 

Clearly in afghanistan.’ the whole  

train of thought did not occupy a 

second. i then remarked that you  

came from afghanistan, and you  

were astonished.” 

as explained in A Study in Scarlet, 
Sherlock Holmes has no knowledge 

of literature, philosophy or astronomy, 

only a feeble understanding of politics 

and he knows nothing of practical 

gardening, but is equipped with a near 

supernatural ability to deduce much 

of what he needs to know about a 

person from a mere glance. the novel 

was published in 1887 when it originally 

appeared within the pages of Beeton’s 
Christmas Annual.

Before its first two chapters had 

concluded he had already met his 

new housemate, dr John Watson, 

explained that he had “found a 

re-agent which is precipitated by 

haemoglobin, and by nothing else,” 

and had related to his new companion 

how it was that he knew where he’d 

come from. 

it’s certainly been possible, if not 

mandatory, to perform chemical 

experiments in Frogwares’ take on 

his adventures before. What Crimes & 
Punishments will bring to the series is 

his ability to swiftly read a person from 

their demeanour – and in a style that’s 

you appeared to be surprised 

when i told you, on our first 

meeting, that you had come from 

afghanistan.”

“you were told, no doubt.”

“nothing of the sort. i knew you came 

from afghanistan. From long habit the 

train of thoughts ran so swiftly through 

my mind that i arrived at the conclusion 

without being conscious of intermediate 

steps. there were such steps, however. 

the train of reasoning ran, ‘Here is a 

gentleman of a medical type, but with 

the air of a military man. Clearly an 

army doctor, then. 

“‘He has just come from the tropics, 

for his face is dark, and that is not the 

BeLOW: London 
town has never 
looked more 
rich, detailed and 
altogether morose.

CumBerBAtCh + testAment: Frogwares obviously loves the 
new tV show, and also telltale Games’ use of multiple moral choices. 

PrOFessOr mOrALitY

+
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highly reminiscent of how it works in 

the BBC series, Sherlock.

if you know the show you’ll be overly 

familiar with the trick. the camera 

whips around someone who has just 

encountered Benedict Cumberbatch 

for the first time as text highlights 

minute details for the viewer. a speckle 

of dandruff on the collar, for example, 

dog slobber on a sleeve, perhaps a 

slightly yellowed index finger and a 

fleck of mud high upon a trouser leg 

then all get blended in the modern 

Holmes’ mind, and he duly explains 

that they smoke rolled-up cigarettes, 

like to walk their pet in a very specific 

area even in rain and don’t use Head & 

Shoulders shampoo. 

this signature of mark Gatiss and 

Steven moffat’s modern reimagining 

hasn’t gone unnoticed by the devs. 

indeed, as our time with preview code 

proved, it’s been borrowed wholesale. 

and so upon meeting a person who 

has something to do with one of the 

game’s cases, the player will be able 

to enter Holmes’ mind and manoeuvre 
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PREVIEWWill Johnston

the cursor over their body, zoom into 

specific areas and gather information 

that can then be pieced together to 

form one of a multitude of possible 

conclusions. And other references are 

just as blatant. 

Instead of just using a deduction 

board, where little paper notes are 

connected by pieces of string, we now 

get a semblance of Holmes’ ‘Mind 

Palace’ – or rather, the opportunity to 

make neural connections within his 

brain. Such an electro-microscopic view 

contrasts heavily with the Victorian 

setting, but does enable investigations 

to flow without the need to constantly 

return to Baker Street, look impressive 

and, best of all, you won’t see this 

ABOVE: You have 
been found guilty 
of performing The 
Macarena. And may 
god have mercy on 
your soul.

BELOW: It’s no good, 
gentlemen – Sherlock 
knows nothing of 
gardening and can’t 
help you with your 
weed problem.

Determining someone’s 
guilt doesn’t mean they 
shouldn’t escape the 
attention of the police.

WE DISLIKED
- Limited hands-on time
- No Xbox One version
- Cumbersome conclusions 

+ Beautiful rich visuals
+ New TV show allusions 
+ Sherlock’s amorality 

WE LIKED

Sherlock Holmes flicking his eyes 

around and making wide gestures with 

his arms as if he’s using Kinect to play 

Minority Report. 
Such extra visualisation was also 

apparent when Holmes encountered 

a whiff of tobacco, whereupon the 

action snapped to an extreme close-

up of somewhere in his head where 

individual tones of the fragrance 

were then manipulated as if pieces 

in a three-dimensional puzzle. On 

completion, the exact brand was 

identified. Crimes & Punishments will 

offer a classic take on the consulting 

detective, then, and will also have a 

fascination with his most recent on-

screen iteration.

117one-gamer.com

Although our time was spent mostly 
being shown how the game plays, rather 
than experiencing the gameplay for 
ourselves, we did get to directly find out 
if a man can hurl a whaling harpoon with 
enough force to impale a pig’s carcass 
to a wall in one of Crime & Punishments’ 
many practical experiments. Still, being 
shown around various investigations 
proved that they will all include a lot 
more depth than in previous Frogwares 
adventures – and the way that the 
choices made once guilt has been 
ascertained are compared against 
other players’ decisions online is all very 
Telltale Games. We’re expecting the 
finest Holmes outing yet – and for it to 
occasionally be a bit of a Cumberbitch. 

The game is afoot…

HANDS ON
CrImES & PunIShmEntS
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LiveLifeSpotlight 
on the XboX 
live gaming 
community

ebruary saw the first update of 

the Xbox one’s operating system 

but you can bet your last and possibly 

melted Rolo that it won’ be the last, and 

neither will the major overhaul that’s 

due in march just ahead of Titanfall’s 

big launch.

targeting issues concerning online 

play, the downloadable fix will turn 

party chat on by default so you will 

no longer have to go searching for an 

on switch or be left considering that 

your speakers (or ears) have become 

defective. party chat will also be 

separated from whatever game it is 

that you’re playing (hint: Titanfall) so 

you’ll be able to chat with any online 

friends at any time no matter what 

they’re playing, though there’s been 

no word if this will work cross-platform 

with the 360.

amazingly, microsoft is also adding 

a basic and no-nonsense Recent 

players list, so you can easily find 

out who you’ve just been playing 

with – because that wasn’t previously 

possible on the new console. it’ll also 

be adding an “invite friends to game” 

option on all multiplayer titles because 

it turns out that this was (and still is) 

pretty popular on the 360. no doubt 

microsoft knew this when first coding 

the one’s oS, but got distracted when 

it saw a squirrel out of its Redmond 

window. and by squirrel we mean all 

those people who were complaining 

about the original direction the system 

was taking.

there will be some extra tweaks, 

too, notably to Kinect and the way 

it recognises your voice, while there 

will be other slaps of a digital spanner 

that will add greater functionality for 

developers developing apps. and how 

about the ability to snap video Skype? 

it’ll be on its way sometime later. 

We’re hoping we’ll one day be able to 

be watching netflix, say “Xbox volume 

down” and to have to see the play/

pause/rewind control deck appear as 

we’re informed that, oh yes, Xbox is 

listening. We dream big.

F
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COMMUNITY NEWS the lateSt neWS fRom aRound 
the online XboX WoRld

one-gamer.com

ABOVE: Many 
notifications are 
handy, but being told 
that your volume has 
gone up or down by 
obscuring the screen?

MeCH’iN UP
WILL TITAN FOUL?
did you get burned  
by the issues that 
plagued Battlefield 4 
since its launch? 
evidently it was in 
danger of happening 
to Titanfall, which is why the vp of ea Studios, 
patrick Söderlund, was keen to point out that 
it will launch without a hitch. “We’re taking 
multiple steps to evaluate what occurred 
and incorporate those learnings into our 
development process for future products, so we 
don’t experience the same problems again,” he 
explained in an earnings call, having pointed out 
the complications of releasing Battlefield 4 on 
multiple platforms simultaneously and having  
to incorporate Smartglass tech. problems that, 
he insisted, Respawn’s game won’t face.

PATCHMAN AND 
ROBBING
heard the one about 
the developer that was 
too busy making dlc 
for a game that was 
full of bugs to get busy 
working on a patch? Well you will have when 
you find out that’s exactly what Warner bros 
montreal is doing for Batman: Arkham Origins. 
“the team is currently working hard on the 
upcoming story dlc and there currently are no 
plans for releasing another patch to address the 
issues that have been reported on the forums,” 
reports its community manager. So that’s a 
big fo from the makers of AO, right there. 
apparently some form of fix might happen, but 
it won’t be aimed at minor glitches and will only 
deal with “progression blockers” that make the 
game unplayable. now that’s service.

Giant robots liGht a fire under Microsoft’s bottoM

SKY HAS A LIMIT
be careful how you 
use the word “sky” 
because apparently it 
is now so synonymous 
with a certain 
television service that 
microsoft has been forced, at metaphorical 
legal gunpoint, to alter the name of its Skydrive 
to the actually far better suiting onedrive. 
Remember, when you upload your Xbox one 
videos that’s where they’re going so don’t even 
say the old name or Kinect will grass you right 
up. probably. though probably not, although it 
certainly won’t take you where you want to go 
once the change has taken place. these days 
it’s never been more important to make sure 
that names you use aren’t misleading, which 
is why we look forward to fox news being re-
branded so as to not confuse those who want 
news about foxes or, indeed, actual news.

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

While waiting for Titanfall, why 
not enjoy your Xbox one’s 

brand new battery life indicator 
that was added last month?
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The laTesT DlC fraggeD, TaggeD anD baggeD

DLC DLC DLC

DLC

AssAssin’s Creed iV  
– MultiplAyer 
ChArACters pACk 2
priCe: £2.39 (free with seAson pAss)

three new characters join the online 

murder-a-thon to add a little bit of extra 

variety to those who are finding that 

multiplayer is getting a little bit stale. 

there’s the stowaway, a young blonde 

lad who’s out for mischief, the shaman, 

who’s a houngan Asogwe and so a haitian 

voodoo high priest, and the Mermaid, 

who isn’t actually a mermaid but is a highly 

skilled navigator. each comes with their 

own unique moves and you can get them 

all for less that it would cost to buy a single 

Forza 5 car. not bad value, then.

deAd rising 3 –  
fAllen Angel
priCe: £7.99 (free with seAson pAss)

Angel is an alcoholic and a resistance 

fighter, and you can tell that she’s a bit 

“edgy” because beneath her hood sprouts 

a Mohawk haircut. she’s also the first female 

protagonist to appear in any dead rising, 

and she’s certainly a lot more interesting 

than Adam kane from the last instalment 

of dlC. this hour-long tour of aspects of 

the city you might not be acquainted with 

comes with the ability to carry two machine 

guns and ride a new vehicle and certainly 

provides a more interesting experience, if still 

not quite up to the standard of main game. 

still, new weapons and vehicles – right?

defiAnCe: 7th 
legion pACk
priCe: £7.99

the legion of the title is commanded by 

yoshida hiro, which is all the excuse it 

needs to provide a new piece of recruit 

kit that puts players in a coolie hat and 

arms them with a samurai sword. racial 

stereotypes aside, it also adds new fighting 

styles and synergies and hybrid human-

Votan tech shields as the tV tie-in battle for 

the Bay Area continues. And it will be doing 

so for some time. syfy will start to pump 

the second series as of June, so there will 

be another 13 episodes to enjoy that will 

help give the online shooter a richer context 

with which to explain itself.

priCe: £2.32

two goliaths from the Zaford and hodunk families are in love and so how about a dull mission 

to collect ingredients for a potion, just to make sure their wedding goes well? how about “no”, 

as what we have here is another excuse to ask players to move from destination to destination 

to collect bits and pieces that culminates in a boss fight that gets tougher should it not be 

ended swiftly and fails to offer any surprises or, indeed, much interest outside the shooting. 

sure you’ll win a new skin and head for completing it, but to do that you’ll really have to be a 

glutton for the mundane. love is… knowing when to let go.
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LEGO MARVEL SUPER HEROES

Despite the narrative being quite 

average, the repeating bugs and the 

still awful free roam fl ying, it’s still fun 

to play through. Collecting characters, 

vehicles and gold bricks is still as fun 

as it’s ever been and doing it as my 

favourite characters in LEGO form still 

raises the same smile it has for years.

espite my overgrown 

Gamerscore, I do not play 

the LEGO games for their relative 

ease to complete 100%. Every single 

one maintains the same charm and 

it’s a credit to TT Games that they 

can take this charm and map it to 

different brands to create a familiar, 

yet fresh, adventure with every game 

they release.

Having played LEGO: DC Super 
Heroes I thought I knew what to 

expect and for the most part I was 

right. A pessimistic person would label 

this as a re-skin of DC, switching out 

characters and locations for those 

of the Marvel Universe. It could be 

that I’m more of a fan of Marvel, and 

therefore resonate with it more, that I 

enjoyed this as much as I did.

I loved the big LEGO fi gures, 

examples such as Hulk and The Thing 

(with some brilliant unlockable ones, 

I won’t mention here), I loved the nods 

to the fi lms and comics, and there’s 

even a reference to The Simpsons in 

this game!

There are some returning negatives, 

which if you have played any LEGO 

game you will have experienced. My 

argument here is that this shouldn’t be 

acceptable on new-gen consoles. On 

a couple of occasions I had to restart 

the level as characters became ‘stuck’ 

in scenery and the free roam fl ying still 

feels disjointed.

D

LEFT: If you want to 
use the Bifrost then 
you’d better be nice 
to Stringer Bell.

LEFT: Stark had 
better go easy on 
the shawarma or he’ll 
never it back into his 
MK1 armour.

LEFT: Only an 
Asgardian blade can 
hope to trip Thor’s 
beard with such 
surgical skill.

I say the story is 
average, but it is 
enjoyable to play 
through if only 
to collect all the 
characters.

REVIEWER

8

THE GAZATRON

READER’S
VERDICT

LIVE LESSON
This issue we discovered that…

… If you face someone called 

Xbox Sign Out in combat you 

should never call out their name.

ARCADE ATTACK:
Live score challenge
MAX: THE CURSE OF 
BROTHERHOOD
Now here’s one that’s got some of us in a tiz 
that requires you to whip out your magical 
marker and somehow beat Ian’s score by 
beating his total of 2,898 objects drawn. 
How is that even possible, you might ask? To 
be fair, we’re not sure if it means you actually 
win more points for fumbling your doodles 
and having to redo them, or that Ian has 
actually found 500 more places than Will 
ever managed and so drew 500 or so more 
vines or pillars, or weird gun emplacements. 
It’s a strange one, defi nitely, and if you have 
an Xbox One and are looking for some 
enjoyable platform-based puzzling then 
we’d suggest that Max is your man. If, that 
is, he wasn’t even a teenager.

ARCADE EYE
Fingering a future Arcade hit
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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!

4oD
Epic Mrs Windle is one 
of the team’s wags, 
and when asked about 
the Achievement that 
has given her the most 
pleasure her answer 
certainly came from the left fi eld. This is her 
story. “I’d been watching a few episodes 
of that Benefi ts Street programme on 4oD 
on our Xbox One when I was alerted to 
the fact that I was amazing and was the 
winner of the All for One Achievement. I’d 
been depressed by all the poverty, but that 
cheered me right up. I then checked, and it 
seemed that I was so awesome at watching 
TV that I’d also gained Four in a Row for 
watching four episodes in a row, Back 
for More, because I’d returned to the app 
four times, and the All for One, er, one was 
because I had watched shows on the same 
channel for an entire hour – like a boss. I was 
pretty chuffed, and if only I knew how many 
Gs I’d won I’d be bloody ecstatic.”

MY FAVOURITEACHIEVEMENT

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

PIER SOLAR HD
Did you know that people are still making 
games for the Sega MegaDrive? Not 
just ones that run on a PC via emulation 
software, but rather ones that get released 
on actual cartridges? Pier Solar and the 
Great Architects is one such example, and 
it was released back in 2010. Thanks to a 
successful Kickstarter campaign it’s also 
coming to the Xbox 360 sometime soon in 
all its 16-bit RPG glory, but as rendered in a 
higher defi nition. Is it any good? Aside from 
what some consider a dull combat system, 
yes – very much so. It’ll certainly bring 
pleasure to those who miss the quirkiness 
of early Nineties gaming and if everything 
goes to plan it could be available in March.
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We see ONE Gamer Interactive on your 

tablet and the physical ONE Gamer magazine 

as being complementary to one another. And 

just as the Xbox One enjoys certain content 

that the Xbox 360 doesn’t, and vice versa, so 

each version of ONE Gamer will offer its own 

unique exclusives.

For example, we all know the hoops that the 

games press has to jump through with regard 

to embargoes. So we might bring you a world-

first look at a new game in the print version of 

ONE Gamer because it hits shelves on a certain 

date, while ONE Gamer Interactive could be the 

place to get a global exclusive review because it 

lands in the app store ahead of the mag.

In addition, the new electronic format 

enables us to provide you with coverage 

in ways simply not possible in the print 

magazine. Whether it’s videos from the show 

floor of a big event, breaking audio from a 

publisher conference call, or even a clip of Pete 

Molyneux saying something really silly about 

his new game, you can digitally digest your 

gaming info in all new ways.

EXCLUSIVE CONTENT

122

YOUR FAVOURITE MAG, FULLY 
INTERACTIVE AND AT YOUR 
FINGERTIPS FOR JUST 99p!

one-gamer.com

We took it back to the lab. We made it 

bigger, stronger, faster. We pumped it full of 

next-generation steroids and now, finally, it’s 

here. Behold, the ultimate Xbox companion 

whether you’ve got an iPad, an Android tablet 

or a Kindle – the brand new ONE Gamer 
Interactive app!

That’s right, you asked and we listened. You 

love the magazine, but you don’t want to wait 

a whole month to read a new issue. You love 

the content, but you want it on your tablet 

packed with bells and whistles and interaction. 

You love our news, but you want to hear it as 

it happens, and you love our reviews, but you 

want to read them on release day or sooner, 

instead of after a game is already out.

Well folks, we’ve (Un)cooked up something 

very special for you: ONE Gamer Interactive 

is now available to download for just 99p 

from the App Store on your favourite tablet. 

Whether you’re an iPad addict, an Android 

acolyte or a Kindle kind of person, just search 

for “Xbox ONE Gamer Interactive” and you’ll 

find our shiny, swanky, sleek and sexy new 

interactive edition of the mag – and best of all 

we’re giving you a free 14-day trial!

Each fully interactive issue is available 
every other Wednesday for less than a quid, 

but early adopters can take advantage of 

our free 14-day trial – this no-obligation offer 

gives you the first issue absolutely free, with 

a subscription costing just £1.49 per month 

thereafter. That’s less than the price of a bottle 

of Coke! And when did bottles of Coke come 

with animated front covers, video and audio 

features, or exclusive content that you won’t 

find in the mag?

If you’re tired of waiting four whole weeks 

for our reviews, previews and features, now 

you can read our verdicts virtually as soon as 

we’ve written them. You can hear about the 

upcoming titles almost as soon as we’ve seen 

them. And you can fill your boots with news 

and opinion that’s delivered quick enough to 

keep you up to date with all the juicy gaming 

gossip, but with enough time for us to separate 

the hard facts from the filthy rumours that so 

often plague internet “newz” sites!

So head over to your App Store of choice 

right now to take advantage of our free 14-day 
trial. It’s your bi-weekly fix of everything to do 

with Xbox One and Xbox 360 goodness!

ABOVE: ONE Gamer 
Interactive does 
exactly what it says 
on the tin, bringing 
full interactivity to 
your favourite Xbox 
magazine.

TOP: It’s the same 
great content you 
know and love, but 
with a complete 
design overhaul to 
make the most of the 
sleekness of tablet 
technology.

GET IT ON iOS, ANDROID AND KINDLE NOW!

ONE GAMER INTERACTIVE
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ONE GAMER INTERACTIVE

WRATH OF THE TITANS
Since it’s our fi rst ever issue of ONE Gamer Interactive, we wanted to get 
the party started in style. So what better way than with a massive feature on 
everything you need to know about Titanfall! We stuff a stick of dynamite right up 
the shiny metal ass of EA’s system seller and blow it wide open.

We take you beyond the massive six-page feature you’ve enjoyed in the 
magazine and bring you exclusive content you won’t fi nd anywhere else – such 
as our sit-down interview with the developers over at Respawn Entertainment! 
Hear about the game straight from the mouths of the boys who were too cool 
to languish under the Call of Duty thumb at Activision, as they tell you about all 
aspects of their Microsoft-exclusive and why it’s going to change the fi rst-person 
shooter genre forever!

We’ve also expanded our hands-on playtest with an in-depth feature breaking 
down everything that the devs didn’t want to discuss. Does the game really only 
run at 792p? Why has the 360 version been shrouded in so much secrecy? Will 
Bluepoint really be able to deliver a port on par with the Xbox One release? Find 
out the answers to these questions and more in ONE Gamer Interactive!

INTERVIEWTIFUL
We’re lucky that we get 
to talk to so many great 
developers and gaming 
minds from around the 
world. But sometimes it’s 
hard to convey the buzz, the 
excitement and the vibe in 
the room when we’re merely 
transcribing an interviewee’s 
words onto paper. 

The magic can be lost a 
little bit when you can’t hear 
Ubisoft’s Canadian devs 
saying “oot”, and when 
you hear the words actually 
come out of Peter Molyneux’ 
mouth you understand that he’s not actually an arrogant 
blowhard, but perhaps the most passionate man 
in the world when it comes to games. 

With the interactive elements in our ONE Gamer Interactive 
interviews, we can replace some of the dimension that 
is occasionally lost in transcription. If the interviewee is 
talking about a specifi c section of a level we’ve just played, 
we’ve got the chance to show it to you – perhaps with him 
narrating it as we play – so that you understand exactly 
what he’s talking about.

With the click of a button you can hear chunks of audio 
from an interview and decide for yourself whether someone 
is genuinely excited or just blowing PR smoke. This is quite 
simply as close as you can get to the game makers without 
stalking them and facing a possible lawsuit. 

TRIPLE THREAT: ONE GAMER, THREE FLAVOURS

INTERACTIVE APP
(iPad, Android, Kindle)
CHARACTER CLASS: ASSASSIN

You need your information bang up-to-date 
and you can’t afford to wait for intel on your 
targets. ONE Gamer Interactive has been 
specifi cally designed to take maximum 
advantage of tablet tech to bring you cutting 
edge content. Want your reviews as soon as 
possible? Your features fi lled with interactive 
galleries and video content? Your interviews 
packed with audio clips so it’s like the subject 
is talking right to you? Then ONE Gamer 
Interactive is your weapon of choice.

WHERE TO GET: Go to the App Store, search 
for “Xbox ONE Gamer Interactive” and 
download the free app.

MONTHLY DIGITAL
(iPad/iPhone/Android/computer)
CHARACTER CLASS: HACKER

You want all the benefi ts of the print magazine 
but you want it on a screen – any screen. 
Whether you’re on your phone or at your desk, 
you want to be able to browse a feature or pull 
up a preview on any device at your disposal. 
With the digital edition of ONE Gamer, you’ll 
be able to access a tailored version of the print 
mag packed with trailers and interactivity on 
your phone, tablet, laptop or computer.

WHERE TO GET: On Android and iOS, search 
for “Xbox ONE Gamer” and download the free 
app. On PC and Mac, go to www.one-gamer.
com and hit the “Digital Edition” links on the 
left-hand side.

MONTHLY MAGAZINE
(Print)
CHARACTER CLASS: SPACE MARINE

You’re a soldier in the fi eld. Your pack is 
always loaded and you’re ready for any 
contingency. You’re hardcore enough to carry 
heavy weaponry, so you’re hardcore enough 
to carry a magazine. You don’t want battery 
power getting in your way and reading on 
screens is for geeks and teenagers. And you 
want to be able to read while you’re sitting on 
the can or when the pilot has told everyone to 
turn off electrical devices.

WHERE TO GET: Your newsagent, 
supermarket, or delivered to your door for 
less money and with two free issues courtesy 
of a subscription (turn the page!).
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SUBSCRIBER
ADVANTAGES
Save up to 35%*
Get it before it hits the shops **
Never miss an issue
Delivered directly to your door
Postage and packing completely FREE!
* UK only. Based on 12-issue UK subscription plus 2 free issues

**Subject to an efficient postal service

SUBSCRIBE
TO ONE GAMER
AND GET 2 ISSUES COMPLETELY FREE*
*12-ISSUE UK SUBSCRIPTION ONLY

JUST £2.57 AN ISSUE
* BASED ON 12-ISSUE UK SUBSCRIPTION PLUS 2 FREE ISSUES

SUBSCRIBE TO
ONE GAMER
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EASY WAYS 
TO SUBSCRIBE
1.  Call to place your order via debit or credit card on:

0845 3306540
2.  Order online at www.one-gamer.com 

using our secure Paypal service
3.   Complete the subscription voucher and post it to:

ONE Gamer Subscriptions,
Select Publisher Services, 
PO Box 6337, Bournemouth,
Dorset, BH1 9EH

4.  Or, alternatively, scan and email the form to:
customerservice@uncookedmedia.com

THE SUBSCRIPTION IS:

 For me (address below)       A gift (recipient address below)

YOUR DETAILS
My name  ................................................................................................................................

My address  ...........................................................................................................................

........................................................................................................................................................

........................................................................................................................................................

........................................................................................................................................................

Postcode  ................................................................................................................................

Telephone number  .........................................................................................................
(including STD)

Email address  .....................................................................................................................

GIFT DETAILS
Recipient name  .................................................................................................................

Recipient address  ............................................................................................................

........................................................................................................................................................

........................................................................................................................................................

........................................................................................................................................................

Postcode  ................................................................................................................................

Message to appear on gift card  ...........................................................................

........................................................................................................................................................

........................................................................................................................................................

I want to subscribe for (please tick):

PAYMENT DETAILS
1. Cheque (UK only).

I enclose a cheque for  
(made payable to Uncooked Media Ltd)

2. Card type   
(eg MasterCard/Visa/Switch)

Card number

Valid from date  Expiry date

/
  

/
  CCV code (last three digits on signature strip)

Card issue number (if applicable)

Cardholder’s
signature

Photocopied forms are acceptable.

From time to time ONE Gamer may send out exciting news on related 
products and services, if you do not wish to receive such information please tick.  

Please allow up to 21 days for delivery of your first issue, subsequent issues will 
arrive on or before the on sale date of issue, subject to an efficient postal service.

If you have any queries regarding the delivery of your subscription, then please 
contact our subscriptions team by telephone on 08453 306 540 or alternatively by 
email at customerservice@uncookedmedia.com.

Uncooked Media Ltd is not responsible for any damage or accidents that may 
occur as a result of using any gifted product. Care should be taken at all times when 
handling electrical goods. Please refer to manufacturer’s instructions for full details.

YES! I WANT TO SUBSCRIBE TO ONE GAMER
STARTING WITH THE NEXT AVAILABLE ISSUE.

UK 6 ISSUES = £20
UK 12 ISSUES = £36 (PLUS 2 FREE ISSUES)

ROW 12 ISSUES = £68
EUROPE 12 ISSUES = £56

REF#: ONEGSUBS138

6 UK 12 Rest of World
(£20) (£68)

12 UK + Free 2 free issues 12 Europe
(£36)       (£56)

SUBSCRIBE TODAY!

JUST £2.57 AN ISSUE
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COMPETITION

126 one-gamer.com

It’s the end of the world as we know… and 

we feel fi ne. That’s because Lightning is here 

to guide us through it, as Europe plays (to 

mix our musical metaphors) and we count 

down our fi nal moments in Nova Chrysalia. 

Thankfully, being our newfound Saviour and 

all (not to mention having a natty selection of 

cool outfi ts and massive swords), we’re pretty 

sure that she’s going to save the day. After 

all, if Desmond bleedin’ Miles can do it, we’re 

pretty sure that she can. 

So, there seems to be no better way to 

celebrate Lightning’s ability to save the world 

than by giving away some copies of her brand 

new game! Yes indeed, we’ve got ten shiny 

copies of Lightning Returns: Final Fantasy XIII 
to dish out to you lucky punters – and this 

time we’re doing things a little bit differently. 

Instead of asking you an insultingly simple 

multiple choice question or getting you 

to Like our Facebook page (which you 

should do anyway at www.facebook.com/
ONEGamerMag), you’re gonna have to earn 

this one… we want to see your best Final 

Fantasy impersonation! 

You can go about this any way you like. 

Are you a dab hand at cosplay? Then send 

us a pic of you dressed as your favourite 

Final Fantasy character! Can you do a mean 

impression of Gilgamesh saying “Starkle, 

starkle, little twink, now it’s time that you guys 

sink”? Then whack that bad boy on YouTube 

and link us up! Do you own a replica Buster 

Sword? Then take a snap of you swinging it! 

Just email your photo, YouTube link or 

anything else you think might impress us to 

mail@one-gamer.com – and if your entry 

is awesome enough, we might even feature 

it in the cosplay section of our new digital 

magazine, ONE Gamer Interactive! (See 

page 122 for details.) The closing date is 

midnight on 25 March 2014, so what are you 

waiting for? Backcomb your pointy hair, 

shine up your sword and enter right now!

LUCKY NUMBER XIII

WIN!
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Personal details:

Name ___________________________

Address _________________________

________________________________

________________________________  

________________________________

Postcode ________________________

Telephone number ________________

Email ___________________________

Issue/s wanted  ___________________

Please send the completed form to the following address: 
Back Issues, ONE Gamer, Uncooked Media Ltd, PO Box 6337, Bournemouth, 
Dorset, BH1 9EH. All cheques and postal orders must be made payable to 
UNCOOKED MEDIA LTD. Please allow 14 days for delivery of your back issues.

BACK ISSUES ORDERING FORM

BACK ISSUES

#116 SOLD OUT

#108 SOLD OUT

Issue 108
Mass Effect 3

Issue 109
Assasin’s Creed III

Issue 110
Crysis 3

Issue 111
Resident Evil 6

Issue 112
Call of Duty: Black Ops II

Issue 133
The Witcher 3

Issue 134
Xbox One Launch Guide

Issue 135
Titanfall

Issue 136
2014 Preview

Issue 137
Alien: Isolation

Issue 128
Watch Dogs

Issue 129
Assassin’s Creed IV

Issue 130
Call of Duty: Ghosts

Issue 131
Dead Rising 3

Issue 132
Dark Souls II

Issue 123
BioShock Infi nite

Issue 124
Tomb Raider

Issue 125
Star Trek

Issue 126
Dead Island Riptide

Issue 127
Battlefi eld 4

Issue 118
Dead Island Riptide

Issue 119
Halo 4

Issue 120
Dead Space 3

Issue 121
DmC Devil May Cry

Issue 122
Metal Gear Rising

Issue 113
E3 Special Report

Issue 114
Halo 4

Issue 115
Assassin’s Creed III

Issue 116
Gears of War: Judgment

Issue 117
Call of Duty: Black Ops II

Issue 103
The Elder Scrolls V: Skyrim

Issue 104
Grand Theft Auto V

Issue 105
2012 Preview

Issue 106
Hitman: Absolution

Issue 107
Aliens: Colonial Marines

OR BY PHONE ON:

0845 3306540
ORDER ONLINE AT:

www.one-gamer.com

BACK ISSUES
ONLY £4.50 EACH!

INCLUDING P&P

PLUG THE GAPS 
IN YOUR COLLECTION 

THE EASY WAY!

#138

one-gamer.com
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MYSTERY SOLVED
BUT IS THE CASE REALLY CLOSED FOR LEVINE & ASSOCIATES?

Issue 139 
is on sale 

Wednesday
26 March or 

turn to page 124 
to subscribe
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CELEBRATING THE CLASSIC MOMENTS OF GAMING

ASSASSIN’S CREED IV 
BLACK FLAG

OH, HO, ROLL AND GO! 
PUBLISHER:
Ubisoft

DEVELOPER:
Ubisoft Montreal

RELEASED:
22 November 2013

Reviewed:
Issue 134

What exactly do those salty pirates mean when they sing, 

“She’s lovely on the foreyard, an’ she’s lovely down below, 

boys”? Are we reading too much into a perfectly innocent 

lyric about a lass called Sally Brown who is simply lovely 

no matter whether you encounter her in the lowest yard 

on a ship’s foremast or deep in some dark and dingy 

storage compartment? Or, perhaps, are they referring to 

her more delicate physical qualities?

It’s something we’ve been thinking about a lot as we 

sailed around the Caribbean in search of plunder, that’s for 

sure. And we’ve been sailing a great deal, because high 

seas piracy is a necessity if you want to steal the amount 

of wood and metal needed to bolster the Jackdaw with 

enough upgrades to take on the four Legendary Ships 

whose presence on the four corners of the map has been 

mocking us for far too long.

There’s arguably the toughest of them all, El Impoluto, 

located to the northwest that’s deadly at long range 

and eager to ram. To the northeast there’s the double-

whammy of HMS Fearless and Royal Sovereign. La 

Dama Negra lurks to the southwest and to the southeast 

you’ll fi nd the HMS Prince. Each one requires different 

tactics to destroy and none can be boarded; attempt to 

do so and Kenway will die as soon as he makes contact. 

No, they must be totally taken out of action and, unless 

you’ve massively increased your ability to fi re cannons, 

mortars and can take a lot of damage, you’re certain 

for a one-way trip to Davy Jones’ Locker should you 

engage them in combat.

Initially, each ship seems impossible to defeat. Our fi rst 

fi ght with El Impoluto saw it leap from the ocean like a 

dolphin before it landed on our bow and opened fi re. That 

wasn’t fair. That was obviously a bug. But at least you can 

use some quirks to your advantage; if you want to collect 

a lot of easy cash just defeat either HMS Fearless or Royal 

Sovereign and quickly loot the remains of one for 10,000 

Reales. Let the other kill you and you’ll restart the entire 

battle with the money still in your bank and can perform 

the trick again and again and again.

Black Flag’s seafaring has certainly had us hooked – 

and so much so that we forgot all about the main plot 

for a long, long time. Will Ubisoft create more such 

adventures or move the series on to another more land-

based period and setting? That’s unknown, though we 

doubt it. But alas, it is time to go now. Haul away your 

anchor, haul away your anchor. It’s sailing time.

PARTING SHOT

130 one-gamer.com
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