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H
ow to improve on perfection? 
It’s a question I find myself 
asking a lot this month, both 
as I slip into former boss man 
Jon’s decadent editor’s throne 

and as team OXM finally go hands-on 
with Halo 5’s multiplayer beta. 

Halo’s problem (if you can call it that) 
is that Bungie nailed the magic early 

on, magic that has since 
been teased in all kinds 
of directions without ever 
delivering a killer leap. The 
early verdict on 343’s take 

on Red vs Blue? It might be the evolution 
we’re waiting for. Start getting excited 
on page 28 and enjoy the issue!

“HALO 5’S MULTIPLAYER MIGHT 
FINALLY BE THE KILLER EVOLUTION 
WE’VE BEEN WAITING FOR”

 EDITOR’S LETTER
A new take on an old friend

EMAIL matthew.castle@futurenet.com 
LIVE OXM Pesto TWITTER @mrbasil_pesto

Joe Skrebels
News editor

Live OXM Joe

Twitter @2plus2isjoe

Bad news for lovers of 
lank locks and slightly 
confusing metaphors: 
news ed Joe leaves us 
this month. We’ll really 
miss his dazzling smile 
and having to consult  
the dictionary when he 
submits copy. Best of 
luck in the future, you 
wordy weirdo.  

Alex Dale
Deputy editor

Live Chocoboofdoom

Twitter @sporadicdaler

Alex tackled Halo: The 
Master Chief Collection 
for review this month. 
Finishing the fight had 
such an impact on him 
that he’s now finishing 
everything else in the 
office: jokes, snacks, 
sentences. It’s really 
– what’s the word? – 
(annoying? - Alex). 

Kate Gray
Staff writer

Live OXM Kate

Twitter  

@hownottodraw

It’s time for another 
round of ‘what is Kate 
laughing at in her OXM 
profile picture?’. This 
month’s candidates: A) 
a funny cat video, B) a 
funny dog video, or C) 
the inevitability of the 
eventual heat death of 
the Universe.      

Emma Davies
Production editor

Live OXM Emma

Twitter @emcetera

Having gone mad 
and made Christmas 
pudding, mince pies 
and eggnog in the 
space of one weekend 
back in October, Emma 
now already has her 
obnoxious Christmas 
jumper on. And it’s not 
even a Master Chief-
print. For shame.
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BIRTHDAY TOY

XBOX ONE IS ONE
Microsoft’s newest console has overcome 
first-year adversity with flying colours. And 
now it’s time to celebrate a bright future
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Star Wars Battlefront due late 2015
What temperature is the inside of a 
Tauntaun? LUKEWARM. Why are we telling 
bad Star Wars jokes? Because Star Wars 
Battlefront is coming next ‘holiday 
season’, and it’s looking like Hoth 
property. We really wampa play it. 

Destiny DLC out 9 December
Costing $20, The Dark Below DLC adds new 
weapons, gear, story missions and co-op 
to Bungie’s already massive shooter. It 
also ups the level cap to 32 – an essential 
boost if you’re to take on a new Raid set 
around a hellmouth on the Moon. Lunacy.

Xbox One’s first year saw not one, but two 
new Forza games hit the console.

A 
lot can happen in the first year of 
development. Take babies as an example: in 
just 12 short months, they transform from 
useless wailing potatoes into mini-humans 
capable of crawling around, babbling basic 
words and swatting your prized porcelain 
Master Chief statue down a flight of stairs. 

The Xbox One has undergone just as dramatic a growth 
spurt in its first year of existence, but just how much it’s 
grown in stature may have gone largely unnoticed. That’s 
because, unlike a tantrumy toddler, it’s endured the painful 
teething stage without, well, crying about it. 

It goes without saying that we’re advocates of the Xbox 
brand here at Official Xbox Magazine – but even though 
we give the biggest, greenest fistbumps this side of the 
Incredible Hulk, we call it like we see it. And there’s no 
disguising that this has been a challenging first year for 
the Xbox One. Troublesome starts have of course gone 
hand-in-hand with Xbox over the years. The original Xbox 
received a price drop within months of its release to help 
it compete with the dominant PlayStation 2 – a backdown 
that saw Microsoft give away tons of games and controllers 
to keep early adopters onside. And in 2005, the Xbox 360’s 
ambitious worldwide launch proved a severe strain on stock, 
making it all but impossible to grab one the right side of 
Christmas. And then of course, there was the infamous ‘red 
ring’ debacle, which saw reported estimated failure rates of 
launch units as high as 54%.

FINDING ITS FEET
In comparison, the Xbox One’s launch period has been 
relatively trauma-free – but the console has yet to fulfil its 
potential as the all-singing, all-converging entertainment 
unit that Microsoft envisaged during the initial reveal – and 
that’s largely because it’s spent the past year firefighting 
fallout from a traumatic gestation period that forced the 
company to reimagine every aspect of the console on the fly.

As you may recall, just a few months before launch 
Microsoft was forced to abandon its original vision of Xbox 
One as an ‘always-online’ console – a process that would 
have enabled you to play games without the disc in the slot, 
and share or resell digital copies of games. The trade-off 
for these benefits would have been that the console 

//XBOX ONE HAS UNDERGONE  
A DRAMATIC GROWTH SPURT  

IN ITS FIRST YEAR//
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would insist on checking your internet 
connection every 24 hours like a 
fussy nanny, to ensure you weren’t 
sharing your purchased copy of Chariot 
with half of France. If your Xbox One 
couldn’t detect a connection, sorry! No 
coffin-tugging frolics for you.

This proposal provoked an 
aggressive backlash from the wider 
gaming community, who argued that 
the strict online requirement breached 
their ownership rights; in the new 
world order, Xbox One owners would be 
unable to enjoy their games collection 
in the event of a Wi-Fi outage, or trade 
in boxed copies of games. In the end, 
Microsoft had no choice but to do a 
U-turn; it had badly misjudged appetite 
for a fully digital console in the current 
climate, and it was badly hurting 
public perception of the console.

It was painted as a humiliating 
reversal for Microsoft – and one 
that Sony revelled in during its 
E3 campaign. But the Xbox One’s 
subsequent rebound serves as proof 
that it is always better to swallow 
humble pie than to choke on it. It’s 
the same admirable willingness to 
rectify mistakes quickly that enabled 
Microsoft to maintain momentum after 
the Xbox One and Xbox 360 launch 
woes, and now the signs are that Xbox 
One is beginning to hit its stride. 

The decision in June to drop Kinect 
as a mandatory feature – another 
example of Microsoft’s eagerness 
to reshape in response to consumer 
feedback – coincided with a sharp 
rise in sales, and the July-September 
period saw a year-on-year Xbox sales 
increase of 102%, bolstered in no 
small part by an industry-leading 
range of console exclusives such 
as Titanfall, Sunset Overdrive, Forza 
Horizon 2 and more besides. 

That’s not just conjecture either 
– the Xbox One’s first 12 months has 
played host to one of the best launch-
window lineups in recent memory and, 
with the embracing of indie developers 
in the form of the ID@Xbox program, 
the Xbox One is now fixed to boast an 

A Killer 
Instinct 
reboot was one 
of Xbox One’s 
launch titles.

Ryse: Son of 
Rome was the 
first game to 
really show 
off Xbox One’s 
graphical 
prowess.

Grand Theft Audio
Fancy 59 tracks of GTA V tunes on six vinyl records? Then 
prepare to go to war with fellow fans: only 5,000 copies 
are being printed. The race begins on 9 December.

Three things 
we love about 
Xbox One…

“Xbox, record that”
Having the option 
to save the ‘you 
had to be there’ 
moments just 

seconds after they’ve happened 
is a game-changer. Long-range 
grenade kills are the 21st-
century equivalent of your 
auntie’s vacation photos.

Twitch
Streaming live gameplay 
footage to your audience as 
you play, enabling you to 
share experiences in real 
time, is the new jam. Not 
sure who’d want to watch us 
cower in a locker in Alien: 
Isolation for nine hours 
straight, mind.

That controller!
A classic design that builds 
intelligently on the Xbox 
360 controller, adding a 
firmer d-pad and a chunkier 
feel overall. Release a 2.0 
version where the thumbsticks 
don’t crumble underneath your 
fingers and you’ve got the 
perfect pad.

…and three  
we don’t
 

Achievements
Timed achievements, 
weekly ones, that 
s-l-o-w app...we 
can’t help but feel 

the genius of Achievements lay 
in their simplicity. Back to 
basics, Microsoft!
Download sizes
Installing from disc isn’t 
too bad, and helps to combat 
slow Blu-ray read times, but 
downloading a 45GB title is 
ridiculous on slower broadband 
connections. Hopefully devs 
can find more efficient ways 
to compress their titles.

Screenshots
The Xbox One won’t support 
screenshots until 2015, 
because Microsoft is finding 
getting it working to be  
“damn hard” (our words).
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unparalleled library of games. Which 
is a turn-up for the books, given that 
much of the narrative surrounding 
the Xbox One pre-launch was that 
Microsoft had ‘forgotten about the 
games’. As our next issue’s 2015 
previews blow-out will attest, Xbox 
One’s momentum has no intention of 
slowing down to smell the daisies, with 
Halo 5, Tomb Raider, Crackdown and 
many more on the horizon.

REPORT CARD
But if the Xbox One gets an A+ in 
the game lineup margin, then its 
often muddled and obtuse operation 
system gets a ‘please see me’. This 
is the long-term legacy of Microsoft’s 
decision to drop Kinect and always-
online functionality, and it’s one that 
we’re only just beginning to see clear 
up today, thanks to a year-long drip 
feed of subtle Dashboard updates. The 

 
Dead Rising 3 and Titanfall 
are among Xbox’s most prized 
console exclusives.

//THE DECISION TO DROP KINECT AS 
MANDATORY COINCIDED WITH A SHARP 
RISE IN SALES – 102% YEAR ON YEAR//

Xbox One, and its first wave of titles, 
were initially designed with the notion 
that they could take the presence of 
Kinect and an internet connection for 
granted. As a result, we’ve seen both 
the functionality of the Dashboard and 
performance within many games take  
a hit as developers have scrambled  
to compensate for the sudden loss of 
this promised safety net.

Fortunately, the Xbox One was 
always built with agility in mind – and 
just as the Xbox 360 managed to 
successfully reinvent itself as trends 
changed over the course of a decade, 
so too is the Xbox One able to refocus 
via firmware updates. Xbox One’s first 
year has seen the console on the back 
foot as it provided workarounds for 
the loss of Kinect and the cloud as 
dependables – but with groundwork 
laid, we can see the foundations for 
a bright future ahead. Growing pains 
behind it, the Xbox One is prepped for 
an adolescence like no other.
ALEX DALE

THIS MONTH 
WE LEARNED...

How to make a convincing bad  
guy out of Lego.

Just how damn creepy plague-
infested towns can get.

p16

What Santa will be bringing to your 
Xbox One Dashboard this year.

p21

That Mortal Kombat’s Sonya Blade 
and Johnny Cage had a lovechild.

p22

That Halo: Spartan Assault has won 
itself a mobile sequel.

p18

p24

Battlefield 5 coming winter 2016
Battlefield Hardline busts down your door and slaps 
on the cuffs in March, but the next instalment of 
DICE’s numbered shooter series lands a year later.
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GROUND 
LEVEL

The last game was a 
little bland, settings-
wise, but what we’ve seen 
of Strike promises far 
more. Mountain forests, 
blasted cityscapes and 
oh-so purple Covenant 

architecture all 
feature.

SIMULATE 
TO STIMULATE

There’s no precise 
word on why Prometheans 
are turning up in a 
Halo 2-set game, but 

Vanguard’s description 
of an “ONI simulation” 
could account for the 
unexpected cross-

breeding.

INTRODUCING HALO: 
SPARTAN STRIKE
Halo’s little convertible puts the top down once more
What’s the story?
Remember Halo: Spartan Assault? 
The twin-stick shooter in which 
you play a tiny little tin-can man 
with the firepower to colorfully 
eviscerate an office block’s- 
worth of bad aliens in mere 
moments? Well, now it’s got  
itself a sequel – Spartan Strike, 
coming to Windows Phone and  
PC in December.

Why should I care?
Well, it’s another 30 missions of 
top-down action, complete with 
the ability to drive Warthogs and 
the new Kestrel hovercraft-thing. 
Plus, the game’s set during the 
events of Halo 2, but includes 
Halo 4’s Prometheans as enemies 
– it’ll just be fun to see developer 
Vanguard Games trying to squirm 
out of that lore-hole.

What happens next?
We’ll see it hit an Xbox of some 
description. Spartan Assault 
eventually arrived on console 
– a far better fit than fiddly 
touchscreen phones, in our 
opinion – and then became a 
welcome Games With Gold  
reward. We’d be very surprised 
if Assault Strike didn’t make a 
similar move early next year.

PRICE 
TO PAY

Spartan Assault was 
prone to the odd bit of 

microtransaction-related 
irritation, but Strike 

thankfully does away with 
that side of things.  
No cheating here – 
you’ll just need to 

get better.
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Xbox One’s Gears of War in good hands
Fear not, Gears of War fans – Black Tusk isn’t a group of 
newbies. The studio’s been taking on plenty of experienced ex-
Epic staff to make sure the game stays true to its roots.

GAME 
THE SYSTEM

Earning Achievements 
unlocks an exclusive 
emblem, nameplate and 
avatar in Halo: The  

Master Chief Collection 
– here’s hoping that 
follows onto the 

inevitable Xbox One 
version, eh?

RIDE 
AND SQUEAK

New to Strike is the 
trusty ol’ Warthog. The 
ubiquitous Jeep/turret 
comes with all the usual 
accoutrements – not least 
its infamously slide-y 

handling, perfect  
for jack-knifing 
into crowds.

SEMI 
HAWK-OMATIC
Alongside the 
addition of the 
Warthog, there’s 

the Kestrel. A human 
equivalent to the 

Covenant’s Ghost, it’s 
a sort of floating 

metal manta ray with 
shotguns.

QUANTUM BREAK 
The game looks good, but really we just 
like any excuse to listen to director Sam 

Lake talk in his amazing accent.

2

EVOLVE 
First we had an alpha. Soon we get the 
beta. Judging by our rapidly dwindling 
social lives, this is a dangerous game.

3

FAR CRY 4 
Copped a huge amount of flak when a 
developer said resolution didn’t matter 

after confirming it would be 1080p.

2

ASSASSIN’S CREED: UNITY 
Copped a huge amount of flak when a 
developer said resolution didn’t matter 

after confirming it would be 900p.

1

1

GTA V 
We learned anyone who’s played the 
Xbox 360 version will get Xbox One 
exclusive items. So everyone, then.

Leaping out of  
the screen
Four other franchises that 
ended up off-console

Gears of War: The Board Game
Let’s face it, Fenix and co 
were hardly 3D characters, so 
the plastic effigies included 
in this randomly constructed 
cardboard affair are almost 
an improvement.

Viva Piñata: Pocket Paradise
A series all about big things 
filled with smaller ones, 
it’s no surprise this was 
shrunk down for handheld. In 
this case, though, we much 
prefer the bigger version.

Zoo Tycoon: Friends
The Kinect-enabled Xbox 
One launch game spawned 
a freemium Windows Phone 
edition. Sadly, it wouldn’t 
let us simulate punching 
elephants, even if we tried.

Silent Hill: Book of Memories
Silent Hill’s never been at  
its best on Xbox, but at least  
we didn’t get this. The Vita  
game swapped terror for a 
Diablo clone for no apparent 
reason. A true horror.
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Conan or Clark? There’s a 
character for everyone among 
the game’s 150 choices.

1Think of the children!
We don’t have the threat 
of death in our games. The 

punishment is fairly minimal – you 
lose some studs and you respawn. 
I think that is a fundamental thing 
that makes it doable for kids – it 
doesn’t matter what standard you 
are, eventually you will be able to  
get through it.

2…but remember  
the adults
Then, for the more advanced 

players, to keep it interesting 
we’ve got more mastery – rather 
than grinding, grinding, grinding, 
you master it. If you don’t know 
what you’re doing and just 
pushing a button, you’ll do it in  
15 minutes. Or you can do it in 
about three!

3Make tutorials optional
How we teach our players 
something is very important 

to us – we introduce mechanics 
quite slowly. Tutorials get layered 
in; you’re not just chucked in the 
deep end. But it’s something that 
older players, or people who  
have played previous Lego games 
might not even need to do – there 
are different ways to get to the 
same result.

4Diversify your line-up
We intentionally try to  
cater to a lot of different 

people. We know that the young 
core Lego fans, they’re there, but 
we know we have to appeal to 
huge DC fans, parents, people 
inbetween – we’ve got to make 
sure there’s stuff for everyone in 
there. Be that obscure characters, 
fan favourites, Adam West – who’ll 
go over a lot of kids’ heads, but 
their parents will get it – all of 
that allows us to create something 
for everyone in there. That’s the 
beauty of it.

5Cool the violence…
I think just by the nature of 
a Lego game, the violence is 

limited. Basically, you’re moving 
a toy around onscreen, and that 
toy is interacting with the world 
around it, and destroying other 
Lego. There isn’t any gore – that 
side simply doesn’t exist. It’s  
about making it an appropriate 
family game.

6…but have fun with it
With characters whose vibe 
is naturally more villainous 

or violent, there’s only so much 

they can do – that means we can 
do different things with them. 
We can have these characters 
there, with the same powers 
and abilities, but we don’t have 
to have their backstory in there. 
That’s something that’s very much 
intentional – we want to have 
adults go, “Oh, that’s him – he’s a 
bad guy,” but kids just to play it and 
go, “He’s got some cool moves!” 
We’ve learned that over time 
doing these games.

7Teach every player
I would say that we do try to 
cover as much DC content as 

we possibly can; you’ll be finding 
out about all these different things, 
and all of these different worlds. 
Players might not know about 
them before, and after they’ve 
played the game they’ll know all 
about it.

8Keep it consistent 
I think we’ve got a formula 
for Lego games, a set of 

mechanics that we can use across 
our games, then add a few more in 
for every game. If you play any of 
our games and see silver Lego, you 
know what to do with it. 
 

9Play with the licence
I think our Batman is one 
that’s appropriate for 

everyone, but he’s still quite 
moody. The way that the other 
characters interact with Batman 
in this game is what makes him a 
funny character – that’s why we 
have as many as we can.

10Make it familiar but 
comprehensive
We’ve developed it so 

that if you’ve played previous Lego 
games, you’ll pick up a controller 
and know it straight away. That’s 
what we want to achieve – but 
at the same time, this might be 
the first game someone plays, so 
you have to make sure you’ve got 
the tutorial side of it covered. It’s 
really multi-faceted. OXM

BACKGROUND 
CHECK

NAME Matthew Ellison

JOB TITLE Producer 

BIO Starting out as a quality 
assurance tester, Ellison has 
worked on almost the full 
breadth of the Lego series at 
Traveller’s Tales. He worked 
his way up to associate 
producer on titles such as 
Lego Harry Potter: Years 1-4 
and Pirates of the Caribbean, 
before taking his place as 
producer on the latest Lego 
Batman release.

Lego Batman 3: Beyond Gotham producer Matthew Ellison talks  
us through how his game spans the ages

HOW TO MAKE A KIDS’ GAME THAT 
ADULTS CAN ENJOY

E
A

S
TE

R
 E

G
G

 H
ov

er
 o

ve
r a

lm
os

t a
ny

 o
f L

eg
o 

Ba
tm

an
 3

’s
 c

ha
ra

ct
er

s 
on

 th
e 

se
le

ct
io

n 
sc

re
en

 a
nd

 th
ey

’ll
 s

in
g 

th
ei

r o
w

n 
ve

rs
io

n 
of

 th
e 

‘6
0s

 B
at

m
an

 th
em

e.

16 / THE OFFICIAL XBOX MAGAZINE WWW.TOTALXBOX.COM

T H I S  M O N T H : 

TEN  
PRO  
TIPS



Destiny 2: destined to happen
Activision CEO Eric Hirshberg gave future 
Destiny expansions – and a full-blown sequel 
– the thumbs-up in a recent financial call.

IN NUMBERS > DATAPOINT: NEWS IN NUMBERS > DATAPOINT: NEWS IN NUMBERS

11216
Planned number of The Witcher 3 
DLC items CD Projekt Red will give 

away for free in 2015.

9,500,000
The number of registered users playing Destiny 

on either Xbox One or That Other Console, 
according to Activision.

Years that pass between the 
opening level of Call of Duty 1, 

and of Advanced Warfare.

 A
s the first episode of Halo: Nightfall 
begins, a character asks, “What 
would you do if you knew the world 
would end tomorrow?” If you’re a 
fan of Halo lore, you could probably 

do worse than to spend those remaining 
minutes with this live-action TV spin-off 
series, which generously launched as part of 
Halo: The Master Chief Collection.

Its star: Mike Colter’s Jameson Locke, an 
Office of Naval Intelligence agent who will be 
playable in Halo 5: Guardians. This creates 
a fizz of intrigue, straight off the bat: what 
bearing will Colter’s portrayal have on how 
Halo 5’s story is executed and experienced? 

There’s also more to the character himself 
than meets the eye. Locke is in many ways a 
man after Master Chief’s heart – gargantuan 

of bicep and happy to bodyslam a Covenant 
Elite where the occasion calls for it - but 
he’s also a far-future CIA agent, stepping 
into play good cop during an interrogation 
sequence in the first episode. Those who are 
weary of Chief’s spotless heroism may find 
the idea of a murkier motif appealing.

Another beguiling feature is Locke’s 
discovery of a gigantic fragment of Halo: 
Combat Evolved ’s original ringworld, ejected 
into a distant solar system after the first 
game’s cataclysmic conclusion. Locked in 
a tight orbit around its new sun, the ring 
fragment is an unwalkable hellhole by day 
and a frozen expanse of rock by night.

Locke’s team of UNSC spooks are 
dispatched to it in search of a mysterious, 
human-killing compound, which has 

somehow found its way into the claws 
of some Covenant ne’er-do-wells. The 
Covenant, remember, are theoretically at 
peace with the UNSC following the events 
of Halo 3, but the more provocative political 
dynamic here is Locke’s tense relationship 
with Steven Waddington’s Randall Aiken, 
burly bossman of nearby colony world Sedra. 

Aiken is a veteran of the days before the 
human-Covenant war, back when the UNSC 
and its attendant Spartan program were a 
means of enforcing Earth rule over distant 
planets, often brutally. It’s unnerving – 
agreeably so – to be reminded that Combat 
Evolved ’s heroes all date back to this darker, 
dirtier era in human history, Nightfall’s 
gloomy premise is a one-off, but it could 
mark a departure for the series as a whole.

NIGHT FALLS ON THE HALO UNIVERSE 
What does the latest Halo mini-series suggest for the series as a whole?

Nightfall’s 
visual style 
brings to 
mind the 
tinted 
warscapes 
of Ridley 
Scott’s 
Gladiator.
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FEELING 
THE HEAT

Community feedback 
remains crucial. “It 

doesn’t set our road-map, 
but it offers us guidance. If 
we think, ‘This thing kind of 
sucks – should we fix that?’ 
and we see people on ultra-
combo.com saying, ‘Yeah, 
it sucks,’ that pushes 

it into the to-do 
column.”

SHADOW 
PLAY

Jago’s hitherto 
functionally identical 
alter ego Shadow Jago may 
receive his own intro, win 

pose and costumes. “We’re not 
getting into details,” says 
Lang. “But your readers 
have correctly surmised 

that stuff like 
that has been 
planned.”

WARRIOR 
YARN

Will Iron Galaxy push 
out a proper, Injustice-
style story mode at some 
point? “I love NetherRealm 
and all the story stuff it 
does,” comments Lang. “Of 
course we look at that, 
but right now all we’re 
thinking about is the 
plan for online.”

LIVING ON INSTINCT
Where does Xbox One’s Killer Instinct reboot 
go from here? New dev Iron Galaxy explains

T
he acquisition of Double 
Helix by Amazon in 
February was a c-c-c-
combo breaker indeed 
for the newly reborn 

(and free-to-play) Killer Instinct 
franchise, but new developer 
Iron Galaxy is off to a great start. 
The studio rolled out the first of 
Season 2’s new fighters – dagger-
tossing Maya and “rush-down” 
specialist TJ Combo – in October, 
bumping the game’s resolution 
to 900p in the process. CEO David 

Lang says another fidelity hike 
is possible, should fans ask for 
it. “It’s like everything else,” he 
tells us. “If the community is 
dead set on 1080p – if they think 
that’s what this game needs to be 
competitive, we’ll definitely take 
that under consideration.”

The tweaks and additions don’t 
stop at resolution. Iron Galaxy has 
added air juggles, breakers and 
counter-breakers to the moveset, 
and de-coupled character 
progression from online rank, 

making the game more friendly for 
solo players. The developer has 
inherited a “pretty good roadmap” 
for new characters from Double 
Helix, so balancing the lineup 
isn’t an issue. Adapting to a 
production cycle whereby a new 
character is released every month 
has been challenging, however. 
“What we didn’t see coming was 
the realities of running two teams 
side by side,” says Lang. “One 
to ship what you’ve just built, 
the other to start up on the next 

thing. That’s the hard part.”more 
characters will be added every 
month, but the more tantalizing 
prospect could be the thought of 
new modes and expanded league 
play options that borrow ideas 
from StarCraft. 

“This is kind of our first volley 
at a big feature or mode, so 
there’s definitely more to come 
and there definitely is story and 
single-player content coming,” 
hints Lang. We can’t wait to take 
a swing at it, whatever it is.
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HOW TO 
SPEAK 
DEVELOPER
Your guide to 
translating those 
interview gems

Destiny’s on-disc DLC explained
According to Bungie’s Harold Ryan, some of Destiny’s DLC needs 
to be on the disc to limit download sizes for people with dodgy 
internet. We’re not completely convinced. Are you?

LINE 
‘EM UP

A further six 
characters are in the 
works: fiery-skinned 
Cinder, UltraTech boss  
Aria and robot dinosaur 
Riptor, plus “an ancient 
Babylonian sorcerer,  
an avenging ghost,  
[and] a battle-
hardened war 

golem”.

FASTER 
FOOTWORK

Tidying up the 
development process is 
a key concern for Lang. 
“I think that’s the stuff 
that has a lot of people 

here quite excited – solving 
those problems makes the 
game better. It’s not 
sexy from a player’s 

viewpoint!”

KEEPING 
IT LEAN

Lang thinks Killer 
Instinct’s small but 
varied line-up is a 

strength vs older, bulkier 
games. “If you look at Street 
Fighter, so many characters 
are uninteresting because 

they’re carbon copies 
with one or two 

different 
moves.”

“We can’t wait  
to hear what the 
fans think.”
I will endure the 
torrent of meaningless 
abuse and poorly 
verbalized, misplaced 
fury that issue from 
irrationally aggrieved 
internet commenters. 
Then I will close the 
browser window and lie 
down in a dark room 
somewhere, listening 
to whale song.

“We’re not  
talking about  
that right now.”
I don’t like your tone 
and I’m very tired.

“We’re thrilled to 
be working on this 
tentpole triple-A 
franchise.”
I am a husk. End me.

“And now we can 
offer players even 
more choice by 
allowing them to 
customize their 
experience through 
microtransactions.”
Cha-ching! What’s 
that? I can’t hear  
you over the sound of 
your wallet geysering 
money into and around 
my gaping bank account.

//IRON GALAXY HAS ADDED  
AIR JUGGLES, BREAKERS  
AND COUNTER-BREAKERS//
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Kate ponders the videogame version of ‘does 
Jack Bauer ever go to the bathroom?’

 I’M AFTER REAL REALISM IN GAMES. 
LIKE MARCUS FENIX TUMBLE DRYING  
HIS BANDANAS OR WATCHING 
THRASHBALL ON A QUIET SUNDAY 

 I 
went for an eye test 
recently. I’m probably 
going to have to get 
glasses. While I was 
browsing for ones that 
didn’t make me look 

like a Harry Potter wannabe, I 
kept being alerted to the official 
Bayonetta frames. Genius yet 
bizarre marketing, the Bayonetta 
glasses draw this lovely parallel 
between the game world and the 
real world more than ever before. 
Officially licensed merchandise 
doesn’t normally stray into the 
area of actual medical products, 
or items that make a significant 
difference at all. Hats, keychains, 
clothes, sure, but glasses are 
different. Glasses are necessary. 
Which is why it’s so exciting to 
have a character that actually 
wears them, as if to say: we’re the 
same as you imperfect dorks.

Imagine Bayonetta in an 
optician’s office, surrounded by 
terrifying eye-machines that look 
more like instruments of torture 
than the things she uses to 
eviscerate angelic centaurs. “So,” 
the optician begins, clipboard 
in hand. “Why do you think you 
need glasses?” Bayonetta smirks, 
and remembers the time she 
accidentally booted a small child 
on a tricycle into hell because it 
looked a bit like an eight-headed 
cherub. “I’d just like to improve 
my eyesight.”

Every now and again, games 
crack their glossy façade a little, 
and let us glimpse the person 
behind the perfect virtual human. 
They can’t all have 20/20 vision, 
freshly cut hair, straight teeth 
and angelic singing voices. I 
don’t want to feel like I’m playing 
games with the cast of Keeping 
Up With the Kardashians. When 

a character gets given even the 
slightest human flaw, it’s exciting. 

Deadly Premonition’s beard-
growing protagonist has to 
shave every now and again if he 
wants to prevent the onslaught 
of stubble. GTA: San Andreas’ 
CJ piles on the pounds if you 
treat him to burgers a few too 
many times. Metal Gear Solid 
constantly chastises you for 
smoking, to the point where 
lighting up will literally shorten 
your life. They’re not particularly 
deep and thoughtful examples, 
but they still make an effort. 

The best part about these 
mundanities is that they carry 
with them hints of everyday, 
off-duty life. Shadow of Mordor 
and Watch Dogs approach this 
quite nicely, although fairly 
superficially. Shadow of Mordor’s 
flavour text for each Orc – 
described as ‘motive’ but really 
more of a snippet of everyday 
life – gives you insights into what 
those jerks might be getting up 
to while you’re off stealth-kissing 
your wife. One loves “hoarding 
stacks and stacks of grog for 
an epic feast” – maybe it’s his 
birthday! Another is “trying to 
find out if another Warchief has 
more supporters than him”. So, 
basically: Twitter.

Watch Dogs, meanwhile, offers 
up tidbits of the lives of strangers 
like offerings to the God of 
Gossip. It’s sometimes strange, 
though, which bits of info are  
considered most important: 
habitual procrastinator? Animal 
lover? Bourbon enthusiast? If 
that’s the most interesting thing 

about you, then you’re boring. 
Get a hobby. 

Games are always striving for 
‘realism’, but this almost always 
manifests in gritty, photorealistic 
faces and coats that flap in the 
wind. It’s aesthetic realism, not 
personal; there’s never any hint of 
vulnerability. What if Lara Croft 
had to put in a retainer before 
bed? Or eating wheels of cheese 
in Skyrim gave you heartburn? 
How about Cole Phelps realising 
he’s buttoned up his shirt wrong?

Maybe we’re just not ready for 
truly human game humans – but 
as graphics improve, faces get 
craggier, hair gets swishier and 
sweat trickles down Lara Croft’s 
cleavage, it’s not too wild to 
assume that we might eventually 
approach actual blemished 
humanity. Call me when Sam 
Fisher has to pee halfway 
through a mission. 

NEXT MONTH We tell you what we 
really thought of ex-editor Jonty 
with thinly veiled game references.

“Go on, laugh at 
my specs one more 

time, guys.”

This isn’t a photo. This 
is a GIF of his beard 
growing in real time.
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Five playable characters are coming
Telltale’s Game of Thrones series focuses on 
a family, the five roles each impacting the 
others’ outcomes. Happy endings: unlikely. 

YOU’RE FIRED! > QUOTES OF THE MONTH > BLAH BLAH > HE SAID WHAT? > YADDA

“We go out and try to 
explain to people that we’re 
an entertainment platform… 
I think that’s where we 

confused people.”
Phil Spencer worries that downplaying Xbox 

One’s games at launch may have baffled.

“I’m really interested in 
emergent games… I think 
linear story games are 

really going to suffer in 
the modern marketplace.”

Far Cry 4 dev Alex Hutchinson thinks that 
open, varied games are the future.

“A non-actionable vague 
expression of corporate 

optimism and puffery upon 
which no reasonable investor 

would rely.”
The verdict, from Judge Susan Illston, on EA’s 

Battlefield 4  quality “misstatements” .

images sucked into your machine 
through the Media Player. Egged on 
by Major Nelson’s provision of a  
design template, fans are already 
cooking up some stunners, but if 
you don’t fancy their offerings – 
superheroes, cartoon characters 
and a few rather risqué ones that we 
couldn’t possibly mention here – then 
you can also use any Achievement 
art you’ve unlocked. Just hop into the 
Achievement app and boom, you’re 

 I
t’s that time of the month again, 
when jolly old Xbox Santa (he’s like 
regular Santa, but green) pops out 
of our disc drive with a bulging 
sack full of updates. This time, 

he’s been listening to your requests, 
presumably through his insidious 
network of bugged phones and secret 
surveillance cameras (shhhh). 

The first gift out of his Sunset 
Overdrive-branded sleigh is the option 
to personalize the Dashboard using 

in business with some fresh as hell 
Master Chief artwork (or Sherlock 
Holmes, if you’re massive nerds like 
us) all over your screen.

But what’s this? Xbox Santa’s not 
done yet! He reaches into the bag 
and pulls out… profile customization! 
Having gone missing in the transition 
to Xbox One, location and bio sections 
return, joined by a new Showcase. The 
latter’s your chance to brag: pick up 
to six clips or Achievements that will 
make you the envy of all your friends. 
“Gosh, Chad,” they’ll say. “We wish we 
could no-scope like you.”

There’s still something rattling 
around Xbox Santa’s sack, though – 
it’s a new section for the Dashboard. 
Called ‘What’s On’, it’s a combination 
of trending TV shows, films, Twitch 
broadcasts and other bits and bobs 
designed to entertain you when you’re 
“done playing games”. We don’t quite 
understand why anyone would ever be 
done with playing games.

OXM’s 
personalized 
Dashboard. 
Yes, those 

are our 
own faces 

adorning it.
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XBOX ONE UPDATE 
MAKES YOUR XBOX 
HOME MORE HOMELY
Santa comes early, and he’s got updates
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UPDATE

MORTAL KOMBAT X
Putting the ‘mortal’ in ‘mortally wounded’ and the ‘X’ in ‘exsanguinated’ 

PUBLISHER WARNER BROS INTERACTIVE ENTERTAINMENT / DEVELOPER NETHERREALM STUDIOS / FORMAT XBOX 360 & XBOX ONE / ETA 14 APR

Why the hell are we 
talking about Mortal 
Kombat again?
We’ve been chatting 
with producer Erin 
Piepergerdes about all 
the deliciously fighty 
secrets contained within 
his head. He didn’t reveal 
an awful lot, even after 
we attempted valiantly 
to impress him with our 
excellent combos and 
button-mashing skills,  
but he has promised a  
few surprises…

Don’t leave me hanging!
That’s about all we know. 
Piepergerdes promised a 
“secret something”, but 
that’s it. Even the main 
protagonist is yet to be 
revealed. We do know that 
Cassie Cage – progeny 
of beefmeisters Sonya 
Blade and Johnny Cage 
– is playable, and new 
face Kotal Kahn is surely 
intended to remind us of 
predecessor Shao Kahn: 
“make some inferences 
there,” Piepergerdes says. 

So that’s two characters 
confirmed – how big is 
the roster?
The roster will feature 
at least 20 characters to 
maim and kill, explains 
Piepergerdes. While the 
chaps at NetherRealm 
want to take MK “to the 
next level”, it needs to  
maintain high standards. 
“It’s all about how many 
characters we can get 
done in the time limit to 
the quality level that we 
want them to be at.” 

But I’m not even good 
at Mortal Kombat. Why 
should I care?
The developers have 
overhauled Mortal Kombat 
X in a “definite conscious 
effort” to appeal to – and 
be more accessible to – 
casual players, with plenty 
of “cool things” that are 
achievable instantly.  But 
if you’re a button-mashing 
wizard, then don’t smash 
your controller up just yet 
– there’s still room for the 
technical fighter. 

Sounds pretty good. Is 
there a decent story 
lurking behind all that 
spine-breaking?
Yes! We’ve already covered 
the family dynamic aspect, 
but with the story being 
set 25 years in the future, 
who knows where the 
plot’s heading? It’s clearly 
going to involve at least a 
little bit of fan service, as  
that mystery protagonist 
is said to be a “surprising 
returning character”. We’re 
hoping for Meat.
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Scream if you want to go faster. Scream if you 
want to go slower. Just SCREAM, damn it.

Is this just a fancy new 
Rollercoaster Tycoon?
Well, yes and no. It’s like 
Rollercoaster Tycoon in that 
there are rollercoasters that 
go quite fast and sometimes 
slam a load of customers 
into walls and such. But 
it’s much more detailed, 
and it’s set in some kind of 
scary, spacey near future 
with a Portal-like need to 
take advantage of willing 
test subjects. Plus, you can 
build a load of non-’coaster 
rides, most of which will 
probably turn out to be fatal 
and/or result in some major 
maiming. Apart from the 
cotton candy stall. No one 
gets maimed by that.

But it’s still about building 
rollercoasters, right?
That’s the first stage. The 
creation tools are quite 
expansive, enabling you to 

build coasters hundreds of 
meters high, with loops  
and upside-down bits and 
bits that slam straight into 
walls. It’s more of an action 
game than a tycoon game: 
combining creation, Angry 
Birds-esque destruction 
and Trials Fusion-like first-
person rollercoaster riding.

Does it look good?
It really does. Impressive 
physics could make those 
collapsing buildings and 
carriages flying off the rails 
feel real, so prepare for a 
truckload of guilt coming 
your way as you watch 
humans become squishy, 
meaty wrecking balls. The 
people – the ones you’re 
about to brutally murder like 
some kind of evil omnipotent 
theme-park god – have 
individual facial animations, 
too. Mostly screaming. 

Because the best rollercoasters 
are the ones where you die

PUBLISHER MICROSOFT STUDIOS / DEVELOPER FRONTIER 
DEVELOPMENTS LTD FORMAT XBOX 360 & XBOX ONE / ETA 2015

UPDATE

SCREAMRIDE

These lot look more like escapees from an 
intergalactic prison than pro fighters.

We have the sneaking 
suspicion that someone’s 
about to get a major and 
possibly terminal case 
of severed spine. 
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UPDATE

PATHOLOGIC
What do you call an Irish detective? Pat O’Logic

PUBLISHER GMX / DEVELOPER ICE-PICK LODGE / FORMAT XBOX ONE / ETA TBC 

Why is this game I’ve 
never heard of being 
remade for Xbox One?
Because you should have 
heard of it. The game, 
centered around a 12-day-
long attempt to cure a 
town of plague, became 
a cult classic after being 
picked up and gushed 
over by a few very devoted 
fans, despite being a fairly 
obscure Russian art game 
with more gore than a 
butcher’s window.

Ugh. So is it good?
By all accounts, it’s 
brilliant. Trapping 
you in a labyrinth of 
lies, conspiracy and 
manipulation, Pathologic 
makes sure that you 
never really understand 
what’s going on. It leaves 
you feeling confused and 
suspicious of just about 
everyone you encounter– 
including yourself – in  
an unsettling, Silent Hill-
like setting.

Sounds like the office 
Christmas party. Is the 
story any good?
It’s centred around three 
characters – the Bachelor, 
the Haruspex and the 
Devotress. You pick one 
and the game goes from 
there. You won’t get the 
full story first time around; 
you might not even get it 
the tenth time around, if 
you make it that far. Rest 
assured that it’s creepy, 
mysterious and intriguing.

I want to know more. Tell 
me more.
No. Just as the game 
is constantly secreting 
things away from you, 
inducing paranoia like 
you’re the absolute only 
kid that didn’t get invited 
to your classmate’s 
birthday party – only this 
birthday party is about 
disease and insanity and 
implied cannibalism rather 
than pass-the-parcel and 
slices of cake.

I do love the sound of 
that. So why should I  
be excited?
Because Pathologic is one 
of the most interesting, 
in-depth survival games 
you’ve never played. You’re 
expected to keep on top of 
hunger, thirst, exhaustion, 
reputation and, of course, 
infection, all at the 
same time as unraveling 
mysteries. It’s a disease-
fighting, problem-solving 
game that’s also brutally 
challenging in terms of 
quite simply not dying. 
It’s bleak. It’s amoral. It’s 
spine-chilling in a quiet, 
whispered way. There are 
stories to be told, and 
others to remain buried. 
That Pathologic itself is 
being exhumed is due 
to the kindness of 7,139 
Kickstarter backers, so 
many thanks to them. 

Uncle Fester fell on hard times after The 
Addams Family sequels stopped coming. Will 
now appear in Russian art games for peanuts.  

You can tell she’s mad because she’s eating 
invisible apples off an invisible tree.

Even creep-stick Slenderman gets nightmares 
after playing it. Good luck to everyone else.
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It’s Christmas! And that means 
one thing: Mariah Carey. Sorry, 
two: Mariah Carey and hideous 
jumpers. Sorry, three: Mariah, 

jumpers and a reviews section 
that bulges like Santa’s waistline 
after a milk and cookies binge. 
We look forward to hearing your 
thoughts next issue. Just one 
request: if your letter’s full of bile, 
put it in a card. Takes the edge off.

Let’s go round again 
I was enraged to read a rather 
unfavorable review of F1 2014. I’m not 
actually that mad about the review 
itself, but when I read something 
like “F1. Again. Fifth year running”, 
then turn back a page to see an 8/10 
score for FIFA (again. Twentieth year 
running), a game that year after year 
boasts new and exciting features such 
as ‘amazingly realistic grass physics’, 
‘radical new goal celebrations’ and 
‘ooh look, Balotelli has a new hairdo’, I 
can’t help but feel a certain amount of 
hypocrisy or bias is taking place.

I like Formula 1 and I occasionally 
enjoy some soccer. Why are we not 
treating these games similarly? FIFA 
has been running for years and years, 
yet every release is ‘the greatest 
soccer game ever’. Sure, it has evolved 
massively since the ’90s, but now 
we’re getting minimal changes each 
year, much like F1 and other sports 
series. What makes FIFA such an 
untouchable product that nobody can 
criticise it like your reviewer criticized 
F1? I just don’t get it.
Craig Evans

You’ve hit on one of the political 
complexities of reviewing video games, 
Craig. Do you mark annual updates down 

because they’re not different enough, or 
do you judge them by their own merits? 
Ultimately, we pitch our reviews at fans 
of the series. Small but substantial 
changes to ball control make FIFA 15 a 
more energising play than 14, so we have 
no qualms giving it the seal of approval. 
F1 2014 makes no such efforts to 
differentiate itself from last year’s game 
– and given the absence of the Classics 
mode, it’s arguably worse. Our general 
rule of thumb for this type of game, 
though: buy them every two years. 

Hard decisions
Having just bought Shadow of Mordor, 
I now have around 20% of the available 
500GB left on my console. I know 
you can use external hard drives 
with the Xbox One, but I don’t know 
which ones are compatible. So are 
there any you would recommend? 
I’d like a biggish hard drive – but not 
too expensive – so I don’t have to be 
constantly buying new ones. Thanks! 
Matthew White

External hard drives need to have a 
USB 3.0 port and have 256GB of space 
or more to work with your Xbox One. 
We’d personally go for one of the small 
‘passport’-style hard drives – 1TB 
models start at around $70.

FROM THE MOUTHS 
OF TOTALXBOX.COM

Excerpted comments  
from our website

THE SAFE OPTION
I had a minor epiphany. It seems that the characters that 
most people agree are ‘boring’ and ‘lack personality’ also 
tend to be the most relatable characters, and maybe that’s 
why gamers don’t like them. That’s why I think gamers 
don’t care for Aiden Pearce or Connor Kenway. They are 
the most normal people that have suffered loss and don’t 
have ‘quirks’. Calling them boring is pretty unfair.
Liam McBay

True, Liam. After about 15 minutes of Deadpool’s ‘hilarious’ 
quips we were ready to launch our Xbox out the window. In 
fact, we’d argue some of the most iconic heroes of all work 
because they’re blank slates you can project yourself onto.

Prize: Just Dance 2015
The best piece of correspondence  
wins a game from Matthew’s goody bag

Star      Letter

Call of Duty needs to do a greatest hits 
game with fully customizable soldiers 
and gear. Model it based on Tiger 
Woods. All the guns and all the maps.
You can’t mean Nuketown, G0SS1MER?

This year’s F1 
cars: shinier than 
ever before?
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Destiny’s bile
With the upcoming release of Destiny 
DLC, and videos online of DLC 
content already locked on the disc, 
it made me wonder about Bungie’s 
motives. I realized when I picked up 
the game that there were already two 
scheduled DLC dates, but what has 
me bothered is that I thought I was 
purchasing all the content on that disc. 
I feel like Bungie deliberately locked 
content just to increase revenue. Is this 
common – to have content already on 
discs just to be unlocked later?
Richard Chwalik

DLC is a controversial subject at the best 
of times, and it’s especially troublesome 
when the extra content seems to be 
squatting on the disc you’ve paid for. 
We’re sympathetic to that thinking, but 
it’s usually the case that if the developer 
didn’t have the extra DLC revenue stream, 
that content simply wouldn’t exist. DLC 
costs fund the extra work, meaning the 
dev can create more of the game you love. 
And in all honesty, it’s not like the base 
version of Destiny is stingy, is it?

40 towers
As a regular reader, I’d like to share 
with you a challenge I’m planning to 
raise funds for the Royal British Legion 

and Walking With the Wounded. The 
4040 Challenge consists of 40 unique 
‘missions’ that will be completed in 
the 40 days leading up to my 40th 
birthday.  The missions will be made 
up of physical, mental and military 
inspired tasks: swim 40 lengths of 
the Olympic pool, serve 40 drinks to 
service personnel, become a Covent 
Garden statue for 40 minutes.  

As the Alien franchize celebrates its 
35th anniversary, I thought it would be 
fitting for it to be represented. My aim 
is to play Isolation during the challenge 
period (23 Oct - 1 Dec) and unlock 40 
achievements. I am not a competent 
gamer so this will be a tough mission! 
Stuart Leach, 4040challenge.com

Blimey. You tackle that one, Stuart, 
and we’ll crack on with something less 
stressful, like eating 40 Dunkin’ Donuts, 
instead. All the best with the project!

It’s time to remaster Need 
For Speed: Underground 1 & 
2 for Xbox One!
Max Lawton

As awesome as Jade 
Raymond was making 
Assassin’s Creed, I would 
love for her to do something 
along the lines of a new 
Legacy of Kain : Soul  
Reaver. That would be 
absolutely amazing!
Shaun Gaustad

Almost all of the awesome 
games on Xbox One so far 
are stealth games. Outlast, 
Alien: Isolation… Just 
waiting for the next  
Splinter Cell.
Glen Erickson

GTA V has terrible 
deformation modeling on 
the cars. You smash into 
a wall at 200mph and just 
kinda dent it. The damage 
was much more believable-
looking in GTA IV, even 
though in comparison those 
cars were practically made 
of tissue paper.
Brandon Gibson

“We thought a third-person 
Call of Duty would be a  
big hit… but instead 
we made Titanfall 2’’ – 
Sledgehammer Games
Andrew Cruz

Good job they didn’t [make 
Battlefield Hardline] with UK 
police: half the game would 
be filling out paperwork.
Matt Hedges

If you don’t like stealth, 
don’t bother with Alien: 
Isolation. There’s no “let’s 
rooooock!” with pulse rifles.
John Tolson

Compared with other big-
shot horror games, this has 
earned a place up high. It is 
authentic to the movie.
Robin Ensamvargen Törnkvist

Peas were a big part of the Viking 
diet. I know everyone thinks they 
ate a couple of cows at every 
sitting – they actually ate veg!
Mackered on Volgarr the Viking

Roses are red,
Violets are blue,
I don’t care about 1080p,
How about you? 
AVERAGEGAMER goes poetic

Ah, the old ‘hiding in plain sight’ 
trick! My house keys do that to  
me all the time :)
Chameleon1977 reveals the 

universal truth of keys

Hide and seek 
can prove 
tricky when 
you’re wearing 
glowy armor.

The Annotated… Halo: The Master Chief Collection
Is 15GB of hard drive space for multiplayer too much?

Sucks being in 
Australia with a 

fixed limit per month. 
We get 12GB on 

wireless broadband.  
Spandina Jamie

Why are 
they forcing us 

to go out and buy 
external hard drives? 
This is like buying a 
memory card – and 

that’s ancient.
Sam McNab

There is no 
reason it couldn’t 

be put on two discs 
other than saving 

money.  
Alex Aldridge

A 15GB update 
will take my internet 
a day and a half. But 

at least I can play the 
single-player.  
Simon Douglas

They 
probably 

didn’t do two discs 
because you wouldn’t 

have been able to 
have custom playlists 

across them. 
Lee Meyrick

Wow… you guys 
are spoiled brats. 

Man up, delete Call of 
Duty: Ghosts, and call 

it a day. 
Alvin Cecil Colon
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Writer: Richard Stanton

E
veryone knew he was coming back. From 
Xbox One’s announcement, it was always 
just a matter of time before the Chief 
crashed through the atmosphere and 
reminded us all just what a real FPS looks 
like. The focus of Halo 5: Guardians is 
exactly that, and with it a beautiful surprise 
that every long-term fan has been dreaming 

of. This is a game built from the ground-up to return Halo 
multiplayer to its first principles, and to the forefront of 
competitive shooters. “From the day we started working on 
this game,” says executive producer Josh Holmes, 
“competitive has been the core of the experience.” 

OXM spent a day playing the Halo 5 multiplayer beta, which 
will be launched on 29 December and run until 18 January, 
and in the opening presentation Holmes and creative director 
Tim Longo ruined our carefully prepared questions. Almost 
every single aspect of Halo 4 that troubled fans is gone. Halo 
5 runs on dedicated servers, there are no more Ordnance 
drops, armor abilities are out, loadouts are gone, flinching 
has flinched, fixed weapon spawns are back, hello to a sexy 
60FPS and – sweet Cortana! – the whole thing’s built around 
a skill-based ranking system. 

We’ve got the skinny on all of it, but the first and most 
obvious question is why? After all, in an industry built on 
constant forward momentum it’s unusual to see such a 

high-profile FPS hark back to classic multiplayer roots – and, 
perhaps, something of an admission that Halo 4 just had too 
much stuff going on. “A big part of it is just putting all players 
on an equal footing,” says Holmes. “Making sure there’s an 
equal playing field. Tim [Longo]’s been very passionate about 
making sure every player has the same set of abilities that 
they can employ and use as tools on the battlefield.”

“Yeah, we’ve been really focused on keeping the skill gap 
pure, so it’s learning about how to use all these toys,” says 
Longo. “We kind of talk about it like peeling an onion’s layers 
over time, so you might take a chance and start trying to 
learn how to use ground pound, then you go on to add this 
and you add that. But everyone has that suite of abilities and 
then it’s just how you use it to increase your skills. That kind 
of return to form is the whole point of arena multiplayer.”

Best of the bunch
We’ve much more from Holmes and Longo, but first let’s get 
to the juicy details and… ground pound? It’s-a me, Master 
Chief? Perish the thought. Halo 4 was great, but it added 
a huge amount to multiplayer in the form of loadouts and 
armor abilities, which Halo 5 deals with by giving everything 
to everybody – up to a point. The Spartans you’ll control in 
multiplayer have new Mjolnir armor suits that incorporate 
tweaked versions of the very best abilities from earlier Halos, 
but activate depending on what you’re doing. 

Halo’s back with something old, something 
new, something borrowed – and Red vs Blue
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So for example if you’re in a firefight 
and push the analog stick in a direction 
along with B, you’ll activate a thruster-
powered evasive dodge – which can 
also be triggered in midair to squeeze 
out a little more distance. If you’re 
sprinting forwards and press melee, 
you’ll perform the ‘Spartan charge’ – a 
forward shoulder-ram that we used 
on more than one occasion to send 
enemies flying over the side of levels. 
Zoom in on your target while jumping 
and thrusters will automatically 
activate to give your Spartan a little 
more hangtime – which balances the 
powerful surprise factor by also making 
you something of a sitting duck. 

Then there’s that ground pound. 
Halo 5’s most obviously delicious new 
ability, this is activated when you’re in 
the air and click in on the right stick, 
which brings up a large red targeting 
reticule on the floor below and sets 
off a warning audio cue (which can 
be heard by other players). Release 
the right stick, or charge it to the 
max, and your Spartan zooms down 
from above like death itself, landing 
fist-down with a spine-shattering 
oomph that obliterates anything in 
the way. It’s high risk and high reward, 
but the sheer damage and the small-
but-devastating impact makes it an 
irresistible new toy to play with. 
 
Get moving
This isn’t it by a battle rifle long shot. 
Halo 5 gives you many new options in 
combat, but it also makes Spartans 
much more maneuverable in general 
and balances these increased abilities 
out with tactical downsides. Infinite 
sprint is now the default for all players, 
but sprinting now stops the shield 
from recharging – so if someone’s 
losing a fight and high-tails it, you can 
chase them down in the knowledge 
they’ve sacrificed their shield timer. 
The recharge time on shields also feels 
quicker than in Halo 4 (although Holmes 
claimed he couldn’t exactly remember 
if this was true, thanks to it changing 
so much over development). If you’re 
sprinting and click the right stick, you 

The de-scoping 
controversy 
WHAT’S THE DIFFERENCE 
BETWEEN DE-SCOPING AND 
FLINCH, AND WHY IS IT  
A BIG DEAL? OXM  
EXPLAINS EVERYTHING
One of the biggest 
criticisms aimed at Halo 
4’s core mechanics was the 
removal of de-scoping, 
which is when taking a hit 
while zoomed-in with a scope 
would instantly return 
you to a ‘normal’ view. 
Halo 4’s replacement was 
‘flinch’ where, upon taking 
a hit, a player’s reticule 
moves a little in a random 
direction. Halo 5 reverses 
this decision – but why does 
it matter so much?
“De-scoping in the past 

has always been a really 
important thing for Halo,” 
says Longo. “Perhaps 
unknown in a way for people 
who just play it for fun and 
not so seriously, because 
it’s a really important 
balancing mechanic for 
scoped weapons. It forces 
people who are playing at 
range to make different 
decisions and move around 
the map more. So with 
our focus on 
competitive and 
making everything 
as balanced as 
possible we felt we 
needed to bring back 
de-scoping – so those 
guys who like 
to sit back and 
just kind of own 
everyone with a 
sniper have a more 
difficult time.”
“One of the big 

differences between 
flinch and de-
scoping is that when 
you get hit and you 
flinch, you don’t 
know where the 
scope’s going to go,” 
adds Holmes. “The pro 
gamers that we talk 
to – and we’ve also 
hired some to test and 
refine the game – they 
describe it as fighting 
the game instead of the 
player. With de-scope, 
even though it’s kicking you 
out of scope, you’re always 
fighting the player because 
you maintain your reticule 
position – you can still get 
that shot if you’re calm.” 

go into a slide and stop in a crouched 
position – useful for both entering 
combat and dashing into cover. 

By far the biggest change is the 
addition of clambering – if a Spartan’s 
jumping for a ledge, you can now 
press jump a second time to grab 
on and climb up in double-time. This 
is not new to the FPS genre but it is 
new to Halo, and the implications 
for map design are enormous. The 
most obvious impact is in packed 
arenas, which are filled with platforms 
alongside the more normal pathways. 
One of the maps we played was a 

new version of Halo 2’s Midship, 
now called Truth, and the ramps 
at either side lend themselves 
wonderfully to this new style 
of movement. The change 

to Halo’s feel isn’t as 
fundamental as you’d think 
it might be, because what 
clambering does is simply 
get you somewhere quicker 
and with fewer of those 
awful failed jumps where 
you hit the platform edge. 

So why did 343 move 
away from customizable armor 

Nightfall hints 
at a darker 
tone for Halo 
5, but beta 
maps are a mix 
of grim cities 
and neon-hued 
wonders.
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Halo 3 kind of slams down? I mean, 
man, I wish I could do something like 
that, come flying down from space and 
‘wham!’ in the middle of a match.” So 
do we, Josh (and a few of you lot, too). 

The Halo 5 beta will have seven 
maps in total, though at this early 
stage we were only able to play the 
life out of three. The first is instantly 
familiar: Halo 2’s classic Midship, a 
symmetrical, purple-hued interior with 
‘bases’ at opposite ends, a giant light-
bridge across the center, and curved 
walkways around each edge – here, 
it’s been renamed Truth and the main 
addition is clamber points dotted at 
convenient points that make it easier 
to get where you’re going faster. 

The most important thing about Halo 
5 is that it simply feels great to move 
– the new traversal options give you a 

ROLL LIKE THE CHIEF
How to get a headstart 
in the multiplayer beta

Don’t sprint everywhere!
The most common mistake we made in 
our first few hours was sprinting 
away from close-fought battles 
– and forgetting that it stops 

the shield from recharging, which 
leaves you vulnerable.

Surprised? Slide!
If an enemy pops up as you’re 

sprinting, the animation to bring 
your gun to bear will let them get 
the first shot. But if you quickly 
transition to a slide, you’re able 
to fire fast and stay on the move.

Edge case
A new problem for ranged gunners 
is that players can clamber up to 
elevated positions – so you now 
need to keep an eye on the ledges 
in front of you, too. It’s very 
easy to stick someone clambering 

towards you. Just saying. 

Spartan charge into battle!
The Spartan charge does a ton 
of damage and will one-hit kill 
enemies that are already damaged. 
It’s also incredibly useful for 
knocking enemies’ aim off-kilter, 
much more than a simple melee. 

Thrust-me-do!
The thruster-powered dodge can 
be triggered in mid-air to boost 
yourself forwards and grab onto a 
platform you might otherwise miss. 

Don’t be first: be smartest
Because Halo 5 gives such obvious 
cues about when the power weapons 
spawn, everyone rushes to them. 
Sit back, relax, and when the 

timer hits zero bombard them with 
grenades and claim your new toy.

abilities towards a one-Spartan-to-
rule-them-all design? “We decided to 
really focus the abilities around what it 
means to be a Spartan,” says Holmes. 
“That’s the inspiration, thinking 
about what it would be like to be this 
super-powerful walking tank on the 
battlefield with all of this tech at your 
disposal. So some of those are abilities 
you’ve seen in Halo 4, like thrusters, 
but from that kind of ‘Spartan fantasy’ 
we’re creating a single cohesive set of 
abilities.” Sounds like a smart move. 

Saying ‘what does it mean to be a 
Spartan?’ is a good tagline, of course, 
but what does it actually mean in the 
context of designing a competitive 
multiplayer experience? What comes 
first : the cool move or the cool design 
idea? Holmes responds with a question. 
“So you remember how the Chief in 

“NEW TRAVERSAL OPTIONS 
GIVE YOU A WIDER RANGE OF 
APPROACHES TO MAPS”
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BREAKOUT!
Halo 5’s new competitive mode broken down

H
alo 5 introduces a new 
competitive mode to the 
series called Breakout. 
This is a four-on-four 
battle set in a small 

arena packed with cover, where 
Spartans have slightly less health 
than usual and begin with the 
same two weapons and one 
frag grenade apiece. A game 
of Breakout takes place over a 
maximum of nine rounds, with 

the first team to win five rounds 
declared the victors. 

Breakout matches start with 
the opposing teams jumping 
into the arena and landing on 
opposite sides. Cover blocks the 
immediate sightlines, with a large 
‘pit’ area located in the center of 
the map, as well as an enclosed 
structure on one side containing 
sticky grenades, a hill on the 
other with extra frag grenades, 

and two birds-nest locations  
with handy battle rifles. 

It’s a furious and speedy 
tactical engagement, with the 
announcer shouting out kills, 
and catching opposing players 
off-guard or outnumbering them 
almost guarantees the kill. It also 
requires much more cautious play 
than ‘normal’ Halo multiplayer – 
you’ve less health, no respawn, 
and every lost comrade makes 

the enemy team that much 
stronger. The feeling as you 
whittle down the opposition  
and four Spartans begin hunting 
down the last enemy in this 
small space is delicious, and 
conversely the tension when 
you’re that sole survivor is like 
nothing Halo has done before. 
Let OXM take you through the 
ingredients of Halo 5’s biggest 
competitive departure. 

STARTING GEAR
Every player in Breakout 
begins with the same loadout. 
“The starting weapons are 
carefully chosen,” says 
Longo. “First you have Halo 
5’s SMG, so an SMG where you 
can go into a scoped view, 
then you have your magnum as 
well to flip to for longer 
distances.” On top of this 
there’s one frag grenade, 
which encourages synchronized 
throwing into packed areas 
like the house at the start 
of the round. 
Obviously those weapons are 

serviceable enough, but a big 
part of Breakout’s rhythm is 
in how the teams divide up the 
power weapons on their side 
of the map – because there 
aren’t enough for everyone. 
In particular each side has 
easy access to one BR, which 
allows for kills at a much 
longer distance than usual, 
and the team has to decide 
whether to risk splitting 
off to go for extra grenades, 
or stick with their BR buddy 
and protect them in the hope 
of getting a few long-range 
pick-offs. Naturally some 
rounds devolved into a set 
of headless chickens running 
everywhere, but when you see 
good players in Breakout the 
co-ordination is amazing. 
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wider range of approaches to any part 
of the level, and using them requires 
no real adjustment or, after a minute or 
two, even conscious thought. It’s like 
you’ve always been able to clamber, 
and going back to Halo 4 afterwards 
felt weirdly restrictive. What’s really 
nice about Halo 5 is that it keeps the 
faster pace of Halo 4, but strips back 
all of the extraneous elements to 
focus exclusively on evenly matched 
Spartans battling over control points 
and power weapons. 

In fact, if there’s one thing that 
stands out – apart from the fact the 
animations, textures and incidental 
level details add up to an amazing-
looking game – it’s that the multiplayer 
maps seem to have found that rhythm 
from the earlier games, where timed 
weapon and vehicle spawns would see 
enemy teams converge and duke it 
out. Power weapons spawn at regular 
intervals, which is communicated both 
with an icon on the HUD and in-game 
chatter that tells you when the spawn 
is getting close – the latter part of 
a new automatic VO system that 
communicates enemy positions within 
teams without players needing to talk.

“I think map control is so important 
to map flow, and so having those power 
positions on the map that you have to 
fight over just creates a really good 
flow within the combat,” says Holmes. 
“The other thing we wanted to focus on 
within the map design is the Spartan 
abilities, for example locations where 
different abilities are more useful – so 
there are clamber routes as well as 
elevated positions where you might 
want to line up a ground pound. The 
flipside is that if you’re below that spot, 
you know through experience that you 
may be vulnerable to an enemy above 
you. We’re really focusing on those 
elements of map design.”
 
Drop zones
Halo 4’s Ordnance drops and loadouts 
had moved away from this idea of the 
map guiding player movement, so while 
there were still choke points, there was 
no impulse to make cross-map trips to 
pick up a newly spawning sniper rifle. 
“We want everything to be intentional 
for the player,” says Longo. “So when 
you go for a certain spot on the map, 
there’s an intention to do that rather 
than there being a random quality. 
Everything’s been thought through 
about how these maps flow, so when a 
weapon position is chosen the players 
know where that is, when it’s coming 

COUNTER-STRIKE
One of the most venerable and well-known competitive FPS games of all time 
is Counter-Strike, and its structure is short two-minute rounds of 5-on-
5 with no respawning. “I know [Kevin Franklin] was also competitive in 
Counter-Strike, though I’m not sure how good he really was” laughs Holmes. 
“So that’s another big inspiration for Breakout.”
Sounds like our kinda guy. Breakout’s round structure is unmistakably 

similar to Counter-Strike, though there are big differences – Counter-
Strike is objective-based and its rounds are tied together with an economy 
system, where Breakout has fewer rounds and the only objective is to kill 
the enemy. Still, the importance is in what a structure like this does 
for the moment-to-moment of competitive FPS play – it makes players less 
foolhardy, encourages teamwork and makes every single round matter. 

PAINTBALL!
“Breakout came from Kevin 
Franklin, who’s our design 
director for multiplayer,” 
says Holmes. “He’s a big 
paintball fan and has always 
wanted to create a mode that 
gets some of that, capturing 
that elimination feel – so 
in Breakout you kind of jump 
into the arena and then it’s 
one kill and you’re out.” 
Breakout was in fact 

something 343 had considered 
previously, but didn’t have 
time for. “Franklin’s talked 
about that mode since we were 
doing Halo 4,” says Holmes. 
“We didn’t have a chance to 
do it then, but he always 
wanted it since then. I want 
to emphasize that when we’re 
talking about paintball, 
he used to play competitive 
paintball – so it really 
has that kind of emphasis.” 
Breakout isn’t strictly  
‘one hit then you’re out’, 
but it goes some way towards 
that feel by ensuring  
players take much less 
punishment before going 
down than in ‘normal’ 
multiplayer.
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and that enemy players are going to 
be hitting it at around the same time.” 
And there’s no randomization of power 
weapons? “Yep, no randomization.” 

 Hold us close, Chief, because this 
is everything we’ve dreamed of. The 
second map available, Empire, is set 
atop a skyscraper – you can Spartan 
charge your enemies off the sides 
for kicks. Overall the map is slightly 
bigger than Truth but it’s also much 
more enclosed – all corridors, pillars 
and elevation spots. Two sniper rifles 
spawn at opposite ends of the map 
at exactly the same time – which in 
our games led to either a giant fracas 
breaking out over one of the spots,  
or both teams separating briefly, 
securing their sniper, and then going 
back on the hunt. 

OXM’s skills were as sharp as ever, so 
our very first game saw a spectacular 
kill frenzy with the sword – important 
not because it shows we’re awesome, 
but because it shows how much 
muscle memory was working right 
from the get-go. Halo 5 adds so many 
improvements that the most surprising 
thing is that it still feels like a Halo 
game at the core. Particularly notable 
is the fresh emphasis on the assault 
rifle as the starting weapon, but other 
minor tweaks like increased grenade 
damage and a reduced time before 
shield recharging feel like a return to  
classic principles. 

A theme of our time with Holmes 
and Longo, however, is that this arena 
mode is just one part – albeit clearly 

a very important one – of where 343 
wants to take the game. “Right now 
what we’re showing is just the arena 
portion,” says Holmes. “We have a 
much larger experience for multiplayer 
which we’ll talk about closer to launch, 
but for now it’s all about 4v4 arena.” 

Double shot
To us, this suggests something like 
a split between an Infinity Slayer 
mode, as in Halo 4, where you get 
all of the toys to play with, and then 
a much more focused competitive 
multiplayer component. “I think that’s 
the cool thing about having the arena 
mode dedicated to the competitive 
experience,” says Longo. “Because we 

can actually decide what weapons are 
used and then be very focused about 
it. We can be really specific – that’s 
the beauty of arena – and it’s not 
meshed-together as it has been in the 
past, where you end up with a kind of 
half-and-half.”

Which leads to the biggest question 
of all, for nerdy Halo junkies like OXM 
anyway – is skill-based ranking in 

“THE ‘PRO’ RANKING 
WILL BE FOR THE  
TOP 200 PLAYERS”

Will we see these maps in a split-screen 
mode? Holmes won’t say, but admits “We 
obviously understand the importance of 
split-screen to the Halo experience.”

Halo 4 was a 
real looker, 
and Halo 5 
builds on that 
with gorgeous 
lighting and 
a super slick 
frame rate.
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The beta is 
focused on 
Team Slayer, 
which is why 
smaller maps 
are flavor of 
the day.   

Halo 5 wants to put the Chief 
back at the top of competitive 
gaming – but how?

THE ESPORTS 
STRATEGY

T
he idea of competition is at the core of Halo 5 – and 343 is looking to 
deliver for both normal players who want a skill-based matchmaking 
experience and the top professional FPS players. It’s no small goal. 
One of Halo 4’s low points was when Major League Gaming decided 
it would no longer feature the game, and we sense this may have 

stung 343 a little more than it lets on.
“We wanna be back at the top,” says Longo. “So we’re trying to integrate 

as many eSports-centric features as possible.” The ecosystem of competitive 
gaming has grown hugely over the past few years, so the beta is not only Halo 
5’s strategy for bouncing back, but also a response to the new landscape. 

ESPORTS FOR EVERYONE
The starting point for 
bringing Halo back as an 
eSport is that, while not 
everyone’s a pro, everyone 
likes to feel like a pro. 
“One of our focal points is 
on creating a competitive 
experience for all skill 
levels, and so one of the 
terms we throw around is 
‘eSports for everyone’,” 
explains Holmes. “We want to 
allow people to engage in that 
competitive experience whether 
they’re a true pro player, 
or whether they just want to 
compete with their friends.”   

SPECTATORS
One of the biggest omissions 
in Halo 4, from an eSports 
perspective, was that it 
lacked a spectator mode. 
“So now we have a spectator 
mode,” laughs Longo. “For the 
beta, what you can do is go 
in and spectate on any match 
where one of your friends is 
playing, but what we want to 
do for the full game is allow 
you the ability to spectate 
any of the top players – and 
then we’ll be highlighting 
those matches.”
 
COMPETITORS
Although Halo 5 will have an 
XP-based ranking system for 

unlocking cosmetic items, this 
is now hived-off from each 
player’s Competitive Skill 
Rating. “CSR has seven tiers 
– the last two of which are 
semi-pro and pro,” says Longo. 
“And anyone playing the game 
can rise up and attain that 
status – the pros will be the 
top 200 people in the world. 
At any given time you’ll be 
able to look up and know who 
the best in the world is.” 
Hint: none of Team OXM.

CASTERS
The last part of the equation, 
and in some ways the key to 
Halo 5’s potential eSport 
popularity, is that people 
inclined to broadcast their 
Halo games can do so with 
the minimum of fuss. “We’re 
integrating spectator mode 
and Twitch streaming into the 
Halo Channel so we have our 
own undivided attention on 
streaming that sort of eSports 
mentality,” says Longo. 
Casters can also make a 

difference to which players 
are being seen, in effect 
curating the best of the best 
so we can just tune in and 
watch. “People who are casting 
matches and then streaming 
to Twitch will be able to 
aggregate the top players who 
are playing,” explains Holmes. 

matchmaking back? Is it ever. “We have 
two systems,” says Longo. “We have 
levelling up for things like the armor 
unlocks and cosmetic things in the 
arena mode, and then Competitive Skill 
Rating is there for your skill. And that 
can go up and down based on your 
performance, so that’s designed to 
show what your ‘real’ skill level is – so 
you can attain iron, bronze, silver, gold, 
onyx, semi-pro and pro.” 

The ‘pro’ ranking, in particular, will 
individually rank the top 200 players 
in the world – surely a dream for every 
serious Halo player (were it so easy). 
Though it never seemed this way at 
the time, with hindsight you can look 
back on Halo 4 and see it as something 
of an experimental entry in the series 
– testing out new elements while 
adapting the best of the competition. 
For many players it worked, and for 
some (including us) it moved a little too 
far from that classic Halo formula. 

OXM went to play Halo 5 with a 
bunch of questions based around 
the elements of Halo 4 that the fans 
were most vocal about disliking. In the 
first ten minutes, each one of those 
questions was answered by the game 
itself – every element that players 
found problematic in Halo 4 has been 
addressed and either rolled back or 
improved upon. Halo 5 certainly shows 
that 343 Industries is listening to fans. 
More than anything else, it shows that 
the core multiplayer experience of Halo 
is absolutely classic – and coming 
back with a vengeance.  

HALO 5: GUARDIANS
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Sergeant Bakewell’s  
incendiary flatulence  
turns the tide again.
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I
f the first ever 
police-themed 
Battlefield is 
missing anything 
– a community-
building expedition 
to a local high 
school aside – it’s 
surely a QTE mini-

game for cop banter. The single-player 
story is modeled on sweaty modern 
detective dramas like The Shield and 
Justified, which means that the script 
is stuffed with 100mph backchat. This 
is exhilarating to witness, but doesn’t 
reward player choice like other aspects 
of the game, particularly its new base 
assault missions. 

So how’s this for a design pitch: 
every time Cuban-American lead Nick 
Mendoza swaps words with another 
character, you’re presented with three 

options. Option one is a majestically 
lobbed putdown, couched in hard-
boiled Miami slang. Option two is a 
series of suave hooting noises, as your 
grasp of language struggles to catch up 
with your capacity for sarcasm, and 
option three is the Renegade prompt 
from Mass Effect. There – now that 
we’ve fixed game storytelling forever, 
it’s time to talk about explosions.

There are plenty of explosions in the 
Hardline campaign, particularly once 
plot shenanigans transform budding 
detective Mendoza into an embittered 
fugitive. The game’s ninth episode, 
for example, ends with you ziplining 
from a skyscraper straight through 
a fireworks display, only for the line 
to snag on an exploding helicopter, 
whose rotors whirl you back into the 
building. There’s a breathless pause 
in which to eyeball a crowd of startled 

Battlefield 
Hardline 
Walking the line between militarisms and Miami Vice

Frostbite-
powered shooter 
featuring 
multiplayer 
modes and a 
story derived 
from detective 
TV shows and 
heist cinema.

Bluffer’s 
Guide

 PUBLISHER EA / DEVELOPER VISCERAL STUDIOS / FORMAT XBOX 360 & XBOX ONE

THE OFFICIAL XBOX MAGAZINE / 37 @OXM

P R E V I E W



“Hang on, Scott, this isn’t 
the place for ‘special herbs’ – 
it’s just a gardening centre.”

Visceral has tweaked DICE’s 
Frostbite Engine to support 
civilian vehicle handling.

 
In multiplayer mode Rescue, a 
SWAT team tries to wrest NPCs from 
criminal clutches.

The gunplay feels identical to 
previous BFs, though the uniforms 
and certain gadgets are different.
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Desk job
It’s not all gunplay, detective
Budding detectives might want to look out for 
highlighted evidence while exploring rooms – 
once scanned, a process that calls to mind the 
forensic bits from Condemned: Criminal Origins, 
these further an over-arching subplot in which 
you build up a case against certain prominent 
underworlders. There are also Preferred 
Outcomes for missions, which generally involve 
not quite killing absolutely everybody, if you can 
help it. Don’t worry, all of this is strictly optional.

//Is it really anything more than  
a designer’s daydream of joining 
the movie industry?//

In this scene 
Mendoza dual 
wields his 
gun and an 
injured lady. 
Interesting 
combination.  

The police scanner doesn’t just let 
you tag people and objects – it’s 
equipped with a sniper mic, which 
allows you to eavesdrop on suspect 
conversations before swooping in.

BEST BIT
Metadata

SWAT officers (flash Mendoza’s badge 
at them, if you’re feeling funny), then 
you’re hurled back into the street. 
Evidently, Visceral isn’t about to let a 
little thing like the absence of a real 
war stop it blowing stuff up. 

This is also apparent from the 
weapons selection, which starts out 
slow with nightsticks, tasers and  
TEC-9 handguns, but soon widens 
its remit to include pseudo-military 
hardware like LMGs, laser tripmines 
and rocket launchers. The more 
familiar tools are as hefty and messy 
as in the numbered Battlefields. With 
the Frostbite engine fueling the action, 
few games can touch Hardline for 
“immersive touches” such as magnum 
recoil, the thunder of automatic fire 
across uneven geometry, or the flecks 
of plaster coughed up by a wall. 

Enforcing the issue
The new Enforcer weapons don’t 
seem to add much, though there’s a 
certain charm to the combination of 
a snub revolver, a sawn-off shotgun 
and a sledgehammer. The secondary 
gadgets do, though. In particular, the 
zipline launcher and grappling hook 
really blossom during the aforesaid 
base assaults, which pan out much like 
tussles over outposts in Far Cry 3. 

Generously distributed weapons 
crates foster experimentation – you 
can change your entire loadout on 
the spot without penalty, providing 
you’ve unlocked the gear in question. 
The result is a degree of flexibility the 
notionally broad-minded Battlefield 4 
never threatened to offer. 

Head to the left of an enemy-
occupied office block, and you might 
grapple to a roof to pick off a few 
targets with a sniper rifle, then zipline 
through the lobby glass, machine 
pistol at the ready. Or you could set up 
tripmines to cover the side doors, then 
rock up to the entrance with a shotgun 
and riot shield, like an extremely 
unsportsmanlike Roman gladiator. 

All this carnage isn’t exactly 
approved practice for an officer on the 
beat, of course, but there are plenty of 
non-lethal takedown opportunities if 
keeping the peace is a priority. Catch a 
perp unawares, and you can hold him 
up by toting your badge and cuffing 
him – a stealth kill, effectively, but 
with less blood and more paperwork. 
The catch is that you’ll need to keep 
your gun on the target. This makes 
arresting two or more crims thrillingly 
tricky, as you swivel from one to the 
other. A glow of moral rectitude aside, 
the reward for clean play is a higher 
Perfectionist mission rating; bombastic 
players, meanwhile, earn points 

towards the Loose Cannon category. 
Each play style corresponds to a 
themed set of unlocks. 

Hardline’s nods to Far Cry are 
worthwhile, then. They do, however, 
grate conspicuously against the story-
driven bits, where you’ll often 
find yourself trailing an AI 
character such as Mendoza’s 
husky partner Kai. We 
have mixed feelings about 
these moments. On the one 
hand, they only qualify as 
“interactive entertainment” 
by a whisker; on the other, they’re 
a chance for Visceral to show off the 
depth of its location research and  
flair for detail. 

One of the earlier episodes is an 
absolute triumph here: you ride 
shotgun as Kai drives through a 
rough neighborhood. The bustling 
yet down-at-heel metropolis is 
marvelously recreated: snatches of 

music blur together, high-rises 
loom predatorily against a 

mauve sunset, and satellite 
dishes festoon grubby 
bungalows. The journey is 
packed with tiny incidents, 

all convincing – and off-
limits. A homeless man offers 

to clean the windshield while the 
car idles. A woman slams the lid down 
on a trashcan, then swears at Mendoza 
when he peers out to investigate.

It’s accomplished stuff, but is it 
really anything more than a designer’s 
daydream of joining the movie industry? 
The age-old debate about non-linear 
play versus narrative is alive and 
well in the crevices of Battlefield 
Hardline, a shooter that, those exciting 
base assaults notwithstanding, isn’t 
quite yet the sizzling comeback the 
franchise’s recent wobbles demand.
Edwin Evans-Thirlwell

ETA
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W
ith under four months 
to go until release, Wild 
Hunt – the conclusion 
to gruff sexyman Geralt 
of Rivia’s adventure 
– is one of the most 

anticipated games in recent years. 
Still, despite the delays for more time 
to polish this hugely ambitious RPG, 
players are yet to get their hands on it 
at shows. For a game we’ve heard so 
much about, we’ve seen precious  
little of it so far, with glimpses at core 

mechanics played out in gorgeously 
crafted cities, muddy swamps and a 
swathe of wilderness that we’re keen 
to paint with blood.

Sitting down with CD Projekt 
Red’s Michal Platkow-
Gilewski, he assures us that 
avoiding gameplay sessions is 
a positive thing. “In a hands-
on, we’d ask you to go away 
and then we’d have to fight you 
to get the controller back,” he 
says. “The problem with a demo  

for a game of this size is you can’t 
really experience it properly in a 
15-minute session, because when  
you pick up the pad you can’t  

stop playing.”
Jerry Springer-style dev-on-

fan punch-ups aside, it’s an 
interesting dilemma: how 
to present a game to eager 
fans? Will a snippet of game 

be detrimental to the overall 
experience? CD Projekt Red has 

laid the foundations of an impressive 
RPG, but there’s a risk of players 
forming unfulfillable expectations 
in the absence of firm details. That 
couldn’t be more true of Wild Hunt,  
a game so steeped in hype that  
curious gamers are flocking from the 
likes of FIFA and Call of Duty to check 
out their first fantasy game. Might The 
Witcher, with its notoriously knotty 
lore, leave them baffled?

“We knew that there were going 
to be a lot of newcomers. Or at least, 
we kept our fingers crossed for that,” 
continues Platkow-Gilewski. “We 

ETA
24 FEB 

The Witcher 3: Wild Hunt
Much like the hunts themselves, this feels like a conclusion long in the making

An open-world 
RPG that 
crosses Nordic 
mythology with 
Charles Dance 
(no, really). 
It’s the 
conclusion to 
monster-hunter 
Geralt’s epic 
trilogy.

Bluffer’s 
Guide

 PUBLISHER BANDAI NAMCO / DEVELOPER CD PROJEKT RED / FORMAT XBOX ONE

Geralt’s fiery palms make 
him the bane of monsters 
(and popsicles) across 
the land. Toasty!

Game convention
How geography influences CD Projekt 
Red’s master yarn-weavers…
“The world is divided into regions with different 
inspirations, helping the story guys a lot,” says 
Platkow-Gilewski on the challenge of pacing a  
tale in a huge world. “They had totally different 
inspirations for the north, Nordic areas. Then 
you have the swamps of No Man’s Land, ravaged 
by war. Then you have Novigrad, similar to 
medieval Amsterdam. Our writers played with the 
conventions: comedy, drama, thriller – due to the 
world design, they have a place to put all of it.”
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created The Witcher 2 on Xbox 360, 
but right now with the new consoles, 
the target is way bigger. We had to 
create the game with the idea that a lot 
of new gamers [might be] trying our 
adventure for the first time. We had to 
make it an accessible game for them, 
so we worked on the learning curve a 
lot. With the gameplay and the plot, 
we want you to be able to digest what’s 
happening around you.”

The dev learned a lot from Assassins 
of Kings, and the influx of newbies has 
given it reason to balance Wild Hunt 
for a home console audience that is 
used to being slightly more nannied. 
Don’t see this as concession. Platkow-
Gilewski assures us that this newfound 
accessibility doesn’t mean Wild Hunt 
jeopardizes the DNA of the series. 

“We knew that we had a big group of 
gamers playing previous instalments – 
our huge fans. We had to avoid creating 
a game that… I don’t want to say was too 
dumb for them, but they have their own 
expectations. Wild Hunt is more about 
being a Witcher, and in that way it’s 
more similar to the first game. Assassins 
of Kings was more about politics and 
about the story. I think this aspect will 
appeal to the die-hard fans. It’s more 
Witcher than ever before.”

Nothing better cements that fact than 
the focus on hunts. “You’ll meet a lot 
of monsters.” says Platkow-Gilewski, 
“Some of them are just monsters 
lurking somewhere in the swamps 
waiting to drag you underwater 
and kill you. Sometimes you’ll find 
more important ones – monsters 
that influence the environments and 
communities around you. Internally, 
we call these ‘named monsters’.”

Named monsters form the backbone 
of Geralt’s main pursuits, with specific 
parameters to tick off before you can 
effectively take down a beast. “You’ll 
have to check if you have the proper 
knowledge to face it. Perhaps that 

monster has some abilities you’re not 
aware of. If that’s the case, you won’t 
know how to counteract them without 
prior research,” he explains. “Once 
that’s done, you must prepare – be it 
by selecting special potions or brewing 
them, creating special bombs, or just 
thinking about what time of day you 
should approach the monster – a fact 
that has a big effect on them. Then you 
navigate to the confrontation.”

Platkow-Gilewski is quick to assure 
us that hunts aren’t split by loading 
screens into several phases, but at 
the end of the interview he’s cagey 
to reveal beasts and sights we might 
encounter. His answer to what CD 
Projekt Red is most looking forward to 
players seeing says it all: “everything”.

For this writer, previewing The 
Witcher 3 feels like tracking a strange 
beast itself: we catch the odd glimpse, 
research the gaps and prepare for  
the fight (stocking our cupboards  
with an exciting selection of crisps). 
Geralt has long hinted at greatness, 
only brought low by the awkward fit  
of a PC-shaped peg in a stubbornly 
console-shaped hole. If the team can 
sand those rough edges, this could be 
Xbox One’s first masterpiece.  
Sam White

SKYRIM
Now three years 
old, Bethesda’s 
snowy, dragon-
strewn giant 
still stands 
tall as the 
open-world game 
for Wild Hunt 
to beat.

DRAGON AGE: 
INQUISITION
A fantastic mix 
of old-school 
RPG tropes 
and new-age 
storytelling, in 
a gorgeous world. 
Handily reviewed 
over on page 56.

RIVAL GAMES
Metadata

This is Johnny, who resides 
in the dank swamps of No 
Man’s Land. He’s just one of 
many NPCs you’ll help.

Paths and roads leading 
everywhere serve as constant 
distractions and ‘what’s 
down there?’ moments.

Geralt now 
has a trusty 
crossbow, 
vital when 
taking on 
winged beasts. 
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Saving grace
How the save system proves one of  
the game’s most original elements
Rather than being able to save at any point, Ori 
has to collect Energy Cells, which are dotted 
throughout the map in difficult-to-reach areas, 
and can be gained from downed enemies. These 
Cells can then be used to generate a Soul Link 
–  otherwise known as a save point – or used to 
power up attacks. It becomes a strategic risk: do 
you invest in powers and go without a save point 
for a little longer than you’d like?

A
fter a spellbinding 
trailer at E3, Ori and 
the Blind Forest quickly 
became one of our most 
awaited releases of the 
year. With its soft glow 

and enchanting protagonist, we are 
reminded of  Ubisoft’s watercolor 
wonder, Child of Light, another game 
that combines folkloric elements 
with a gorgeous world. Ori has a bit 
more bite to it, however – its nippy 
platforming shares more DNA with the 
madcap Rayman Legends.

The pacing is masterful – unhurried 
but necessarily so – and small details, 
from Ori’s elfin idle animations to the 
floating particle effects that imply 
some sort of magical goings-on, show 
that the team focused on the minutiae 

as much as the overall world. From the 
beginning, where a weakened Ori can 
barely move, he gradually grows in 
strength, working through a skill tree 
that sees gated-off areas opening up - 
it has plenty in common with the 
‘Metroidvania’, a genre sadly 
underexplored on Xbox since 
the brilliant Shadow Complex. 
Of course, this is a far more 
magical world than Chair’s 
military base, telling as much 
of a story through its art and 
sound design as the writing.

The world is lovingly crafted: 
branches creak and bend under your 
weight, grass ripples in the wind and 
trees sway and rustle around you. 
The background layers are bright and 
beautiful, whereas the foreground is 

often used to foreshadow and frighten 
– shadows dart across the screen and 
twisted brambles obstruct the view 
for a second. The sound, meanwhile, 
is a mixture of orchestral music 
and strange, otherworldly dialogue 

spoken by forest spirits. The 
lack of human voices never 

lets the game down – quite 
the opposite, Ori’s squeaks 
and a booming, Jabba the 
Hutt-like voice that handles 

the narration only add to the 
overall atmosphere of the game. 

The influences are unmistakable: 
tones of Studio Ghibli come through in 
places; the visually narrated prologue 
drips with the sweet sadness of The 
Iron Giant; even Disney leaves its 
mark, albeit with its slightly lesser 
known works, such as Lilo & Stitch. 
Ori is basically a coming-of-age story, 
designed to look hand-drawn with 
art assets unique to each area. That it 
can be considered in the same visual 
league as the animations that inspired 
it is a massive accomplishment .

Ori and the Blind Forest seems set to 
be a welcome respite from the more 
hyperbolic blockbusters released in 
the last few months of the year, and 
though it’s small and quiet, it’s more 
than capable of holding its own among 
the big boys. We can’t wait.
Kate Gray

ETA
DEC

Ori and the Blind Forest
A sequel to ‘Ori and the Forest go to the Opticians’

A 2.5D 
platformer 
that takes 
style tips 
from Ghibli, 
Disney and 
fairytales, 
with a 
prologue 
that’ll break 
your heart.

Bluffer’s 
Guide
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The new, cool 
transport solution: 
Leaf-o-MaticTM, powered 
by farts. Beats the  
bus any day!
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I
f you could stop time in 
its tracks, what would you 
do with the power? We’d 
write the entire magazine 
in the course of one paused 
day and spend the rest of 

the month playing The Master Chief 
Collection. Okay, that month’s content 
would be weird as hell, but think of our 
kill/death ratio. It’d be amazing.

Quantum Break’s Jack Joyce knows 
what we’re talking about. Existing in a 
world of shattered time, he can use the 
collapsing seconds to sprint up to more 
time-concious enemies and kick them 
in the face or pause them in a bubble, 
empty an entire clip in their direction 
and unfreeze time for messy results.

In a recent walkthrough narrated 
by the chunky Scandinavian tones of 
writer Sam Lake we see Joyce attempt 
to navigate a bridge stuck in a ‘stutter’ 
in time, which alternates between 

freezing everything and everyone in 
place and triggering them back into 
real-time. Jack is able to move freely 
while the rest of the world is frozen,  
making for some pretty amazing set-
pieces as he weaves through vehicles 
in mid-explosion and bullets in mid-
air. It’s an imperfect time-freeze, all 
twitchy and spluttery – certain bits of 
scenery are constantly trying to 
revert to their previous state, 
resulting in cars flying across 
the screen only to reset to 
their frozen position, broken 
bits of metal screeching and 
grinding beneath you. 

All this time you’re 
eavesdropping on the enemy, Monarch 
Solutions, as they radio instructions to 
each other. “Don’t harm the civilians,” 
they say, shortly before a barrage of 
explosions sends a truck hurtling your 
way, launched off the side of a bridge. 

What was that sound? Probably 
civilians being hurt. Up Jack goes to 
check out what’s happening, and sure 
enough there’s a tableau of civilians, 
huddled in fear and hurling Molotov 
cocktails at an armed guard. The scene 
tells a story, as one woman cradles a 
dead man in her arms – “Murderer!” 
she screams at the guard, in the 

slowed-echoey tones of someone 
coming around from dental 

surgery in a tunnel.
It’s aesthetically 

impressive, with the stutters 
illustrated with jagged 

shards scattered around 
the place like fragments of a 

mirror, and cars twitchily exploding, 
rewinding and re-exploding. In the 
background is a gritty soundtrack: 
heavy breathing, Inception-style bass 
hums, creaking metal and screeches. 
It’s probably intended to lend an air 
of urgency and danger, but given that 
it sounds a bit like dubstep rendered 
entirely with whale voices, it starts to 
grate after a while.

Close-range cover-shooting battles 
seem fast-paced for a game about the 
slowing of time; strange platforming 
sections, set across a deconstructing 
walkway, look less exciting. Quantum 
Break clearly has style to spare, but we 
wonder if time trickery isn’t disguising 
some conservative ideas. Time will 
tell - if we can pull ourselves out of our 
frozen Halo utopia, that is.
Kate Gray

ETA
2015

Quantum Break
A shooter that lets you dodge bullets? It’s about time, too

A cover-
based shooter 
where time is 
dissolving 
and chrono-
manipulation 
is the only 
way to get by. 
It’s exciting 
– but is there 
generic action 
hiding under 
that visual 
innovation?

Bluffer’s 
Guide
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Once upon a time
Here’s how it breaks down 
After a time-travel experiment goes horribly 
wrong, the fabric of time itself begins to 
disintegrate. Three witnesses to the failed 
experiment gain the ability to manipulate time: 
Paul Serene can see into the future, and uses 
this power to decide what decisions to make, 
going on to found Monarch Solutions and become 
the game’s antagonist. Meanwhile, Jack Joyce 
(that’s you), controls the flow of time – stopping 
or restarting fragments as he sees fit.

P R E V I E W
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C
hances are, given the 
lofty pedigree of the folk 
working on it, you’ll have 
heard of Turtle Rock’s 
unique four-versus-one, 
human-on-monster 

behemoth. This is the studio co-
responsible for Left4Dead, after all. 
What you might not have drank in, 
given the amount of wordage required 
to explain its unique shootery blend, is 
just how game-changingly refreshing it 
is to get your hands on with it.

Playing as a human – dubbed 
Hunters in Evolve parlance – you’re 
given four classes to choose between, 
across 12 characters. Manage to wrap 
your head around the novelty of facing 
off against a be-tentacled Kraken or a 
hulking Goliath, and it’s within these 
individuals, and the massive variety of 
weapons and abilities that they boast, 
that we predict a lot of the fun is to be 

had. Take Bucket, the Support class 
robot. This metallic man can deploy a 
player controlled UAV that scans the 
environment for the beast, especially 
useful during the early stages when the 
match is more stealth orientated. Opt 
to leap in as the cigar chomping 
beard-touter Hank, on the 
other hand, and your arsenal 
is en-beefened with an Orbital 
Barrage, a devastating rain 
of fiery explosives, especially 
useful for clearing out hordes 
of smaller critters roaming each 
map (these mini meatbags level up the 
monster when he gobbles them up) .

What impresses most is that whoever 
you bring to a fight there’s a real sense 
of balance. This isn’t Battlefield or Call 
of Duty. There’s no arbitrary loadout 
switching or custom character creation 
here. Evolve, even at this stage, is able 
to dance that particular Borderlands 

waltz, its characters all feeling effective 
and untouchably iconic.

That’s not to say playing as the 
hunter’s snarling prey is no fun. Davy 
Jones’ disagreeable cousin, the Kraken, 
comes packed with electrically charged 

Vortex Wave attacks and can 
obliterate an unprepared group 

with lightning strikes. The 
final game will launch with 
three monsters total, a fourth 
becoming available to those 

that pre-order.
We still need to see how 

Evolve will work in the longer term. 
How will it keep us hooked for just one 
more game when there’s less of a focus 
on each player’s ownership of their 
character? It’s the monster in the room, 
but when the moment-to-moment play 
is such exhaustingly good fun this is 
worth keeping a bead on regardless. 
Matt Gilman

ETA
10 FEB

Evolve
On the origin of a new species of co-op shooter

Pick a 
side: man 
or monster. 
The solitary 
monster, 
hunted by four 
other players, 
gets steadily 
more powerful.

Bluffer’s 
Guide

 PUBLISHER 2K GAMES / DEVELOPER TURTLE ROCK STUDIOS / FORMAT XBOX ONE

There’s no ‘I’ in team, 
but there is a ‘snot’ 
in monster. Wait, that 
doesn’t work at all.

ABE BUCKET MAGGIE VAL

B E I N G  H U M A N

Meet our four  
favorite Hunters to 
emerge so far: Maggie,  
Bucket, Val and  
new Trapper on the 
block, Abe. 

P R E V I E W
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T
here’s a lot riding on 
Final Fantasy XV, the 
long-gestating single-
player follow-up to the 
disappointing FFXIII. 
Depending on who you 
ask, it’s the game that 

will save – or bury – Square Enix’s 
reputation; it’s the last great hope 
for enormo-budget JRPGs, a genre 
currently holed up in various smaller 
niches to weather the shrinking 
Japanese games industry; it’s a joke; it’s 
out of step. We don’t envy Square, nor 
director Hajime Tabata.

Every scrap of new information 
falls under the microscope, from 
the revelation that there would be 
no female party members, to the 
further revelation that we wouldn’t 
be controlling anyone other than the 
game’s sullen hero, Noctis. Forums 
explode at every new development – 
and now a recent livestream featuring 
Tabata has appeared in English to set 
the record straight.

For better or worse, the fate of 
Final Fantasy now rests on Tabata’s 
shoulders, with former project 
lead Tetsuya Nomura being shifted 
full-time to the similarly camera-
shy Kingdom Hearts III. Nomura’s 
fingerprints are still all over XV, but 
the Crisis Core and Type-0 director 
might be Square Enix’s best hope to 
steer the series in a more profitable 

and acclaimed direction, and away 
from the sublimely incomprehensible 
mess that was Nomura’s FFXIII.

So where does XV stand today, 
compared to the prototype revealed 
at last year’s E3? You’ve probably seen 
the recent videos: the open-world, the 
sports car… the Zoolander-esque dudes 
sitting in the backseat while a giant 
monster prowls by the side of the road. 
A later demo detailed the crazy-good 
hair physics, impressive weather 
effects and outfits plucked from 
Jean Paul Gaultier’s 2015 
‘Spoony Bard’ collection.

Noctis one
The key thing to note is 
that it will be both gorgeous 
and massive (barring a Watch 
Dogs-style visual downgrade at any 
rate). Square won’t be repeating the 
mistakes of lush corridor simulator 
FFXIII, and to that end we can expect 
the kind of open-world roaming seen 
in Lightning Returns, only this time 
with a vehicle and a bunch of male 
models to keep us company. While 
you’ll only control Noctis, you can ask 
a chum to take the wheel while you 
chill in the backseat.

Final Fantasy’s unique mix of 
fantasy, sci-fi and near-future fashion 
has been leading to this moment, and 
there’s something almost prophecy-
fulfilling to the cool-guy-road-trip-

with-giant-beasties feel of the recent 
trailer. The combat, too, has finally 
done away with turn-based battling, 
replacing it with an acrobatic system 
reminiscent of – what else? – Kingdom 
Hearts. Noctis can stab, dodge and 
teleport around the environment, 
while his AI backup will go about its 
business beside him, carrying out your 
instructions. It’s been confirmed – by 
Tabata, no less – that FFXV will be the 
first mainline Final Fantasy to feature 

a dedicated jump button, along 
with a block/evade button 

that eats up MP when held 
down. Square Enix is going 
to great pains to reassure 

fans battling isn’t as simple as 
it might appear.
It’s going to great pains, full 

stop. Since Versus XIII was melted 
down and reworked into Final Fantasy 
XV, the normally fairly reticent 
developer has been surprisingly open 
about its development process. We’ve 
been told to expect more regular 
updates from now on. Frequent 
communication would be appreciated, 
as the game still has a long way to go: 
Square is still in the process of porting 
elements from last year’s prototype 
into the game proper. And yeah, after 
eight years of development, that is a 
little startling.

What’s been shown this year is 
promising, however. The battling 
builds on Kingdom Hearts’ dynamic 
monster-thwacking with greater 
visual fidelity, additional movement 
options and fewer Disney ducks. The 
story, meanwhile, is said to have fewer 
non-interactive cutscenes – so even if 
it’s crap, we should be able to run and 
jump around.

It might be weighed down by 
expectation, baggage and a ton of hair 
gel, but Final Fantasy XV finally seems 
to be heading down the right path. 
We’ll know for sure with next year’s 
demo, bundled with Type-0 HD.
Tom Sykes

ETA
TBA

Final Fantasy XV
Noctis, Noctis. Who’s there? A car full of weird boys

Final Fantasy 
XIII spinoff 
Versus is 
now a fully 
fledged FF: 
an open-world 
RPG with real-
time combat, 
enhanced 
mobility and  
a shiny motor.

Bluffer’s 
Guide

 PUBLISHER SQUARE ENIX / DEVELOPER SQUARE ENIX / FORMAT XBOX ONE

Prince among men
Who is Noctis, and why’s he so mopey?
There’s a reason we saved talk of the game’s 
story for this boxout – there isn’t much to say 
about it yet. We know that you play as the 
moody Prince Noctis, caught in a war between 
his advanced kingdom of Lucis and the more 
medieval Niflheim. As usual, magic crystals, the 
goddess Etro (yep, from FFXIII) and giant swords 
are involved somehow. You’ll begin the game in 
search of Lucis’ all-important crystal, which is 
nabbed just as a peace treaty is to be signed.
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You’re not exactly dressed for 
battle, but you’ll battle all 
the same. Here’s a bunch of 
koboldy, goblin things.

Final Fantasy’s abuse of cod-Latin 
continues: your chums include 
Gladiolus and Ignis, while the 
demo’s named Episode Duscae.

We’re getting a Xenoblade Chronicles 
vibe from these FFXV screens – a game 
that Square Enix should definitely be 
paying attention to.
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C
rowdsourcing was taken 
to a whole new level 
when enterprising game 
developer Other Ocean 
took to Twitter to make 
its game. It began with a 

red box. Most developers at this point 
would do something – make the box 
into a character, or a gun, or a car, and 
flesh it out into a game about jumping 
and shooting and driving and blah blah 
blah. Other Ocean, on the other hand, 
was stumped. What is this box? Who is 
this box? What are its motives? Will it 
ever find love? The answer was clear: 
when you don’t know, ask the internet.

“Why can’t it fly?” some pondered. 
“I WANT ROBOTS!” they cried, in a 
petulant rage. “Penalty box?” asked 
one, as the responses kept coming in. 
Most people would be driven insane 

by the collective ramblings of the 
web, but not these guys. Taking on 
board every little idea, from “clowns 
clowns clowns clowns clowns!” to 
“make it save my marriage”, the 
team began the process of 
implementing each one into 
the final product.

What came out the other 
end was an eight-player, 
Twitter- and Twitch-
controlled brawler, described 
on the website as an “eSport jumping 
jetpack future arena ball game”, if 
that’s a thing you can imagine. It’s 
hard to talk about the game as a solid 
state, because it’s constantly evolving 
based on the whims of its participants. 

Using the hashtag #IDARB (which 
stands for It Draws A Red Box, in a nice 
Silence of the Lambs-style phrasing) 

and stating your wishes will affect a 
single game, whether that’s removing 
the walls, or setting everyone on fire. 
Or exploding things. Or Rickrolling all 

over the screen. You can play as 
breakfast. Or arcade cabinets. 

Dead presidents. Disney 
princesses. Oh my god, the 
internet is genius. 

The game looks chaotic 
enough at its core, with its 

platforms and bouncing and a 
ball ricocheting around the arena, and 
then the community-altered layer 
kicks in, turning all the lights off and 
making it snow. It’s trolling at its 
finest, it’s fun for both participants 
and their observers, and we really 
can’t wait to see how much more the 
internet can mess it all up.
Kate Gray

ETA
2015

#IDARB
Hashtags really can change the world

It’s text 
adventure 
meets 
Scribblenauts 
meets some 
kind of mad, 
fast ball 
sport, all 
subject to  
the whims of 
the web.

Bluffer’s 
Guide

 PUBLISHER ID@XBOX / DEVELOPER OTHER OCEAN INTERACTIVE / FORMAT XBOX ONE

This is the bit in the game 
that taunts you about your 
irresponsible use of fossil 
fuels. “COAL!”

HASHBOMBS

ROCKETS! FIRE! FIZZ! DARKNESS!
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ON THE 
RADAR
The other games  
you should know  
about this month

  PUBLISHER FLYING MOLLUSK  / DEVELOPER FLYING MOLLUSK / FORMAT XBOX ONE

Nevermind
H

orror isn’t our greatest love at the 
best of times, because it always 
takes advantage of our aversion 
to blood and murder and creepy 
children. Nevermind has all that 

and more. And, even worse, it sees you. 
Thanks to Kinect’s underused 

biofeedback tech, the game can sense 
how afraid you are as you play, and it 
will use that against you like a sadistic 
older brother, twisting your arm behind 
your back and taunting you: “Awww, are 
you scared?” The more frightened you are, the 
harder and scarier the game will become. Each 
level sifts through the memories of a trauma 

victim, contorted by their fear, nightmarish to 
begin with and worsened by your own reactions. 
As the victim’s mind struggles to cope and 
lashes out at your interference, memories 

become surreal and horrendous, building to 
disgusting crescendos. 

It began as a thesis project: an 
attempt to teach players to control fear. 
Creeping round houses with bloody 
walls, the eyes of paintings following 

you across the room; twisted faces 
staring out at you from car wrecks – it’s 

pretty tricky to stay calm in the face of such an 
onslaught of horror tropes. Who needs therapy 
when you can just be terrified into tranquility?

ETA
2015

Oh, a wedding picture. 
That’s lovel- OH MY GOD, 
NO NO NO NO NO.

 PUBLISHER DAEDALIC ENTERTAINMENT / DEVELOPER 

DAEDALIC ENTERTAINMENT FORMAT XBOX ONE
 PUBLISHER NO GOBLIN / DEVELOPER NO GOBLIN 

FORMAT XBOX ONE 

 PUBLISHER WALES INTERACTIVE / DEVELOPER WALES 
INTERACTIVE FORMAT XBOX ONE

Silence – The 
Whispered World II

Roundabout Soul Axiom

S
o, what do you get when you cross 
prepubescent clowns, German storytelling 
and World War II? No, it’s not ‘a collection 

of things that get Republicans fired up’: it’s 
this Narnia-like tale in which Noah and his little 
sister, Renie, are attempting to escape the 
perils of war in the Wonderland world of Silence. 
Since the first game, where Noah explored 
Silentia as Sadwick the Clown, a false queen 
has usurped the throne, and it’s your job to fix 

it. The first game was a point-and-
click featuring gorgeous if slightly 
unsettling art, and the sequel 
looks set to follow in those clown-
shoe-sized footsteps. Count us in.

I
magine,” said the game dev pitching to 
his team in one of their serious meetings. 
“Imagine if we made a new 3D version of 

GBA cult classic Kuru Kuru Kururin.” As his fellow 
developers snorted into their coffee, he added, 
“But it’s about a limo.” Silence. Then, a solitary 
clap, slowly building to scattered applause, 
and then, a standing ovation. Yes. Roundabout 
is about guiding the world’s first revolving 
chauffeur around roads, trying to avoid crashing 
into objects. It’s got everything a serious game 

might have – speedruns, FMVs, hats 
– on top of a barmy premise. Just 
don’t try to make an insurance 
claim against a spinning vehicle. 
They’ll never believe you.

S
oul Axiom developer Wales Interactive 
really likes the idea of uploading your 
soul to a server, having already made PC 

oddity, Master Reboot, about the same subject. 
Maybe there’s something horrifying going on in 
Wales. Soul Axiom is a first-person sci-fi mystery 
game, exploring the disturbing idea that maybe 
we don’t really want to relive our memories after 
all. Taking place in a deserted world downloaded 
from your own brain, you make your way through 
the ugliest parts of your soul to find out what’s 

going on – and what you find might 
not be to your liking. It’s probably 
an excruciating memory of the time 
that girl laughed at your hand-
drawn Valentine’s card, isn’t it?

ETA
2015

ETA
2015

ETA
2015
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THIS MONTH WE…

Got a little orc-ward p56 Bashed our heads real bad p68Fired bullets made of vinyl p62 Kicked a lot of balls  p72Shot all the bad mens p60

HALO: THE 
MASTER CHIEF 
COLLECTION
All those fights you finished? They  
need finishing again, yeah? (p52)

THIS MONTH 
IN NUMBERS

Our semi-sentient spare TV, which 
slyly turns down the volume as  

you play
The faucets with two temperature 

settings: ‘scorching’ and  
‘liquid nitrogen’

Kate’s Adventure Time coffee cup

THREE OBJECTS IN THE OXM 
OFFICE WE’D LIKE TO SEE FIRED 
OUT OF A SUNSET OVERDRIVE GUN

WAYS WE DIED DURING 
THE MASTER CHIEF 

COLLECTION CAMPAIGNS
Brutally bisected by 
an energy sword

Face sniped off by a 
coward on the horizon

Ran over by dumb  
AI teammates

Killed by  
a grunt

47
36
13
0

Revolutions

Inquisitions

Croissants 

0

1

Not  
at all

1

0

Oh god 
yes

Assassin’s 
Creed

Dragon
Age

FRANCHISE FACE-OFF
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The Needler’s one of our favorite all-rounder weapons – lightweight, a 
good rate of fire and healthy dose of damage. Painful to holster, mind.
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T 
he Master Chief Collection is 
aimed at the hardcore, but 
it’s fit for dabblers, too. A 
comprehensive package of 
remastered classics – Halo 
3, 4 and the Anniversary 
Edition of the first 
game are given 

minor graphical spruces, while 
the much-maligned Halo 2 is 
dragged kicking and screaming 
into the HD era for the first time 
– the Collection runs with the 
assumption that you’ve played 
in these sandboxes before. And 
so it unlocks all your fondly 
remembered buckets and spades 
right from the get-go, so you can 
hop straight back in and play 
with them how you want to.

This means that if, say, you 
want to (floaty) jump straight 
into Halo: Combat Evolved’s 
thrilling climax, you won’t have 
to slog through the smothering 
monotony of the Library first in 
order to earn the right to do so. 
Every mission from every game 
is unlocked from the moment 
you open the box (or, rather less 
romantically, from the moment your 40GB+ 
download completes), and you can tackle 

them in any order you like. It’s a footloose 
structure that speaks to how Halo fans 
have squeezed long-term enjoyment out of 
the games for the past 12 years. Although 
the franchise likes to lay it on syrup-thick 
with the sci-fi lore, the plots are largely 

(okay, completely) incidental to 
the enjoyment of the series – 
it’s the deep, strategic gunplay 
that inspires players to return 
to these old favorites months, 
years and now decades after 
their inception. 

Cortana chameleon
Each chapter is best thought of 
as a succession of challenge 
rooms in which you’re locked 
into a gladiatorial arena with 
a host of bad guys, great and 
small, and left alone to figure 
out how best to survive it all.  
There’s a terrible old cliché 
about Halo being the same 30 
seconds of fun over and over 
again in a loop, but really, that’s 
not true at all. 

Emptying a bustling room of 
Covenant scum is an emotional 
rollercoaster that takes you on 

many ups and downs before the coveted 
‘checkpoint…done’ message flashes up 

 PUBLISHER MICROSOFT GAME STUDIOS / DEVELOPER 343 INDUSTRIES 

FORMAT XBOX ONE / RELEASE DATE OUT NOW

HALO: THE 
MASTER CHIEF 
COLLECTION
Halo, it’s us again – we’re still so  
in love with you

ALEX DALE

ChocoboOfDoom
@SporadicDaler

THE KNOWLEDGE

WHAT IS IT?

Halos 1-4, 
remastered in 1080p 
and running at 60 
frames per second.

WHAT IS IT LIKE?

The same glorious 
battles, over and 
over again, without 
repeating itself

WHO’S IT FOR?

Halo nuts and virgins, 
if not inbetweeners.

REVIEWER

Bet you can’t wait to get re-acquainted 
with these insta-kill jerks.
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on screen to absolve you of your duties. 
There’s first contact, where more often 
than not the opposing forces get in the 
first licks and you find yourself on the 
back foot. In this stage of the game, 
you’re fighting fires – attempting to 
identify where the most immediate 
threats to your survival are, and 
attempting to carve out enough safe 
space on the map to thin the field long 
enough to survey your surroundings. 
Then there’s the middle part, where  
you begin to familiarize yourself with 
the lay of the land and the enemies 
you share it with, enabling you to 
shift through the gears from ‘survival’ 
to ‘onslaught’. Finally, there are the 
much-underrated final throes of 
conflict, where all of the realistic 
threats have been eliminated, freeing 
the Chief to stampede through the field, 
slaughtering the straggling, squealing 
grunts without mercy.

Revisiting all four games back-to-
back in short succession, we were 
amazed by how little this formula has 
changed since the very first Halo. 
Bungie caught lightning in a bottle 
with its first attempt: Combat Evolved’s 
skirmishes are governed by one of 
the tightest, most balanced sets of 
rules we’ve ever seen in a first-person 
shooter. Each enemy – and each 
weapon – serves a unique purpose 
on the field, and eliminates the 
possibility of you getting too comfy 
with one type of gun. Just when 
you think you’ve got it figured out 
with an Earth-destroying cannon, 
you’ll encounter a group shielded by 
barriers that can only be efficiently 
taken down with your puniest gun. 

This puzzle element of the Halo 
games is much overlooked – you’re 
constantly having to re-evaluate 
strategies on the fly while taking fire, 

and think about which two types of 
weapon you’re going to carry about 
your person to give you the greatest 
chance of surviving any possible 
assault. Spacious arenas give these 
strategies room to breathe, but wide-
open spaces can also stifle on Heroic 
or Legendary difficulty settings, where 
a moment’s carelessness can unravel 
20 minutes of hard graft in a flash.  
30 seconds of fun, our green  
metallic asses.

Overcome with Chief
Revisiting the sequels serves 
to hammer home just how much 

Bungie, and later 343 Industries, have 
struggled to build on the original. Later 
additions such as dual wielding (Halo 
2), deployable shields and turrets 
(Halo 3) and a whole new third faction 
(Halo 4) only serve to dilute the magic 
of that original recipe. But that’s not 
to say these add nothing  
to the package, or that the 
compilation ever gets a chance 
to feel samey, despite the one-
noteness of the gunplay. Variety 
instead comes in the shapes of the 
arenas you fight in, ranging from 
rolling savannahs to claustrophobic 
corridors to towering vertical 
structures, with each layout subtly 
remixing the power balance of 

Halo 2’s Uprising, with its surplus of brutes and 
dearth of weapons, makes for a brutal time challenge. 

We could 
watch these 
little guys 
run away  
for hours.

 Have it your way
What if you want headshots being 
celebrated by firework applause, or the 
HUD to malfunction after each death? 
This has your back, offering up all 
the Skull gameplay modifiers for 
your perusual without you having 
to scour round every last dusty 
corner of each level.
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You can freely shift between remastered and 
classic looks, so as to admire the porting work. 

each conflict and leaving each moment 
feeling fresh, new and enjoyable.

Rather than shy away from the 
series’ uniformity, The Master Chief 
Collection celebrates it. Cross-game 
playlists gather similar mission types 
together, allowing you to romp through 
the kinds of battles you like the most, 
while the on-screen display can be 
reconfigured to track either your 
completion time or your score – or 
both. The Master Chief Collection is 
no fan of forcing you to tread over old 
ground unnecessarily; it’s your own 
personal Halo experience, and you 
make the rules that fit best, 

It’s another concession to the 
idea that most of the players firing 
up The Master Chief Collection 
will have already played through 
these campaigns in their previous 
incarnations, and there’s definitely a 
vibe that, on the single-player side 
of things at least, the Collection 
is something to be owned and 
occasionally toyed with, rather 
than ploughed through. Certainly, 
the changes to Halos 1, 3 and 4 are 
minimal, and this marks the first time 
Halo 2 gets the HD treatment. Replaying 
this latter instalment just reaffirms 
what we already suspected at the time: 

blighted by uninspired interior levels 
and rotten Arbiter sections, it’s the 
weakest of the four by far.

That won’t deter Halo completists 
one bit, of course, but the less 
fanatical might wish to wait for our 
breakdown of the extensive multiplayer 
component next issue, as the single-
player nostalgia trip soon wears thin.

For newcomers to any or all of the 
games within, however, this is a no-
brainer. Despite some small issues with 
AI pathfinding and signposting, the 
older games wear their age remarkably 
well, and the freedom they give you 
to formulate your own strategies is as 
refreshing today, in this age of linear, 
set-piece-obsessed Call of Duty-
alikes, as it was in 2002. Halo is the 
series on which the Xbox empire was 
forged, and with four of its best in one 
box, you can finally wake each game 
when you need it. OXM

“Rather than shy from the series’ 
uniformity, it celebrates it”

Interiors 
and the Flood 
– this is 
Halo at  
its worst.

Astonishing value for 
money, although those that 
have finished the fight on 
previous Xboxes should 
think whether they’d be 
better off investing in  
new experiences.

OVERALL

9
The OXM Verdict

Truly world- 
class combat

Brings out the 
best in Halo 2’s 
environments

Thoughtfully built 
around how fans will 
want to play it

Inconsistent  
level quality

Flood sections 
lack the finesse of 
the rest of the game

Those awful 
orange flying things 
from Halo 4

PROS/CONS THE RIVALS

9

8

8

TITANFALL

DESTINY

COD: GHOSTS

WHAT HAPPENS 
NEXT?

?
Multiplayer, 
of course, 
with every 
map ever 

made, including PC 
exclusives, up for 
grabs. An in-depth 
look next issue.
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Dorian’s big trick is necromancy - he can infuse a target  
with angsty spirits, with explosive consequences.
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P 
ractically every role-playing 
game ever instructs you 
to save the world, but how 
many give you much of 
a world to save? Brilliant 
though they are, BioWare’s 
contributions 
feel a bit boxed-

in at times. Lightyears of 
vacuum handily explain away 
any complaints about cramped 
playable terrain in Mass Effect, 
but Dragon Age: Origins’ 
mysteriously climb-proof piles 
of detritus and painted-on door 
handles stick out in a game 
that promises you the run of 
a continent. And Dragon Age 
II? Don’t even go there. Poor, 
downtrodden Kirkwall is about as 
fun to navigate as a multi-storey 
carpark, not to mention lousy 
with bandit archers.

There are bandit archers in 
Dragon Age: Inquisition – our 
tip: use a warrior’s grappling line 
to yank them within range of 
a kick to the ’nads – but more 
importantly there is space, and 
all of that space is filled with 
wonderful things to learn, loot and hit. 
So much so, in fact, that getting to an 
objective in one go is more arduous than 
any mere quest against diabolical evil, as 

you heroically fend off the lure of cave 
mouths and distant campfires, craftable 
items such as herbs and mineral deposits, 
discarded journals that point towards 
exotic side missions, ruined temples, 
gruelling (and thoroughly optional) dragon 

battles and subgames.
You’ll want to stop to take 

in the view, too. Brought to life 
by a sorcerously overhauled 
version of DICE’s Frostbite 
3 engine, the smallest of 
Inquisition’s regions are both 
many times larger than those 
of previous games and vastly 
more beautiful. Much as it 
pains us to drown analysis in 
drooling amateur poetry, it’s 
hard to resist the urge when 
you stumble out of a canyon to 
discover an oasis flourishing 
around a centuries-old statue, 
wreathed in spray (and visited 
at intervals by hippos). Each 
region hosts a quest to discover 
landmarks – as humdrum 
a secondary goal as they 
come, but worth undertaking 
if you can’t pass a crumbling 
watchtower without tearfully 

bellowing, “Xbox, record that.”
It’s as much down to BioWare’s sharp 

eye for geography as the developer’s 
ability to maximize a well-traveled 

 PUBLISHER: EA / DEVELOPER BIOWARE 

FORMAT XBOX 360 & XBOX ONE (REVIEWED) / RELEASE DATE OUT NOW

DRAGON AGE: 
INQUISITION
Mad with power and  
absolutely marvellous for it 

EDWIN EVANS-

THIRLWELL

OXM ETboy
@dirigiblebill

THE KNOWLEDGE

WHAT IS IT?

Vast open-world RPG 
with a whip-smart 
political metagame.

WHAT IS IT LIKE?

Taking on Middle-
earth with the CIA  
at your back.

WHO’S IT FOR?

Those who lust 
for power. And 
impeccable  
class design.

REVIEWER

Wielders of sword and  
shield skew towards defense.
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engine. Inquisition’s journey takes you 
from the glacial valleys, dusky forests 
and coastal downpours of the first 
game’s Ferelden to the heart of its rich, 
snooty neighbor Orlais, where you’ll 
pootle around in an Elven wilderness, 
attend a court masquerade, plot a 
route between warring armies and 
tolerate no end of flared nostrils and 
withering banter. Throughout, there’s 
rarely the sense that the landscape 
has been populated for your enjoyment 
– the contours, props, edifices and 
people you’ll meet all genuinely seem 
to be the result of thousands of years 
of erosion, growth, war and mischance. 

There are plenty of generic elements, 
in fairness, such as the campsites 
you’ll establish for R&R purposes, 
and the tears in reality that cough 
up demons ’til they’re sealed. But 
lest these encounters grow tedious, 
Inquisition has another trump card that 

lends each activity more import than 
it perhaps deserves: political strategy. 
As the game begins, a peace Conclave 
between the Templar and Mage 
factions is rocked by an explosion 
that rips apart the barrier between 
the mortal realm and the Fade, home 
of spirits and demons. You, a lowly 
mercenary of either human, Elven, 
Qunari (think Minotaurs, but better-
spoken) or Dwarven stock, are among 
the few to survive – branded with a 
mysterious mark that can be used 
to seal Fade rifts. 

By virtue of this ability, you’re 
elevated to the head of the 
eponymous Inquisition – a rogue 
state, effectively, with its own spy 
network, ambassador, standing army 
and expandable castle. In order to 
unravel the mystery of the Conclave’s 
destruction, you’ll need to expand the 
Inquisition’s power base by completing 

missions to unlock areas and the next 
phase of the story. 

Many of these activities also benefit 
your party directly – gathering herbs 
for healers might lead to a new kind of 
potion, while turning over the squishier 
bits of slain creatures to researchers 
could result in a damage buff against 
those creatures. Thus, the more 
seasoned and well-equipped your hero 

or heroine becomes, the further the 
Inquisition’s tendrils spread. And 
an obvious question arises, to be 
explored at length over the course 

of a gripping plot: just how much 
power is too much power? Do the ends 
always justify the means?

Playing politics
Brilliantly, the business of running 
the Inquisition is filtered through 
the personalities of three particular 
individuals: your diplomat, Josephine; 
your spymaster, Leliana (one of several 
returning faces); and smoldering blond 
Cullen, who heads up the Inquisition’s 
troops. Aside from scouting out 
regions and moving the story on, 
you can send them on missions for 
a variety of bonuses. This means 
getting to know each in depth, with 
the possibility of a romantic liaison 
never too far away. Cullen’s boots-
on-the-ground style might not suit 

Dragon fights 
are dotted 
around the 
game’s world.

 Agents with S.H.I.E.L.Ds
Inquisition’s four player co-op mode is  
separate to the story, and sees you 
completing missions on special maps 
as one of 12 Agents. Items and gear 
can be found, crafted or bought using 
in-game gold or real money. It wasn’t 
live during our playthrough, so 
expect an online verdict soon.
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The vaguely French realm of Orlais is decadent 
yet deadly. Watch your back at court…

a university’s request for protection 
against clerical propaganda, for 
example – better to ask Leliana to dig 
up some dirt, or have Josephine invite 
them over for a soiree.

You’ll also have to worry about the 
predilections of the nine companions 
who accompany you into the fray. The 
split between personalities is mostly 
determined by how each character 
feels about the world’s central cultural 
debate – whether the risk of Mages 
falling prey to demon possession 
justifies occasionally brutal Templar 
oppression - but each has quirks, 
opinions and anxieties that can be 

uncovered in conversation. All are 
worth getting to know, but our 
favorites are ex-Templar Cassandra – 
hard on the outside, predictably gooey 
on the inside – and Elven archer Sera.

Each character also gets their 
own distinct skill and ability tree 
past a certain point in the game, 
which livens up fights that otherwise 
trade on familiar combat archetypes: 
warriors are for dealing or soaking up 
damage; mages are for buffs, status 
effects and explosions; and rogues 
are for assassination, flanking and 
disabling blows. Alas, as exhilarating 
as Inquisition’s battles generally are, 

this is where it sometimes stumbles. 
Companion pathfinding is an infrequent 
but persistent issue, and while the top-
down Tactical view (which freezes the 
action and allows for the placement of 
waypoints) enables players to correct 
this, it’s not as precise as it could 
be. Somewhat bizarrely, the cursor is 
subject to some of the same physical 
constraints as characters – it struggles 
with changes of elevation, for instance.

These are problems you’ll only really 
feel after dozens of hours with the 
game, however (a full playthrough 
should extend past a hundred, taking 
optional activities into account). As 
a whole, Inquisition is the perfection 
of every promise Dragon Age has ever 
made, and a bustling outpost of single-
player gratification in a market that 
skews increasingly towards online-
centric endeavors. It’s spacious, smart 
and thoroughly unmissable. OXM

“This is the perfection of every 
promise Dragon Age has ever made”

Mounted 
travel 
doesn’t 
begin and end 
with boring 
old horses. 
What else can 
you saddle?

Enormous, handsome and 
in love with the subtleties 
of world design, storytelling 
and class-based combat. 
The finest Dragon Age yet, 
and the most accomplished 
RPG so far on Xbox One.

OVERALL

9
The OXM Verdict

You can still gain and lose ‘approval’ from 
allies, but there’s no loyalty bar.

THE BEST BIT

Use the free Dragon Age: Keep web app to 
import your decisions from previous games. 

PRO TIP DID YOU 
KNOW?

? This began 
life as a 
multiplayer-
only game, 

codenamed 
Blackfoot. This 
allowed BioWare to 
fine-tune classes.
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 Y
ou would have forgiven 
Sledgehammer Games for 
being a bit intimidated. This, 
after all, is a young studio 
that has never before led 

development on a game. It’s lent a 
supporting hand to previous Call of 
Dutys, most significantly when it 
helped pick up the pieces of Modern 
Warfare 3. But with Advanced Warfare 
it’s been handed the keys to perhaps 
gaming’s most lucrative series, been 
tasked with revitalizing it after a few 
years of declining sales figures, and 
has done so by turning a game loved 
for its modernity into one set in the 
future. It’s scary stuff.

So too was Dead Space, the game 
Sledgehammer’s co-founders came 
up with while working for EA, and 

there’s a surprising amount of it 
in Advanced Warfare. This, too, is 
surprisingly confident work from an 
unproven studio. Both games take 
someone else’s established ideas  
and make them feel like their own 
using believable futuristic tech. The 
difference is that, where Dead Space 
was defined by a single mechanical 
device, the Plasma Cutter, Advanced 
Warfare has bloody loads of the things. 
It is like being let loose in a murdery  
toy shop in the year 2050.

Toying with convention
Much of it is used to tick off things on 
the universal Call of Duty to-do list – 
continent-hopping sneaking missions, 
breach-and-clear sections, escape 
sequences and vehicle-powered 

shoot-outs that appear in November 
year in, year out – in new ways. 

Speeder bikes with Wipeout’s 
handling, and boats that can evade 
missile fire by dipping beneath the 
surface, liven up vehicle sections. 
Your Exosuit’s cloaking device and 
Arkham-style grappling hook do 
likewise for stealth missions, the latter 
powering what is, by CoD standards, a 
remarkably freeform base infiltration 
that’s one of the game’s highlights. A 
deployable shield provides cover to let 
your health recharge when you’re under 
fire; once you’re fighting fit again, the 
bullet-time-style Overdrive will turn 
the odds back in your favor. As things 
progress, the toys just get better – and 
by the end you’re firing homing missiles 
at everything on screen with a single 
button press. The future is wonderful.

Everything benefits from the change. 
Grenades have multiple functions. 
Threat grenades highlight every enemy 
on screen, while EMP blasts take down 
swarming drones. Frags and Semtex are 
available, but why bother aiming when 
the smart grenade hangs in the air 
for a second before homing in on the 
target within your reticule? The guns 
themselves are a little more traditional 

CALL OF DUTY:  
ADVANCED WARFARE
War never changes. Except for the whole Exoskeleton thing

 Looted and booted
Given how many of Activision’s games 
have a loot system, it was only a matter 
of time, but Advanced Warfare’s Supply 
Drop system is forgettable - guns are 
just variants on existing weapons. 
Elsewhere, expect increasingly silly- 
looking armor, and single-use items 
that increase XP or award Scorestreaks.

REVIEWER

THE KNOWLEDGE

WHAT IS IT?

A futuristic spin on 
the world’s biggest 
FPS by the Dead 
Space guys.

WHAT’S IT LIKE?

Great! The future 
tech helps liven up 
the rather stale  
CoD formula.

WHO’S IT FOR?

The hardcore, of 
course – but it could 
lure back lapsed 
players, too.

NATHAN BROWN

Live Private
@nathan_brown

The first thing you need to do in multiplayer is 
master the double jump. Tracing its arc takes some 
adjustment, but you’ll need to learn it quickly.

 PUBLISHER ACTIVISION / DEVELOPER SLEDGEHAMMER GAMES / FORMAT XBOX 360 & XBOX ONE (REVIEWED) / RELEASE DATE  OUT NOW
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Combat Readiness mode is 
multiplayer reimagined for the 
newcomer, stripping out killcams 
and only keeping count of your 
kills.

The campaign is the usual 
globe-trotting stuff, though 
slightly more creative.

Kevin Spacey might take top 
billing, but it’s the PMC tech 
that’s the real star, making 
the stalest formula in 
games feel fresh. Move over, 
Infinity Ward and Treyarch  – 
CoD has a new king.

OVERALL

8
The OXM Verdict

Depth of 
field is used 
frequently 
and to fine 
effect. It’s 
not just 
atmosphere, 
either, 
helping to 
mask the 
odd poor 
texture.

– for all Sledgehammer’s desire to mix 
things up, you can’t ship a CoD game 
without sniper rifles or SMGs – but 
there is still room for experimentation. 
The EM1 is a heavy weapon that fires a 
energy beam until it overheats. The Tac 
19 shotgun doesn’t fire bullets, but a 
burst of energy, accompanied by one of 
the finest sound effects of the year. 

Atlas shrug
The tech, then, is the star of the show, 
which must have been obvious from 
quite early on in development but 
probably wasn’t conveyed to Kevin 
Spacey. Remarkably well performance-
captured in rendered cutscenes and 
disturbingly flappy-mouthed in the 
game itself, he plays Jonathan Irons, 
CEO of Atlas, a private military company 

that’s better at winning wars than 
any army. Introduced as a benefactor, 
giving protagonist Jack Mitchell a 
second chance after he loses an arm 
on a mission for the US Marine Corps, 
he quickly goes predictably mental. The 
story is your annual dose of common-
or-garden nonsense, but at least this 
time the enemy threat isn’t rooted in 
Islamophobia or the fear of another 
Cold War. Story quibbles aside, though, 
it’s the best CoD campaign since MW2. 

It’s early days for the multiplayer, of 
course, but there’s an immediate sense 
of quite fundamental change thanks to 
the constant presence of the double 
jump. It’s a transformative addition to a 
shooter that has always prized speed 
over verticality, and while the game’s 
as fast as ever, you now have a way of 

escaping trouble and getting the drop 
on an opponent. Danger is everywhere: 
you can check your corners all you 
like, but the enemy might be up on the 
rooftops, or about to bound over that 
nearby wall. Elsewhere, the Atlas tech 
has been necessarily toned down to 
ensure balance, but it’s still fun. Only 
time, and millions of players, will prove 
how successful the balancing’s been.

It also remains to be seen how many 
of the hardcore will stick around to find 
out. While still recognisably CoD, the 
Atlas twist may alienate as many as it 
attracts. A game that is more vertical 
is by extension more tactical – and 
therefore a little slower – and this is a 
series loved for its pace. For those that 
have drifted away, though, as the game 
has only got faster with each passing 
year, this could be the one to change 
their minds. Either way, both camps will 
surely agree that making Call of Duty 
feel fresh is a tall order indeed, and 
Sledgehammer has cracked that nut at 
the first attempt. OXM

“Story quibbles aside, it’s the  
best CoD campaign since MW2”

WHAT HAPPENS 
NEXT?

?
The DLC 
splurge kicks 
off in January 
with the 

Havoc pack; the 
$50 season pass 
gives you that, and 
three more drops. 

CALL OF DUTY: GHOSTS
Kevin Spacey’s crinkled 
visage beats the lovingly 
rendered hind quarters of a 
German shepherd any day 
of the week, and Advanced 
Warfare’s story actually 
makes a lick of sense.

BETTER THAN…

TITANFALL
Respawn’s man-versus-mech 
shooter popularised the more 
acrobatic FPS, and did it with 
a little more grace. A double 
jump gives CoD a shot in the 
arm, but it’s not as thrilling 
as legging it across a wall.  

WORSE THAN…

THE OFFICIAL XBOX MAGAZINE / 61 @OXM

R E V I E W



These screens don’t do character customization justice. I spent most of 
this review in a leotard and a White Fang mask. And in the game, too!
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A 
n energy drink triggers 
the end of the world 
in Sunset Overdrive. A 
strange beverage to 
demonize, considering 
how often the games 
industry climbs into bed 
with them and how many 

games attempt to simulate a 
high-fructose rush. Many games 
pursue an instant high, letting 
you perform miraculous feats 
with lazy taps of a button. That 
it’s mechanically easier to pull 
off Batman’s martial arts or 
Assassin’s parkour than it is to 
operate a ring pull is a sad sign 
of the times and something 
Insomniac is clearly rallying 
against. Not that the message  
is clear from the outset.

Sunset Overdrive sells itself as 
a dumber game than it actually 
is. Its first hour is a tidal wave 
of zaniness, as customizable 
beards are slapped on female 
bodies and a dong-shaped 
shotgun finds its way into your 
hands. Insomniac may send up 
the cynical sloganeering of the 
energy drinks biz – villainous 
corporate mascot Fizzy regularly 
appears to puke up ghastly ad campaigns 
– but it panders to the same wild and 

crazy aspirations. Pitching the apocalypse 
as an opportunity to express yourself? 
That’s some Satan-grade marketing. 

It doesn’t help that this sugar rush is 
followed by the inevitable crash. Sunset 
Overdrive does a poor job of introducing 
its best idea: acrobatic traversal that 
lets you stitch jumps, grinds and ziplines 

into Tony Hawk-style combos. 
Writing this review after 18 
hours of play, it’s hard to recall 
a time when this wasn’t second 
nature – but a line of scribbled 
expletives in our notebook says 
otherwise. Finding the rhythm, 
judging jump distances and 
remembering to tap X to lock 
into new maneuvers takes time, 
but the opening missions hurry 
you through to an even more 
baffling combo system. For a 
world without rules, there sure 
are a lotta rules. 

Learning’s easier when you 
step away from the campaign 
and realise how flexibly you 
can approach Sunset City’s 
undulating architecture and set 
dressing. Focus on bouncy car 
bonnets, awnings and rubber 
mushrooms (Mario’s lawyers 
are on the line) and it becomes 

a gentler Crackdown; a similarly gloopy 
jump arc offering you ample time to line 

 PUBLISHER MICROSOFT STUDIOS / DEVELOPER INSOMNIAC GAMES 

FORMAT XBOX ONE / RELEASE DATE OUT NOW

SUNSET 
OVERDRIVE
The only city where the daily  
grind is a good thing

MATTHEW CASTLE

OXM Pesto
@mrbasil_pesto

THE KNOWLEDGE

WHAT IS IT?

Lazy goof wiles away 
the apocalypse on 
the rainbow rooftops 
of Sunset City.

WHAT IS IT LIKE?

Crackdown after one 
too many swigs of 
Gatorade.

WHO’S IT FOR?

Xbox One owners who 
long for an exclusive 
to be proud of.

REVIEWER

As evil mascots go, Fizzy ranks 
between Kool-Aid Man and Cool Spot.
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up the next trampoline. Or perhaps 
you look to the phone lines, getting 
to grips with the nitty-gritty of Jet Set 
Radio-style grinds before graduating 
to bittier handrails and the promise 
of higher combo potential that comes 
from chaining them together.  

You could cross the map with any 
one of these approaches – the river 
might get a bit hairy for jumpy types – 
but confidence in one soon leads to 
more daring blends and faster travel. 
The arrival of a super jump, air dash 
and water walking push the combo 
meter further, while using the energy 
of a dive-bomb to launch yourself 
skywards means you’re never more 
than a second away from a world of 
aerial fun. That all of this is brought 
to life with timed button taps means 
it never descends into oversimplified 
Assassin’s-y auto-running nor gets 
too tangled up in Metal Gear-ish finger 
gymnastics. It’s very well judged.   

Bump into packs of mutated ‘OD’ 
or human scavengers and movement 
takes on a new role. Large OD swarms 
– not quite Dead Rising 3 busy, but 
impressive enough – turn the ground 
into a killing field, forcing you to take 
to the air. Again, it’s about finding a 
style that suits. Grinding never quite 
gels with gunplay, what with the need 

to judge where you’re going colliding 
with the desire to look at what you’re 
shooting. Bounding, on the other hand, 
is ideal. You’re naturally looking at the 
floor as you jump, so why not rain down 
firework death as you go? Chuck in the 
generous-verging-on-nannying auto-
aim and fights rattle along beautifully.

Bear necessities
This movement-driven combat has 
such a natural character to it that 
it makes the guns look ‘try hard’ in 
comparison. Insomniac has long prided 
itself on cartoon weaponry, but the 
cracks are showing. It dresses 
up conventional weapons 
with ‘wacky’ ammo that 
behaves no differently 
to its sensible 
inspirations. A grenade 
launcher is a 
grenade launcher 

whether you pack it with exploding 
teddies or not. Only a few offer 
genuinely different tactics, as acid-
spewing sprinklers control chokepoints 
and tiny, pistol-toting helicopters lay 
down crowd control. 

Not that the action is tactically 
demanding. It’s broad and easy to 
bully your way through – instant 
respawning makes failure a 
rarity – but results in enough 

pyrotechnics to forgive it. After 
a long year of glum multi-format 

comparisons we finally have an Xbox 
One exclusive that delivers rock-
solid performance while throwing 
around heaps of particle effects. 
Our main grumble is that Insomniac 
fail to exploit its traversal powers 
or Sunset City itself. The few 
missions that do marry momentum 
to murdering – such as grinding in 
pursuit of a rampaging dragon or 
taking on a tooled-up train along 

the city’s monorail – are the clear 
standouts. More of these, please.

Most missions involve clearing out 
smaller arenas. The majority can 
be won by spamming a vantage 
point, but doing so removes 
you from a satisfying upgrades 
system. Temporary powers, or 
Amps, are tied to a style meter, 
filled by chaining kills and 

You make Amps by protecting vats from nocturnal 
assaults in a silly riff on tower defence.

Prepare to 
say “Xbox, 
record that” 
quite often.

 Chaos theory
In co-op, eight players 
compete in events dotted across the 
city, the outcome of which decide the 
gang’s power when it rounds off the 
session with a nocturnal siege. You 
unlock single-player treats, but the real 
reason to play is to witness the carnage 
of eight ludicrous guns firing at once. 
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If you have ever enjoyed skidding across a 
well-polished marble floor, this is for you.

traversal. Seeing your hero transform 
into a lightning-spitting demi-god 
armed with bombs that enlist enemies 
on contact gives every fight a hectic 
sense of evolution. It also leads to   
the spiralling high scores needed to 
dominate online leaderboards.

This pattern, of picking a play style 
and ramping it up, repeats throughout. 
In an almost Elder Scrolls-y move, your 
every action goes towards powering up 
that skill. Leap from rooftop to rooftop 
and you can increase the amount of 
style earned from jumping; favour a 
certain weapon class and you can 
up its lethality. It’s a game that really 

rewards investing in a set approach – a 
message at odds with its anarchic vibe, 
but key to appreciating its combat.

And this is the contradiction at 
the heart of Sunset Overdrive – it 
champions the carefree slacker, but 
it only rewards the nerdy go-getter. 
Falling into that second camp, we 
found Insomniac’s attempts to appeal 
to the former a little clumsy. Cutscenes 
are full of broad stereotypes that 
deliver lame jokes or worse, fourth 
wall-breaking references to the game’s 
obvious flaws. No matter how clever 
you think you’re being by pointing 
out the mundanity of fetch quests, 

it doesn’t justify making 50% of your 
missions mundane fetch quests. And 
shout-outs to NeoGAF and GameFAQs 
sound like a desperate suit trying to 
prove he’s down with the kids.

That our favourite moments largely 
involve self-contained challenges 
stripped of narrative dressing speaks 
volumes. Here you get to dig into its 
mechanical depths and go loud in 
a way that the shoutier story never 
allows. Weapon challenges that hand 
you a gun, infinite ammo and an 
army to use it on show what Sunset 
Overdrive can be: the screen floods 
with Fanta-blood, explosions decimate 
the horde and the combo multiplier 
winds into the hundreds. This isn’t the 
temporary rush of a sugary gulp, but a 
can of ideas shaken until it explodes 
in glorious carnage. Apocalypse now? 
Nah, in Sunset City, good things come 
to those that wait. OXM

“It champions the carefree slacker, 
but rewards the nerdy go-getter”

Big monsters 
are bullet-
sponge slogs. 
Do not want.

The wackiness never clicks, 
but the relentless combat 
momentum certainly does. 
It won’t change the world, 
but does a very good job  
of splattering it with  
neon mutant blood.  

OVERALL

8
The OXM Verdict

Combat rewards 
personal style
 

Pyrotechnics are 
beautiful

Graceful, flowing 
city-wide parkour

Not nearly as 
funny as it thinks 

Doesn’t explain 
its ideas very well

Over-reliance on 
fetch quests

PROS/CONS

Skidding along the back of a dragon is like 
Tony Hawk meets Shadow of the Colossus. 

THE BEST BIT COMPLETION 
CLOCK 

15 
HOURS
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Plenty of Dark Souls’ mechanics are ‘borrowed’, such as 
being able to gather your experience from your own ghost.

A flaming sword 
is among the 
extravagant 
weapons you have. 

 W
e’ve seen more than 
a few critics compare 
this to Dark Souls, so 
let’s compare their 
openings: Dark Souls 

begins with your skinny no-name 
rotting in a dungeon wearing nothing 
but a mouldy loincloth, barely strong 
enough to kill fellow undead. Lords of 
the Fallen, by contrast, sticks healthy 
hero Harkyn in a hulking suit of armor 
and pits him against several Tim Curry 
demons from Legend. Five seconds in 
and it feels like you’ve already reached 
the endgame, with flaming swords, 
explosive gauntlets, and shoulder pads 
you could hang laundry on.

The result is a game that’s less 
patient, less refined than Dark Souls. 
When you already look like a magical 

World’s Strongest Man, there’s little 
excitement in popping open a loot 
chest, though building towards 
more ludicrous weapons, outfits and 
enemies would have made progress 
more satisfying. Still, these elements 
look consistently, garishly phenomenal, 
whether you’re battling tree beasts in 
a snowy arena, sending sparks flying 
from oversized swords or conjuring 
particle effect-laden magic attacks.

Combat is the game’s strength, with 
players able to select three different 
stances and layer up melee, magic and 
projectile attacks. Cunning enemies 
force you to adapt, too. Take your time 
and it’s richly rewarding, but time is not 
a luxury against the frequent bosses. 
Early ones can be defeated first time, 
but later foes grind you to a halt with 

dirty tricks. It’s here Lords of the Fallen 
turns from satisfying to stressful.

Between these fights, levels tend to 
confuse. Cramped, winding corridors 
baffle, and it’s not always clear what 
a switch or lever actually does. Worse, 
mission prompts are incredibly vague. 
‘Destroy the Lords’ Gate to Keystone’ 
doesn’t really help, does it? Areas 
take an age to get through because 
enemies take too long to beat, and 
certain aspects almost feel tuned to 
artificially stretch the game’s length  
as much as possible.

Still, Lords of the Fallen has some 
qualities. Its combat is considered 
and it throws around stunning looks. 
It’ll prove too derivative for Dark Souls’ 
fans, missing that game’s, well, soul, 
but it gets the rest mostly right. OXM

LORDS OF THE FALLEN
The punishing hack ’n’ slash everyone’s Harkyn on about

A hack ’n’ slash where 
patience and practice are 
virtues: take the time to 
learn it and this rewards. 
It’s too derivative and 
frustrating to contend for 
Dark Souls’ crown, however.

OVERALL

6
The OXM Verdict

REVIEWER

THE KNOWLEDGE

WHAT IS IT?

A grimdark fantasy 
hack ’n’ slash/
dungeon-crawler.

WHAT’S IT LIKE?

Like a freezing cold 
shower followed by a 
lovely warm towel.

WHO’S IT FOR?

People who want 
to master a game 
and not a musical 
instrument.

BEN GRIFFIN

Live Benjamin Three
@GameGriffin

DID YOU 
KNOW?

?
This marks 
the first ever 
collaboration 
between 

Warsaw-based 
developer CI Games 
and Deck13 from 
Frankfurt.

KEY INFLUENCES

1% Ray Winstone
1% A Warhammer/LotR mashup 
98% Dark Souls

98 1 1

THE RIVALS

8

DARK SOULS

DARKSIDERS

KINGDOMS OF AMALUR

 PUBLISHER SQUARE ENIX / DEVELOPER CI GAMES, DECK13 INTERACTIVE / FORMAT XBOX ONE / RELEASE DATE  OUT NOW

8.5

8.5
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FANTASIA: MUSIC 
EVOLVED
Lights! Camera! Satisfaction!

This is the pose you’ll make 
once you’ve nailed a beat.

 PUBLISHER DISNEY INTERACTIVE STUDIOS / DEVELOPER HARMONIX 

FORMAT XBOX 360 & XBOX ONE / RELEASE DATE OUT NOW

 Y
ou’ve seen the number at 
the bottom of the page 
and your internal voice has 
gone, ‘Yeah, thought so – 

crummy Kinect game gets what’s 
coming to it.’ WRONG. Music 
Evolved is tantalizingly 
within reach of an 8, 
but falls short due to a 
few silly niggles.  

Music Evolved is more 
of a conducting game 
than a dancing game, 
as you can remain 
rooted to the spot for 
95% of the time. This 
already overcomes 
one big hurdle in all 
motion-sensing games, 
in that you don’t look or 
feel like an idiot when 
playing. A caveat: it’s as 
much about conducting 
as Rock Band was 
about playing guitar. 

Sometimes you’re 
punching at icons on 
screen, other times 
you’re simply flicking 
your arms in a compass 
direction, tracing a line in the 
air as though you’re making a 
sculpture, or you’re giving it your 

best jazz hands to hold a note. 
The song goes on whether you hit 
the notes or not, and gives you 
the option to play a remix. Most 
of the time you’re on a railroad – 
there’s limited scope to freestyle, 

but it has no affect on 
your points total.

Music Evolved 
succeeds because it 
knows how to have 
fun. The playlist is 
varied, from classical 
to modern day, via ’80s 
rock, but everything 
is iconic – as you’re 
slicing at thin air 
there’ll be a big, silly 
smile on your face.

But it fails thanks 
to patchy movement 
detection, times 
when there’s too 
much happening and 
unclear instructions, 
all of which leave 
you waving your arms 
in fury. Forgive its 
shortcomings, though, 
and there’s lots enjoy 

here. Varied, colorful and well-
presented, it’s one of the best 
sort-of music games going. OXM

PAUL TAYLOR 

Live Paulus McT 
@mynameispt

THE KNOWLEDGE THE KNOWLEDGE

WHAT IS IT?

Karaoke meets 
interpretive dance 
but without the 
singing or dancing. 

WHAT’S IT LIKE? 

Conducting an 
orchestra… as  
a windmill.

WHO’S IT FOR?  

Everyone. Anyone 
lacking joy in their 
life, and with lots  
of patience.

REVIEWER REVIEWER

THE LEGEND 
OF KORRA
Mind-bendingly disappointing

 P 
latinum makes good 
games: Bayonetta, 
Vanquish, Metal Gear 
Rising, like a 1-2-3 

punch combo knockout. But 
now comes The Legend of 
Korra, a tie-in to the 
excellent animated 
TV show that’s 
a disappointing, 
soulless cash-grab.

It’s clear from 
the beginning that 
Platinum only put 
in as much effort 
and care as was 
required from the 
brief. Bland, repetitive 
scenery provides 
the background 
for meaningless, 
dull encounters 
with grunt after 
grunt, crescendoing 
unexcitingly towards 
a generic boss battle 
with some guys 
that want to kill you 
for mostly unclear 
reasons.

Vaguely following on from 
the plot of the series – where 
rebels, neglected by a society 

built on being able to manipulate 
the elements, rob citizens of 
their powers – the game then 
wilfully ignores much of what 
the show gets so right.

Why is Korra alone, when 
the relationships she 
builds are at the heart 
of the story’s appeal? 
Why no attempt at 
exposition? And why 
is the world reduced 
to insipid platforming 
and duff endless 
runner bits?

That said, the odd 
glimmer of Platinum’s 
brilliance still shines 
through the cracks. 
Its eye for genius 
combat systems is felt 
in the fairly stunning 
recreation of the 
element-bending that 
are the cornerstone of 
the fiction’s world. 

We understand 
the financial need 
for Platinum to make 
games like this. This 

isn’t the worst tie-in we’ve ever 
seen – but it doesn’t deserve to 
be called a Platinum game. OXM

 PUBLISHER ACTIVISION / DEVELOPER PLATINUM GAMES  
FORMAT XBOX 360 & XBOX ONE/ RELEASE DATE OUT NOW

KATE GRAY

Live OXM Kate
@hownottodraw

THE KNOWLEDGE

WHAT IS IT?

A tie-in to the  
brilliant TV show  
that falls short.

WHAT’S IT LIKE?

Never quite delivers 
on the source 
material, but combat 
is impressive.

WHO’S IT FOR? 

Fans of the show that 
don’t mind missing 
out on the charm of 
the original.

REVIEWER

The playlist may be eclectic but 
it’s loaded with songs you’ll 
know and actually enjoy waving 
your arms around to. Joyous 
and colorful, it’s a shame  
that the motion tracking can  
be off at times.

OVERALL

7
The OXM Verdict

DID YOU 
KNOW?

? The movie 
Fantasia, 
was released 
in 1940 – 

that’s two whole 
years before 
Bambi’s mother  
was shot.

Platinum is great; this game 
is not. Its main redeeming 
features – the animation 
and the combat – are 
borrowed from both the 
show and Platinum’s better 
games. A real shame.

OVERALL

5
The OXM Verdict

COMPLETION 
CLOCK 

5 
HOURS
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At one point, Arno kills a bunch of guys to steal a barrel  
of wine. Turns out Mr Sleeve-Knives is a bit of a psychopath.
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 A
s soon as anyone 
mentions the French 
Revolution,” fumes 
Danny Wallace-voiced 
sarcasmotron Shaun in 
his diaries, “someone 
else’s eyes light up and 
they start going, ‘Do 

you HEAR the people SING?’ in 
that weird way people do.” He 
points out that the revolution 
in Les Misérables was between 
1815 and 1832: “An ENTIRELY 
DIFFERENT revolution.” Besides 
which, he prefers Cats. “It’s more 
believable.” It’s a valid criticism, 
but not one most fans will reach 
for upon encountering Unity.

The biggest gripe will be that 
this isn’t Black Flag 2. Looking 
for an adventure? You’re in the 
wrong place. No doubt Black Flag 
helped revitalize a series grown 
stagnant in its old age, and sure, 
we don’t blame you for wanting 
a glorious return to pirates and 
shanties and water instead 
of climbing and climbing and 
sometimes not being allowed to 
go in the water. Ubisoft rather 
shot itself in the foot by creating 
Black Flag under the Assassin’s 
Creed name – the game deviated 
so heavily from the standard AC 
format that any sequel is now expected  
to deliver the same level of innovation.

Unity, meanwhile, is an almost direct 
sequel to Brotherhood. Not chronologically, 
nor in terms of story, but it’s clearly a 
return to the series’ roots, with similar 
(albeit improved) mechanics. Climbing 
feels less wobbly than before. Arno will 
still climb over people sitting on chairs, 
and his tendency to jump off things 

instead of climbing down like 
a normal person triggers our 
thumbs’ genetic memories 
of Ezio’s parkour tantrums, 
but many problems are 
smoothed out. Running is no 
longer clumsily entwined with 
climbing, and a handy ‘climb 
down’ option allows for more 
graceful descents.

The map’s the same lovely 
jumble of icons, requiring 
synchronization to untangle 
and a great deal of patience 
to clear. Disappointingly, you’ll 
find chests that require things 
you don’t have to hand – a 
lockpick, co-op buddy or, more 
irritatingly, the companion 
app – which proves frustrating 
for completionists, but they’ll 
be sated by the volume of 
distractions elsewhere. The 
designers clearly understand 
that emptying the map of shiny 
doodads is one of AC’s most 

compelling parts, so while most appear 
upon synchronization, it takes focused 

 PUBLISHER UBISOFT / DEVELOPER UBISOFT MONTREAL  

FORMAT XBOX ONE / RELEASE DATE OUT NOW

ASSASSIN’S 
CREED UNITY
The revolution will  
be gamified

KATE GRAY

Live OXM Kate 
@hownottodraw

THE KNOWLEDGE

WHAT IS IT?

Brotherhood, but 
set in France and 
with one hell of a 
visual makeover. 

WHAT IS IT LIKE?

Beautiful to look 
at, as fun as ever to 
play, but with some 
mechanical flaws.

WHO’S IT FOR? 

Those who love the 
series, history, or 
stabbing people 
in the face.

REVIEWER

Wow, that new 
Teenage Mutant 
Ninja Turtles 
movie is wide 
of the mark.
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exploration to reveal every last one.
Some new side activities make an 
unremarkable debut. Riddles range 
from clever but doable to fiendishly 
tricky, but there’s little reward for the 
amount of brain power required. Murder 
mysteries, on the other hand, begin 
intriguingly but descend into the old 
‘pick up the thing and look at it’ style of 
detective work. A culprit must be found 
at the end, and that bit’s left up to 
your own Sherlockery, but – similarly to 
the riddles – it’s all about reading and 
re-reading clues to piece it all together. 
We’re Assassins, not librarians. 

La Marseill-yays
It’s in its looks that Unity nimbly 
parkours past its forebears. It’s the 
most beautiful Creed to date – if not 
the prettiest next-gen game, period. 
Soft dawns stream down on a vast, 
tiered Paris as the entirely separate 
city of Versailles sprawls out in all 

its shimmering gold splendor. The 
detail in the fabrics and faces is 
incredible – everything feels not only 
lifelike but also full of personality, 
from Arno’s sassy, foppish ways to the 
myriad grumpy bewigged old men in 
charge. Without giving too much away, 
there are a couple of breathtaking, 
unexpected set-pieces that show off 
the creativity and ambition of the team 
at the same time as ticking some fairly 
audacious boxes for the greater series.

Despite the immense care that’s 
been put in, there are still issues. We 
often wished for a fifth button to blurt 
out a “come ON, Arno” – a phrase yelled 
in swearier forms as he flails uselessly 
from windowsills or opts to stand on 
a barrel mid-chase. Come ON, you 
French idiot. Speaking of which, the 
accents are… well, they’re British for a 
start, but that’s explained away with 
some science-y things you wouldn’t 
understand because they’re science. 

But Élise – Arno’s sort-of sister and 
sometime lover – has a part-posh, part-
European melting pot of accents, which 
is as confusing as it is amusing.

And though the HUD is tucked away 
to allow for maximum digital tourism, 
it can prove shortsighted. This is most 
apparent in murder mysteries, where 
boxes detailing clues pop up to the 
right of the screen – but you can’t read 
them, because notifications pop up 
on top. Menus are also a navigational 
nightmare, taking four levels to reach 
weapon customization and even more if 
you want to explore the database. But 
mastery is its own reward as you delve 
into the detailed historical notes (and 
Shaun’s pithy additions) within.

Égale vision
Generally, smaller issues don’t impact 
the grand scheme of things. NPC AI has 
that mad quality to it that AI often does, 

with citizens running into walls or 
accidentally walking into a shot that 
you’ve lined up perfectly. But that’s 

the individual crazies: when part of 
a crowd, the movement, liveliness 
and atmosphere is brilliantly 
captured, with assets and 
dialogue that rarely noticeably 

repeat, which is impressive in 
itself. Co-op missions, especially 

with three or more players, can get 
messy and confusing, but that’s on 

Arno’s robe has customizable color schemes. We were tempted 
by the all-yellow get up but settled on a lovely magenta.

“Is that 
the Eiffel 
Tower?” No. 
“Is THAT 
the Eiffel 
Tower?” NO. 
“Is th-” NO 
IT IS NOT  
THE EIFFEL 
TOWER *stab*.

 Guilloteams
Co-op missions can be found across 
the map, ranging from regular missions 
only playable with two players to much 
larger ‘heists’, which can host up to 
four (but can be played solo for a huge 
challenge). At any point, you can invite 
others to join your game, but they can’t 
accompany you on most missions.
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We’ve hypothesized that Arno’s rooftop skills 
might be due to his being half-cat, half-Santa.

you for not having more organized pals. 
We’re waiting to test these in the wild 
in next issue’s online review, though.

Story missions are odd. Darting 
around the edges of the Revolution like 
a featherweight boxer waiting for his 
chance to strike, the Brotherhood feel 
like petty meddlers. Arno himself is a 
loose cannon – beginning as a cheeky 
ruffian, he soon finds a vengeful motive 
and becomes incredibly serious (no fun 
at all) then goes stab-crazy. 

Some missions are duller than others 
– has tailing ever been fun? – but they 
at least aim for a Hitman-style open-
endedness. Enlisting aid or creating a 
distraction make assassinations more 

interesting, too. One mission allows 
you to either poison or straight-up stab 
someone – but the stabbing requires 
a bribe, so it’s more difficult – while 
others throw secret entrances and 
sabotage into the mix. It never reaches 
IO’s freeform heights, but it’s a welcome 
change to vanilla wetwork.

Overall difficulty is improved, too. 
Slower climbing means escape is more 
about stealth and planning than speed 
and verticality. Guards stay suspicious 
for longer, so waiting for them to give 
up is rarely an efficient solution, and 
combat is far trickier, with even puny 
grunts becoming insurmountably 
powerful en masse. Luckily, Arno’s bag 

of tricks packs smoke bombs, Phantom 
Blades – hidden-blade crossbows, for 
long-distance assassination – and a 
whole assortment of bonuses and skills 
to unlock. The latter are fairly limited in 
number, but are given to you slowly yet 
steadily throughout the campaign to 
match the mounting difficulty.

In many ways, Unity feels like the 
sequel Brotherhood should have had 
three years ago. This may not appeal 
after life on the open seas, but we can 
safely say that despite initial hesitation 
– will Paris just feel like a retextured 
Italy? – we had hours of fun. Sure, AC 
can’t shake fiddly missions and fiddlier 
parkour, but it’ll take a long time for 
the intrigue, the beauty and the lovable 
silliness to wear off. It’s a huge, well-
realized and incredibly detailed city 
that we love spending time in. So listen 
to Shaun and forget the mud and grot 
and misery of Les Misérables: Unity is a 
different kind of revolution. OXM

“Unexpected set-pieces show off 
the team’s creative ambition”

Arno’s new 
weapons 
include a 
phallic 
shotgun 
and a gun 
that shoots 
explosive 
teddy bears 
– ah, wait, 
wrong game.

Glosses over the changes 
and additions made in Black 
Flag, but it’s more than 
deserving of recognition. 
The skill and attention to 
detail make this hugely 
accomplished, if flawed.

OVERALL

8
The OXM Verdict

COMPLETION 
CLOCK(STORY)

10 
HOURS

THE RIVALS

9

8

7

BLACK FLAG 

SHADOW OF MORDOR

WATCH DOGS

KEY INFLUENCES

90% Assassin’s Creed: Brotherhood
5% Sherlock Holmes: Crimes and Punishments
5% Ropey British accents

90 5 5
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 P
ES or FIFA; FIFA or PES? It’s 
the same question every 
winter, and we’ve reached a 
point now where it’s largely 
a meaningless one. Both 

franchises have overcome rocky 
patches to arrive at the level of 
polish they enjoy today, and, in broad 
brushstrokes, they play out the same 
– but with the buttons for cross and 
shoot swapped around for giggles. 

Fans know that beyond these 
sweeping similarities lie subtle 
differences in player movement and 
ball physics that drastically alter 
the rhythm of the matches, but it’s 
hard to say definitively that FIFA’s 
approximation of soccer is any better 
or realistic than PES’, or vice-versa. 
It’s just different, and your preference 

is probably already deeply ingrained 
into your psyche, like your political 
leanings or whether you enjoy smooth 
or crunchy peanut butter. But if you’re a 
new or lapsed fan then here’s a simple 
test to determine which soccer game 
is for you: which of the following two 
soccer players do you most admire? 

Contestant number one is your 
archetypal modern winger – with bling-
encrusted ears and boots the color of 
the sun, he begs to be watched, as 
does his style – all mazy runs, step-
overs and Hollywood through-balls.

 Or maybe you’d prefer player number 
two? He’s a defensive midfielder, but 
not one of those cool ones who breaks 
legs with crunching tackles. He’s 
more the quiet type whose work goes 
unnoticed, but his safe touches spawn 

long chains of passes that cut through 
the opposition defence like a soccer 
stud through butter. 

That’s the FIFA/PES divide in a 
nutshell, essentially: FIFA’s charms are 
flashier and more immediate, while  
PES 2015, with its focus on build-up 
play, takes a little more work to love, 
but it’s a love that shines just as 
brightly for it. Crisper animations give 
its passing game a better rhythm than 
PES 2014, but the actual process of 
releasing the ball still feels a little 
sticky for our liking. PES 2013 on Xbox 
360 still remains the gold standard for 
the series, for our money. Despite the 
next-gen version playing catch-up, it’s 
still a viable alternative to FIFA if you 
think that player number one sounds 
like a bit of a douchebag. OXM

PRO EVOLUTION 
SOCCER 2015
Konami’s PES dispenser strikes again

Not as silky as FIFA when 
you’re in full flight, nor as 
scrappy when you’re trying 
to grab a last-minute goal, 
but this is a rich sim that 
better captures soccer’s 
unheralded midfield play. 

OVERALL

7
The OXM Verdict

Master League 
stirs the imagination

Weighty shooting, 
net-rippling goals

AI defenses offer 
a worthy challenge

Sterile gameday 
atmosphere

Hellish menus 
need streamlining

Passing not as 
sharp as PES 2013

PROS/CONS

REVIEWER

THE KNOWLEDGE

WHAT IS IT?

Konami’s long-
running series plays 
a more European 
game than FIFA.

WHAT’S IT LIKE?

Attractive tiki-taka 
set-ups capped  
with 30-yard  
wonder strikes.

WHO’S IT FOR?

PES 2014 owners 
frustrated by that 
game’s sticky flow.

ALEX DALE

Live ChocoboOfDoom
@SporadicDaler

 PUBLISHER KONAMI / DEVELOPER PES PRODUCTIONS / FORMAT XBOX 360 & XBOX ONE (REVIEWED) / RELEASE DATE  OUT NOW

MyClub lets you create your own team from 
scratch, adding personal investment.

THE BEST BIT COMPLETION 
CLOCK 

90
MINS
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GTA: SAN ANDREAS
Revisiting Andreas the Giant

Hacking enemies up with the katana continues to 
satisfy throughout the entire campaign.

Our thumbs haven’t recovered 
from this bit ten years ago.

 PUBLISHER ROCKSTAR / DEVELOPER ROCKSTAR NORTH 

FORMAT XBOX 360 / RELEASE DATE OUT NOW

 A
aah, San Andreas. How 
could we ever forget all 
those great times we had 
‘in’ you ten years ago? 

Hunting for Bigfoot in Flint County! 
Deciding whether to transform 
CJ into a musclebound 
freak, or a gross fatty 
who vomits fast food 
onto the floor of Burger 
Shot! Swimming across 
the water to Las 
Venturas before the plot 
allows it, and having to 
fend off a small army 
when we washed up on 
shore! Classic stuff.

But revisiting those 
perfectly rounded 
memories a decade on, 
even in 720p, reveals 
that the reality has 
a jaggier edge. After 
guitar-string tight 
design of Vice City, 
Rockstar bowed out 
on the original Xbox 
generation with a vast, 
sprawling adventure 
that mesmerized with its 
sheer size. But ten years on, scale 
alone isn’t enough to impress. 
San Andreas sees the Grand Theft 
Auto series at its most unfocused, 
as it splatters ideas against the 
wall. A historically important 

game, many of San Andreas’  
ideas would be streamlined and 
refined by an entire generation  
of sandbox titles – but those 
years of progress only serve to 
highlight the comparative lack of 

direction here.
In its favor, this is 

one of the funnier 
entries in the series, 
with a playfulness that 
GTA often struggled to 
recapture on Xbox 360. 
There’s considerable 
variety to be found 
in the map too, from 
cloud-kissing mountain 
tops to backwater 
farmyards to busy 
urban centers. It was 
all a bit too much for 
the original Xbox at 
times, and this port, 
seemingly rooted in the 
iOS version, doesn’t 
convincingly address 
the original’s technical 
woes – both the 
graphics and the audio 
are as wobbly as a  

low-rider. Achievements and  
mid-mission checkpoints are 
a token attempt to haul San 
Andreas into the HD era, but 
you’re better off leaving those 
memories alone. OXM

Nostalgia might tempt you into 
swinging that ‘6’ upside down, 
but trust us: after half an hour, 
you’ll be be as sick of this 
as CJ is sick of Cluckin’ Bell. 
Save up for the GTA V next-gen 
remaster instead.

OVERALL

6
The OXM Verdict

DID YOU 
KNOW?

?
In GTA V, 
San Andreas 
protagonist 
CJ is 

mentioned by name 
in phone calls 
made by some gang 
members.

ALEX DALE 

Live ChocoboOfDoom
@SporadicDaler

THE KNOWLEDGE

WHAT IS IT?

GTA: San Andreas, 
with 720p visuals, 
checkpoints and 
Achievements.

WHAT’S IT LIKE?

A disappointingly 
choppy port of an 
ageing game.

WHO’S IT FOR?  

It’s good value for, 
like, the six people 
who haven’t already 
played it.

REVIEWER

SHADOW WARRIOR
The Lo down on this FPS reboot

 L
et’s all try to recall a 
time before Master 
Chief had ever set foot 
on a Halo. First-person 

shooters were once a genre 
where there was no limit to how 
many weapons you 
could carry, where 
fast-paced combat 
was prioritized over 
cinematic set-
pieces and where 
the character you 
played as was some 
outlandish superhero 
with a crude gag for 
a name, rather than 
some miserable army 
dude. Some readers 
are likely feeling 
quite old right now. 
Remember health 
packs? Sigh.

Shadow Warrior 
has come barreling 
through a time portal 
and has dragged all 
the excellent stuff 
associated with 
shooters from this 
era with it. It maintains a rapid 
pace as the ‘not even funny 
the first time’-named hero Lo 
Wang sends limbs flying with his 
trademark katana or coats the 
walls with crimson using one 

of the other OTT weapons. It’s 
really fun for the first few hours, 
as it throws plenty of enemies at 
you. It isn’t completely mindless 
slaughter; you can level up, 
gaining things like more health, 

new attacks and a 
dodge that enables 
you to dash in and out  
of combat encounters.

Eventually, the 
nostalgic charm 
gives way to reveal 
that Shadow Warrior 
also brought a lot of 
the really weak stuff 
through the portal, 
too. It becomes 
quite repetitive, with 
variety coming in the 
form of ‘finding ways 
to unlock doors’, 
‘bullet-sponge boss 
fights’ and little else. 
It eventually runs out 
of ideas. It doesn’t 
take itself seriously at 
all, but unfortunately 
also thinks it is quite 
funny – and for the 

most part, it isn’t.
Shadow Warrior isn’t able 

to maintain the initial thrill 
throughout its duration, but the 
slightly lower price point means 
it’s still worth a look. OXM

Although it runs out of steam 
well before the end, in the 
current climate of real-gun-
war-man-shooters, Shadow 
Warrior feels – for a game 
with its roots so embedded 
in the past – surprisingly fresh.

OVERALL

7
The OXM Verdict

 PUBLISHER DEVOLVER DIGITAL / DEVELOPER FLYING WILD HOG 
FORMAT XBOX ONE/ RELEASE DATE OUT NOW

ANDI HAMILTON

Live Andihero 
@Andihero

THE KNOWLEDGE

WHAT IS IT?

A reboot of an old 
3D Realms FPS  
from 1997.

WHAT’S IT LIKE?

An old-school FPS 
from 1997 with  
fancy new  
graphics.

WHO’S IT FOR?

Fans of FPS  
games that were  
released around  
the year 1997.

REVIEWER

COMPLETION 
CLOCK 

8 
HOURS
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COSTUME QUEST 2
You are what you wear

Only ‘nice’? That’s at least 
an ‘awesome’, we reckon.

 PUBLISHER MIDNIGHT CITY / DEVELOPER DOUBLE FINE PRODUCTIONS 

FORMAT XBOX 360 & XBOX ONE / RELEASE DATE OUT NOW

 W
e’re not too keen on 
dressing up here at 
OXM. Matthew once 
wore a piñata costume 

and ended up with eight broken 
ribs; Alex dressed as a ghost and 
his family thought he’d actually 
died and held a funeral for him; 
I dressed up as the concept of 
loneliness and have 
never quite managed to 
take the costume off.

Costume Quest 
2 takes the idea of 
becoming your costume 
and turns it into a 
sweet, silly game, 
where each outfit has 
its own powers both in 
and outside of battles. 
Cleopatra can raise 
people from the dead, 
the pterodactyl can flap 
away obstacles and 
Thomas Jefferson can 
negotiate with people. 

This all takes place 
in a time-hopping 
dystopia where poor, 
sugar-deprived child 
Orel White grows up to 
be a dictatorial dentist 
with plans to take over 
the world to ensure perfect dental 
hygiene – by banning Halloween. 
It’s crammed with jokes – a 

small child dressed as the devil 
challenges you to a musical 
battle, playing the fiddle while you 
toot a clown horn; dressing up 
as Candy Corn in battle is utterly 
useless, forcing the sugar lump 
to spout one-liners like, “Candy 
Corn is sick of this charade,” or, 
“If Candy Corn had arms, this fight 

would be SO over.”
Turn-based battling 

focuses on strategic 
combinations of 
fighters, with a 
Pokémon-style 
strengths and 
weaknesses system 
that’s broad enough 
to rise above rock-
paper-scissors. Alas, 
the fighting gets 
repetitive quickly, even 
with a rotating cast of 
monsters and outfits 
– even special attacks 
and reusable buffs 
fail to elevate scraps 
to much more than a 
slightly-too-long grind.

But it’s hard not 
to love anything that 
comes out of the minds 
of Double Fine and 

Tim Schafer, coated as they are 
in good humor, adorable art and 
enjoyable gameplay. Sweet. OXM

It’s lovely, it’s sweet, it’s funny, 
but it’s only a few hours long, 
even if you’re taking your time. 
If you’re happy to spend a few 
quid on another lovely Double 
Fine game, go for it – you  
won’t regret it.

OVERALL

7
The OXM Verdict

KATE GRAY

Live OXM Kate 
@hownottodraw

THE KNOWLEDGE

WHAT IS IT?

A short-but-
sweet RPG set in 
a dystopian post-
candy world.

WHAT’S IT LIKE?

It’s quite a lot like 
Costume Quest. And 
most other Double 
Fine games.

WHO’S IT FOR?  

Anyone who’s ever 
adored a Tim Schafer 
game – so, everyone?

REVIEWER

You’d think an airship might be a safer, 
more sensible choice than climbing.

STYX: THE MASTER 
OF SHADOWS
Well-crafted stealth doesn’t stick out

 S
tyx is only Master of 
Shadows because he 
has to be. A 200-year-old 
goblin who resembles 

a boiled rat, he’s pitifully 
outmatched by almost every 
character in the 
game. And that’s kind 
of brilliant, isn’t it? 
Too few stealth devs 
actually encourage 
you to keep a low 
profile now, fearful of 
deterring players who 
think entertainment 
is all about mo-
capped executions. 
Cyanide’s latest is a 
breath of fresh air.

Styx’s goal is 
to find his way to 
the center of an 
enormous tower – 
home of a monstrous 
tree that’s the 
source of magical 
Amber – which 
involves negotiating 
some vast, towering 
exteriors. Styx’s 
abilities are 
comparatively modest: in place 
of fancy gadgets, he wields 

throwing knives, health potions 
and a dagger that’s deadly 
enough against unaware targets 
but almost useless in a fight.

The most esoteric of his tools 
are also the most repellent. His 

spittle is infused with 
Amber, which can be 
hocked up over food 
to poison humans, 
consumed to fuel 
a sort of IR vision 
mode or shaped, 
disgustingly, into a 
clone that can tie 
down guards, or serve 
as a trap. 

Bamboozling guards 
by making the most of 
the environment is the 
biggest thrill. It might 
be more so if guards 
weren’t so dumb, 
keen to forget dead 
comrades. The niggles 
stop the game well 
short of greatness, 
but patient fans of 
old-school sneaking 
will overlook them: 
Styx is the rarest of 

things, a worthwhile stealth 
game we didn’t see coming. OXM

It’s not very pretty, not 
especially original and  
rather rough in places, 
but it’s still a proficient 
back-stabber on the whole, 
particularly if you take the 
time to explore. 

OVERALL

7
The OXM Verdict

DID YOU 
KNOW?

?
Master of 
Shadows is 
a prequel to 
Of Orcs and 

Men, Cyanide’s 
satire of how Orcs 
are portrayed in 
fantasy games. 

 PUBLISHER FOCUS HOME INTERACTIVE / DEVELOPER CYANIDE 
FORMAT XBOX ONE / RELEASE DATE OUT NOW

EDWIN EVANS-

THIRLWELL

Live OXM ETboy
@dirigiblebill

THE KNOWLEDGE

WHAT IS IT?

A third-person 
fantasy stealth 
adventure set in an 
enormous castle.

WHAT’S IT LIKE?

Running around 
in Mervyn Peake’s 
Gormenghast  
as Gollum.

WHO’S IT FOR?

Patient assassins 
who are weary of 
flamboyant leading 
characters.

REVIEWER

COMPLETION 
CLOCK 

5 
HOURS
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ALSO
 RELEASED
Condensed criticism of  
the other new games in 
shops and on Xbox Live

THE WALKING DEAD SEASON 2

 H
ello, welcome to The Walking Dead 
Season 2 review. Read on to start, 
er, reading. Have you played both 
seasons on Xbox 360? Yes? Be on 

your way, because apart from a stack of 
Achievements there’s nothing new for you 
here. Haven’t played it at all? You fool. Get 
this as soon as you can; it’s one of the 
most powerful stories ever told on Xbox. 
Oh, you’ve played the first season on Xbox 
360, but now you have a next-gen box 
you’re looking for the best version? You’re 

in a bind, as you can’t import your save, 
so you’re left with a choice: you either 
buy Season 2 on your Xbox 360 and go 
on from there, or you splash out and buy 
Season 1 (again) for your Xbox One. Our 
advice? Play the 360 version and enjoy 
the decisions you’ve made, unless you’re 
seriously craving a lick of paint 
and a slightly tighter engine. 
Divisive ending aside, whatever 
choices you make in life should 
lead to you playing this.

8

Pictured: the typical 
ratio of age groups 
that play Call of Duty 
on Xbox Live. 

 FORMAT XBOX ONE / REVIEWER PAUL TAYLOR / PRICE $24.99

7 5 5

 FORMAT XBOX ONE / REVIEWER ALEX DALE /  

PRICE $9.99
 FORMAT XBOX ONE / REVIEWER ALEX DALE /  

PRICE $49.99
 FORMAT XBOX 360 / REVIEWER EMMA DAVIES /  

PRICE $39.99

VOLGARR THE VIKING JUST DANCE 2015 FALLING SKIES:  
THE GAME This punishing retro-platformer is currently 

going for free as part of Microsoft’s 
Games With Gold promotion, but what 

it saves on the wallet it’ll extract from you 
in blood and flesh instead. Volgarr draws 
inspiration from some of the eighties’ most 
brutal arcade games - you can see chalk lines 
of Ghosts ‘n Goblins in the way each hit strips 
you of equipment and abilities, and Contra 
in the sheer relentlessness of the waves of 
enemies it throws at you. Checkpoints are 
few and far between, but each playthrough 
inches you closer to the goal as 
you learn enemy attack patterns 
and how to manage Volgarr’s 
rigid movements. A rare treat for 
gamers from the older generation.

 Increasingly, the afterparty is beginning to 
outshine the actual dancing. We’ve lost 
hours in Just Dance 2015 poring through 

other people’s uploaded dance reels to judge  
their décor. Flowery wallpaper? Dance the 
dance of shame, you fashion lepers. If you 
fancy uploading your own routines, you can 
mitigate your twerking by covering your face 
with a cartoon fox. It makes you feel a bit like 
a ‘sex person’, but you may find that a bonus.

Alas, the dancing is as spotty as ever 
– designed for motion controller rather 
than Kinect, there’s a disconnect 
between your moves and score. 
Also the soundtrack is a out of 
date, bar Bang Bang and What 
Does The Fox Say? Meh, probably.

 As in the sci-fi series, aliens have invaded 
our planet and made it their own, so it’s 
time to fight back. Cue a turn-based 

strategy that looks and plays like it probably 
has a Silence of the Lambs-style suit made 
of XCOM’s skin hanging in its closet. The 
combat is enjoyable enough but feels entirely 
familiar, and the game struggles to establish 
an identity of its own. It’s ugly, to boot – 
resembling a game made a decade ago. If this 
was a bargain-bin title we might be 
slightly more forgiving, but as it 
is, this is $40 for a game you’ve 
likely already played a far better 
version of.
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FORZA HORIZON 2 
An adventure vacation for you and all your friends 

 
 PUBLISHER MICROSOFT STUDIOS / DEVELOPER PLAYGROUND GAMES / FORMAT XBOX ONE / ORIGINAL SCORE 8/10

 F
orza Horizon 2 is the 
digital equivalent of a 
summer holiday. The 
question is, what 
kind of vacation? 
Maybe you hope to 

achieve some goals on your 
visit: explore the sights, set 
yourself challenges, accomplish 
something. Perhaps you’ll 
happily unwind by flitting across 
the countryside taking photos 
and admiring the view.

Online, you can forget about 
the latter. You’d never call it 
work, but you don’t come to 

“Without even trying you find yourself 
competing against your friend list”

REVIEWER 
Paul Taylor
LIVE Paulus McT 
@mynameispt 

WE SAID 
Get lost in it and you’ll never look 
back. Why would you when there’s 
always something on the horizon?

Days 0 1 2 3 4 5 6

OPULENT LUXURY

FOUR-STAR HOTEL

TRAVELLING ALONE

FAMILY ROADTRIP

ARE WE HAVING FUN YET? Our time in Forza Horizon 2 rendered as a wavy line…

Can’t access car 
clubs *sniff*

Alright, I’m in! Competition is 
stiff…

…but I’m getting 
better.

Free roaming is 
aimless.

 Hello, frenemy. 
I’m going to 
smash you.

Horizon 2’s multiplayer to relax, 
either. For starters, you’re thrust 
into constant competition due 
to asynchronous leaderboards. 
Without even trying you end up 
competing against everyone else 
on your friend list, or strangers 
the game has decided are a good 
match. Join a car club once the 
option opens up to you (and we 
know of a pretty great one if you 

search for ‘OXM’), and there’s a 
great selection of like-minded 
people who have blasted through 
speed traps, completed races and 
so on. Clip an XP board or beat a 
speed trap and you’re immediately 
compared to someone.

The same ethos applies after 
a championship race. Playground 
has designed it so a buddy from 
your friend list or car club will act 
as your nearest rival – infuriatingly, 
they’re always just a fraction of a 
second faster. It’s like having gone 
waterskiing or surfing, only to 
return to shore and have a friend 

lean over and say, ever so casually, 
“Did that better than you.” 

Our top tip for the best drive? 
Don’t restart the track from within 
the championship structure – find  
the region and race on the menu 
system. Doing this gives you the 
clearest weather conditions, and 
you get to pick your car. 

There’s more, if you’re feeling 
especially competitive. Boot up 
online free roam, and you and a 
cobbled-together group get to 
travel to all the events on the 
map, everyone else following 
your lead. You know when you go 
away somewhere without a plan, 
and everyone says “Oh, I don’t 
mind, whatever you like?” That’s 
this. Only, you have to decide. 
Inevitably, there’ll be someone 
who’ll gripe, “Ugh, [insert car 
class] sucks.” You’re better 
off, in that case, going for the 
much more rigid but egalitarian 
four-event online roadtrip, where 
everything’s set out for you – a 
bit like a package tour, but not 
as lame. Everyone votes on the 
routes, and even if you lose the 
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FIFA 15
Needs a kick up the backside, but worth another punt

 PUBLISHER EA SPORTS / DEVELOPER EA CANADA / FORMAT XBOX ONE / ORIGINAL SCORE 8/10

 Y
ou want my reviewing 
credentials? I’ve played 
FIFA 15 online literally 
every day since release, 
and although this might 

indicate some lifestyle issues 
need addressing (sadly, yes – Ed), 
it also puts me in the perfect 
position to review it. 

There’s a distinct lack of new 
modes, but that’s not a major 
issue. Soccer’s soccer, right? 
You’ve already got your chaotic 
11v11 matches, complete with 
ball hogs, glory hounds and 
absolute reluctance to play in 
net. You’ve got your meat-and-
potatoes Seasons mode, which 
centers on winning matches to 
earn promotion, a 2v2 co-op spin 
on the formula, and tournaments. 

And you’ve got your pro clubs, 
which allow for the creation of 
teams with world-class puns for 
names. Be wary of leveled-up Be 
a Pro players here, often notable 
for bleached afros, impossible 
speed and absurd celebrations. 

Again, you’ll notice none of this 
is new barring snazzy menus that 
reduce hassle. Ultimate Team, 
the series’ breakout card-trading 
dream-team mode, sees minor 
change. You can now create 
concept squads to test chemistry 
and loan players, too – which is 
handy, seeing the realistically 
exorbitant prices Zlatan and 
Suarez command. 

Typical teething problems 
present mismatched opponents 
and stuttering, but EA has 

already started rolling out the 
updates, adding functionality 
such as a latency indicator, 
removing glitches that prevented 
progression and enabled players 
to infinitely switch kick-takers on 
set-pieces, and improving set-
piece cameras in online Seasons.

It’s not the fresh modes, or lack 
thereof, that dictate the quality 
of FIFA 15’s online offering, but 
how the game actually plays now 
within these existing modes. 
And, per our review, it’s a good 
showing, this year’s offering 
a “perfect pass” between the 
darting 13 and deliberate 14. 
Online is where FIFA comes alive. 
No two games are alike: some 
bomb down the wing and pelt 
in crosses; others park the bus. 
Some use gamesmanship, others 
sportsmanship. Whether cog in 
a machine or partner to a co-op 
buddy, there are multitudes of 
ways to enjoy FIFA 15. OXM

How to spot a leveled-up Be a Pro player: he’s 6ft 6, 
runs far too fast and has hair that’d make a clown weep.

Come here for  
the car 
clubs and 
asynchronous 
multiplayer 
– and stay for 
them, too.

The OXM Verdict

7
No new modes, 
but this is 
endlessly 
replayable – 
and getting 
better all  
the time.

The OXM Verdict

9

event, your skill points and XP 
count towards the final tally. 
Sadly, there’s not enough variety 
here: it’s either plain-Jane 
races or two variations of tag. 
Where’s the silliness? Ironically, 
the playground games in this 
instance are pretty limited.

It’s fun, but not reason 
enough to pick up the game – 
it’s the sense of single player 
freedom and blissful escape that 
earns Forza Horizon 2 a place in 
our collection. You’re 
better off leaving the online 
options humming behind the 
scenes, succumbing to the 
allure of challenges as and when 
you feel like it. At the end of the 
day, isn’t that what vacations 
are all about? OXM 

It’s bright and cheerful, 
like a long-lost 
childhood, but we would 
have liked more variety.

REVIEWER 
Ben Griffin
LIVE Benjamin Three
@GameGriffin

WE SAID 
FIFA is always at its best when the 
pitch is tilted in the attacking side’s 
favor, and this one’s a peach.



TANKS  
FOR NOTHING

How a small satellite studio reimagined PC smash hit 
 World of Tanks for the large screen – in turn creating the 

first true free-to-play success story on Xbox

You want tanks? World of 
Tanks got tanks. Loads of 
tanks. Tanks up the wazoo. 
You can’t move for tanks. 
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S
ome say it took just six days to create the 
world. An impressive feat for sure, but Mike 
McDonald and Chicago’s Day 1 Studios 
managed to replicate it in just four. What’s 
more, their world has a lot more tanks in it. 
Four days was all it took for the tiny studio 
to convince a team from Cyprus-based 
mega-developer Wargaming that it could 

realize the dream of bringing its massively popular free-to-
play multiplayer game from PC to Xbox. 

In January 2013, it was announced that Wargaming had 
bought the studio for a rumored $20 million. Today, McDonald 
is the general manager of Wargaming Chicago-Baltimore, 
which occupies a couple of floors in a building in Chicago’s 
West Loop and devotes itself exclusively to the Xbox 360 
edition of World of Tanks. Up until Wargaming approached 
the studio out of respect for its console heritage, it had 
exhibited little indication that it was interested in aiming 
its turrets Xbox-ward. Less than two years later, World of 
Tanks: Xbox 360 Edition has grown to become one of the 
powerhouses of free-to-play entertainment on Microsoft’s 
consoles. But reaching that pinnacle involved the same kind 
of quick thinking and brilliant strategies that characterizes 
its online matches.

But why Day 1? Perhaps it’s because the studio had form 
when it came to adapting PC games for console – its port 
of F.E.A.R. enjoyed almost universal acclaim following its 
release in 2006. McDonald also notes that Wargaming CEO 
Victor Kislyi specifically had American developers in mind 
when he realised the need for a console version of World of 
Tanks. Americans were far more familiar with the console 
side of gaming, having grown up with it at a time when many 
of Wargaming’s devs were tucked behind the Iron Curtain.

Both sides of the pond
“Right away it was a good two-way relationship,” says 
McDonald. “[Wargaming] were buying us for experience, 
and we were looking to it for experience in the free-to-play 
space.” McDonald won’t say what kind of cash the studio 
brings in compared to its eastern counterparts, but he claims 
that around 90 million players call the game home across 
all systems. Last year, PC revenue alone was thought to 
reach $475 million, and that number may be up, particularly 
following the official launch of World of Tanks: Xbox 360 
Edition in February of this year.

“I will say right now, categorically we’re the most 
successful free-to-play game on consoles,” says McDonald. 
It hasn’t been an easy fight. Oddly enough, it’s the free-to-
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play model itself that initially posed 
some of the greatest challenges for 
Wargaming Chicago-Baltimore. Such 
payment plans are as familiar as air 
to PC players accustomed to the likes 
of League of Legends and Dota 2, and 
they’re responsible for the headline-
grabbing money amassed by the 
likes of Candy Crush Saga on mobile 
devices. But consoles remain relatively 
untouched. Even now, McDonald says, 
a good percentage of console players 
still pick up their favorite games in 
stores, and are used to believing that 
downloadable games don’t approach 
the quality of boxed games. 

“During matches in the beta I can’t 
tell you the number of times I would 
hear people asking us, ‘When’s this 
game coming out?’ or ‘How much will 
it cost?’” says McDonald. “ They simply 
didn’t understand that you could 
download it for free.”

In with the old
It was this uneasy environment that 
partly lead to Wargaming Chicago-
Baltimore’s seemingly odd decision to 
launch the game on the ageing Xbox 
360 rather than on the Xbox One, which 
launched only a couple of months 
before the game exited its beta. 

“It made sense for us to go on to the 
Xbox 360 because of the number of 
players it had and, more importantly, 
the number of Xbox Live players,” says 
McDonald. He emphasizes the need 
for a strong install base if a free-to-
play game is to survive – and when 
development commenced, Xbox One 
was still a far-off, untried concept. 
“So putting this on a new platform 
right away might have been the cool 
thing to do and may have gotten some 
headlines,” he says, “but it wouldn’t 
have been the right thing for players.”

Wargaming West, as Day 1 was 
initially rebranded, also found itself 
confronted with the realization that it 

would have to innovate to make World 
of Tanks’ free-to-play system work on 
Xbox 360. Even Kislyi expressed doubts 
about achieving the success he had 
seen on PC – on the eve of the game’s 
launch he stated that he expected 75% 
of players not to pay a cent. Thanks for 
the vote of confidence, eh?

“The Xbox 360 wasn’t built for the 
types of microtransactions we were 
doing, so we had to come up with some 
creative solutions with Microsoft to 
make our systems and their systems 
work well together,” McDonald says. 
Today, he says, the game is 100% 
server-oriented, which not only affects 
factors such as the performance of the 
targeting reticule but also the game’s 
microtransactions.  “Even though some 
of the stuff is initiated on the console, 

it’s all handled by our servers, too,” he 
said. “Microsoft had done little bits and 
pieces of this for other games, so we 
pulled a lot of technology from different 
aspects of that to make this work.”

But it wasn’t just the technical 
obstacles that threatened to keep World 
of Tanks from rolling forward on Xbox 
360. “It’s a different experience, playing 
on a console,” explains McDonald. “It’s 
an experience you usually have in your 
living room, on a much bigger screen.”

Accordingly, McDonald emphasizes 
that he’s never considered the Xbox 
360 edition a port. It may share some 
of the same server architecture of its 
PC counterpart, but the studio built 
everything else from the ground up. 
In effect, it amounts to an entirely 
different game. The challenge 

L I M I T E D  C O M P E T I T I O N  F R E E -T O - P L A Y  I S N ’ T  C O M M O N  O N  X B O X  3 6 0 …

HAPPY WARS 
Like fantasy and cutesy warriors more 
than tanks? Check the oldest free-to-
play multiplayer game on Xbox 360 if 
that’s your bag, weirdo.

ASCEND: HAND OF KUL  
Fancy having a whirl at this grindy 
RPG? Tough luck – Microsoft yanked 
it from Xbox Live earlier this year. 
Back to tanks for you, pal.

WARFACE 
Crytek’s co-op shooter looks the 
part, but it suffers from limited 
classes and annoying rented weapons. 
Plus: chronic lack of tanks. 

A tiny 
number of 
novelty tanks 
require cash 
purchases, 
but you can 
get most 
tanks just by 
playing.
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replacing them with items that could 
easily be seen while sitting on the 
couch. It then changed the way in 
which players can upgrade their 
trundling iron babies. 

“Since you buy all parts in the PC 
version individually, people were 
making tanks that didn’t work when 
they were out in the field, that were 
too heavy, or suffered from other 
problems,” Gregg explains. “So we 
designed groups of components that 
worked well together in a package you 
could buy in one go.” He notes that the 
extensive beta test, which lasted for 
around a year prior to launch, allowed 
the team to use player feedback to 
improve the packages along the lines 
of what players considered optimal.

Similar simplifications applied to 
the crews for each tank. “On PC, the 
tanks have varying crew sizes from two 
up to six members with loaders and 
gunners,” he says. “We simplified that 
with the ‘Commander’ system, where 
the commander earns all the skills 
first.” Such decisions removed many 
of the hours involved in outfitting your 
perfect tank by letting you pay for them 
with one click and jump back into the 
game with minimal delays.

Even the movement of the tanks 
themselves differs. “The PC version 
plays from a different point of view 
and plays a little bit slower,” Gregg 
explains, adding that the plodding 
pace – while historically accurate – 
didn’t lend itself to consoles. “So we 
did things like bring the camera down, 
widen the field of view and speed up 
some of the starter tanks. A lot of  
what we did was increase the 
acceleration, but not necessarily the 

“THE TEAM DOESN’T 
CONSIDER THE XBOX 
VERSION A PORT”

Nice to see a 
game adding a 
bit of color 
to Xbox 360’s 
infamously 
gloomy games 
catalogue.

lay in meshing the new studio’s 
understanding of rewarding console 
experiences with the franchise’s 
existing, winning free-to-play formula.
“We wanted to do what was right for 
console players,” McDonald says, “not 
tailor the game for someone who was 
primarily a PC player who wanted to 
play the Xbox version on occasion.”

Console covenant
Jeff Gregg, lead game designer 
at Wargaming Chicago-Baltimore, 
notes that the game didn’t feel like 
a console one when the team first 
started tinkering with it. In response, 
it broke away from some of the heavy 
adherence to ‘realistic’ tank gameplay 
that defines the desktop version. The 
team first tackled the user interface, 
ditching the miniscule menus and 
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top speed, so players got moving and 
into the action faster.”

Creative director TJ Wagner is 
particularly proud of the attention 
that’s gone into making the tanks look 
more real when viewed on the larger 
television screens. With undisguised 
excitement, he pulls up some imagery 
showing the tracks on a specific tank, 
demonstrating how each clanking 
segment moves on its own.

Devil in the details
Associated visual improvements include 
various accessories such as shovels and 
canteens, and Wagner notes that the 
studio has to check with Wargaming’s 
historians to make sure each item is 
accurate for the nationality of the tank 
it adorns. What’s more, Wagner makes 
sure it’s placed in the right spot and 
moves accurately on the field. “You have 
to be kind of a bad driver when you’re 
testing all this stuff, because you gotta 

crash into a lot of stuff to make sure 
everything works properly,” he says. 
Excuses, excuses.

Some of the best ideas coming out of 
Wargaming lately spring from its Xbox 
360 team, whether that’s the ribbons 
that pop up after a match to reward 
you for certain actions and tactics, or 
in the maps from the PC game that are 
subjected to conditions such as snow, 
rain, fog or darkness – all seen first on 
360. “You can actually see water rolling 
down the side of the tank,” says Andy 
Dorizas, senior artist at Wargaming 
Chicago-Baltimore. “It sounds like a 
simple thing, but there’s over 370 tanks 

in the game you need to apply this stuff 
to for the physics to work correctly.”

Last summer, the studio threw 
caution to the wind when it made its 
biggest break from the game’s ultra-
historically accurate reputation with the 
brief release of a T26E4 SuperPershing 
tank painted with the stars and stripes 
of the American flag for Independence 
Day. The team dubbed it the Freedom 
Tank, and it was a massive success.

“We released this to the public 
for only a weekend and people went 
nuts,” says McDonald. A few players 
bristled at the perceived tackiness of 
the design, but McDonald claims that 
the ensuing cries for themed tanks 
representing other countries drowned 
out the protests. Indeed, the demand 
actually pointed toward another avenue 
for revenue. 

It’s the Pitt’s
Most recently, the team announced 
the launch of a specialized M4A3E8 
Sherman tank. Not up to date with your 
M4A range? It’s the one Brad Pitt pilots 
in the recent film Fury, dummy. But 
unlike the initial launch of the Freedom 
Tank, the Fury tank also trundled its 
way on to the parent PC version, a move 
that hints that Wargaming Chicago-
Baltimore is beginning to make a 
larger impact on the World of Tanks 
series as a whole.

“YOU HAVE TO BE A 
BAD DRIVER WHEN 
YOU’RE TESTING”

Bow before me, 
pitiful barn! 
Your feeble 
slats are no 
match for my 
iron might.

U N F A I R  W E A T H E R  F A N  C H A N G I N G  H O W  Y O U  A P P R O A C H  Y O U R  B A T T L E S

SNOW
Heavy snow allows some cover with the 
blur, but the dark tanks dangerously 
stand out against the white.

NIGHT
Night turns the terrain against you, 
concealing rocks and other features 
that prevent clear shots.

RAIN 
Rain sometimes makes motion hard to 
see, and its relentlessness captures 
the dreariness of war.
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Yet the team is quick to point out  
that it achieved this huge success by  
blazing its own trail, and by delivering 
meaty updates and bug fixes on a 
monthly basis. “As far as we’ve gone 
now, I don’t know of any console  
game that has diverged as much from 
an original PC version as we have,”  
said Wagner. He’s not wrong.

If there’s a downside, it’s that the 
Xbox 360 crowd hasn’t still caught on 
quite as much as the team would like 
in spite of its efforts – and as such, a 
boxed retail World of Tanks: Xbox 360 
Edition – Combat Ready Starter Pack 
was released in August to pull in those 
console players who are still a little 
freaked by the whole ‘completely free’ 

Imagine an 
irate Brad 
Pitt inside 
that, if it 
helps sell it.

World of Tanks often feels 
like ‘Snipers on Wheels’  
as most fights occur over 
long distances.

Tanks for  
the memories 
GET AHEAD BY TAKING THESE 
TANKS TO THE BANK

LIGHT
M24 Chaffee 
Sport
The Chaffee’s 
not only a good 

fighter, but it’s good for 
tank racing, too.

MEDIUM
Matilda IV
The only British 
tank that saw 
action for 

the entirety of WWII, it 
also packs a punch against 
heavies. Tally-ho!

HEAVY
T29
A sniper’s 
dream, the T29 
is deadly at a 

distance but formidable at 
close range, too.

TANK DESTROYERS
AT 8
The tankiest 
of all tanks, 
this British 

juggernaut feels all but 
unstoppable.

ARTILLERY
Grille
If you’re going 
for power, a 
properly modded 

Grille one-shots the 
competition.

thing. The downloadable version itself 
remains free to this day, but the boxed 
edition provides value for money in 
the form of a supply drop of generous 
goodies such as a Panzer 38H Tier II 
light tank, 1,500 in-game gold, 200,000 
in-game silver, three days of premium 
account time and a 30-day membership 
to Xbox Live Gold. A good place to start.

For his part, McDonald hopes other 
free-to-play studios are inspired to 
join him on his console crusade. “We’re 
happy with our numbers, but I would love 
to see more competition in this field,” he 
says. “That means people will be more 
aware of free-to-play games and MOBA-
like games on the console. And that’s 
better for us both.” 
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Squeezing more from your machine every month

ASSASSIN’S CREED II
The tourist’s guide to a vacant Venice.
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What would Xbox’s most fearsome foe look like? 
We pieced him together and are now cowering.

88 Shadow of Mordor 
Enemies are so much more irksome when 
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the yard in Viva Piñata.
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//The more arms 
you’ve got, the more 
people you can kill//

H 
ave you played Middle-earth: Shadow 
of Mordor? You ought to; it’s great. Its 
centerpiece is its innovative Nemesis 
System, in which standard grunt enemies 

can work their way through the ranks by killing 
you, growing in strength and stature until they 
become your ultimate foe. And, nightmarishly, 
this usually means it’s the grunt with stats and 
powers that match up favorably against your own. 
Which got us thinking: what if we played god, or 
science, or whatever, and built our own gaming 
nemesis from spare parts from the Xbox’s back 
catalog? And so our ultimate nemesis began  
to take shape…

Could this be the most 
fearsome opponent  
ever created?

OXM’s Ultimate 
Nemesis

Brain
Pope Alexander VI (Assassin’s Creed II)
Our giant mutant beast is largely 
composed of bits of other giant mutants, 
so it needs some serious smarts up 
top to prevent it chewing its own arms 
off when it gets hungry. This renegade 
pontiff ruled Italy while hiding some kind 
of spaceship inside the Vatican, which 
makes him cleverer than most.

Skin 
Horse armor  

(The Elder Scrolls IV: Oblivion)
No nemesis would be complete 
without cosmetic DLC, so we’ve 
added a touch of horse armor. A 
nominal charge is levied on your 
credit card every time he pops up 
in your game, which he uses to 
purchase further pieces of armor 
and become ever more fabulous. 
For a multitude of reasons, mostly 
financial, this is utterly terrifying.

Extra arm
Fanta-fuelled mutant 

(Sunset Overdrive)
The more arms you’ve got, 
the more people you can 
kill with your bare hands 
at the same time. That’s 
just math, people. That’s 
also the kind of efficiency 
a good nemesis needs, so 
we’ve given him a mighty 
skull-crushing bonus limb. 
You’re welcome.
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Amanda Ripley

”He’s not conventionally 
handsome but my mom  
dated much worse, so why 
not? Never say never; that’s 

my motto. Never, ever run, not even for a 
bus – that’s my other motto.”

Master Chief

”I say, old chap, he appears 
to be wearing my pants! 
That’s frightfully amusing, 
isn’t it? I dare say I’d be 

chortling far too heartily to fight 
this fine fellow, if that’s what you’re 
suggesting. He and I would get along 
just marvellously.”

Frank West

”I’ve seen some sloppy 
freakin’ zombies in my  
time. Pulled the guts outta 
more than a few of ‘em,  

too. This thing, though… man, oh man.  
Whole goddamn world’s gone crazy.  
Just between you and me, I blame it  
on the bees.”

Joanna Dark

”What’s that, you say? 
A monster? Oh, it’s quite 
dreadful. Did you train a 
feeble monkey to do  

this? Oh, of course. I haven’t seen  
such nonsense since they canned  
my last game.”

The Judging Panel
We asked some of Xbox’s most 
experienced gaming hunters what 
they thought to our frankenbeast. 
No need to stay in character, guys 
– say what you really feel!

Head and tail  
Xenomorph (Alien: Isolation)

By choosing the only bits of the Xenomorph that 
aren’t blatantly just a skinny actor in a rubber gimp 

suit, we get instant cool factor – and probably 
some acid blood, too. One potential hitch: since 

the rest of our beast isn’t made of alien, the acid 
might burn through his backside when he poops. 

Eyes
Sam Fisher (Splinter Cell)
Sam Fisher used to be 
the guy who made grown 
adults soil themselves. 
He was nigh-on invisible 
unless sat under a 
lightbulb, all thanks to  
his inconspicuous see-in-
the-dark glasses.

Body  
Shao Kahn and Kintaro (Mortal Kombat)

We’ve combined Shao Kahn’s pro 
wrestler torso with some of Kintaro’s 

spare arms, giving us a nightmare 
combination of freshly waxed human 

skin and badly drawn tiger-print 
 fur. His fatality move would involve 

rubbing your face over his chest until 
you drown in manly sweat.

Wrong leg 
Killer Croc  

(Batman: Arkham Asylum)
Killer Croc has a superhuman 

sense of smell, which is 
irrelevant given that we’re 
only using his leg, but it’s 

nice to show an interest. His 
skin is resistant to abrasion, 

so he won’t get blisters while 
shambling through corridors.

Right leg 
Master Chief (Halo)

We toyed with giving our new 
playmate wings, but everyone 

knows flying enemies are no 
fun to fight, so we’ve given him 

something far better – the leg of a 
man who can leap three times his 

own height. Only one leg, mind, 
so he’ll sort of bounce around in 
angry circles and be far funnier.
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Uruks might have 
fancy armor, but 
they’re not renowned 
for being lookers.
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 Andi Hamilton is playing

Middle-earth:  
Shadow of Mordor
BECAUSE… “I’m locked in an epic battle with a fictional Uruk captain”

 LOVING Taking revenge on every Uruk that kills me   HATING The slow (and confusing) first hour or so

 M
eet Ûthûg the Battle-
Hardened. Over the course 
of my time with Shadow 
of Mordor, I have come 
to fear that ridiculous 
name. As you may already 

know, the Nemesis System creates 
new named characters from any of the 
nameless foot soldiers that manage 
to kill you. I was locked in a running 
battle with another Uruk Captain and it 
wasn’t going so well, when in stepped 
a random enemy to deliver the finishing 
blow. It was an opportunistic kill on my 
weakened, outnumbered ranger, but the 
move earned this Uruk his promotion, 
and with that, Ûthûg was born.

Our first fight ended with me firing an 
arrow through his face, but this wasn’t 
enough to keep old Ûthûg down. He 
reappeared, with a metal plate holding 
his skull together and a serious chip 

to gain intel on their weaknesses and 
kill their bodyguards, so you don’t have 
to contend with several Captains while 
you’re trying to take them out. One of 
the warchiefs, a lardy monster called 
Pugrish the Hungry, had enlisted Ûthûg 
as his bodyguard. Pugrish’s weakness 
list indicated that he wouldn’t be too 
much hassle, but every time we fought, 
Ûthûg would come to his boss’s aid and 
wipe the floor with me. He had to go.

After many failed attempts, I 
eventually caught him off-guard in an 
Uruk stronghold and dispatched him 
with a stealth attack. The relief I felt 
as I plunged the dagger into his neck 
and saw his name scratched out was 
incredible. I had finally defeated my 
nemesis. My nemesis, not every other 
player’s nemesis. 

The relief was short-lived, however. 
I soon found out that if a Captain isn’t 
decapitated, there’s a slim chance 
they may not be dead and could show 
up again. I’m telling you, if Ûthûg does 
appear towards the end of the game, 
it’ll be a more powerful moment than 
any cutscene. I’ll be ready.

//The relief I felt as I plunged the dagger  
into his neck and finally saw his stinking 
name crossed out was incredible//

Released 
Oct 2014

Dev 
Monolith

Pub 
Warner Bros

Format Xbox One

Score 8/10

Recap This 
romp around 
Middle-earth 
plays like a 
more ‘honest’ 
Assassin’s 
Creed game, 
but the genius 
of the Nemesis 
System is what 
makes it worth 
your time.

DETAILSon his shoulder. Every time Ûthûg and 
I encountered one another after this, 
it would end in either Ûthûg besting 
me or him getting a lucky break – such 
as me being killed by a rogue archer 
or him successfully fleeing a crowded 
battlefield. This would result in him 
increasing in rank, eventually hitting 
the maximum level 20. He became 
an Elite Captain, which netted him 
a whole load of bonus abilities. He 
was invulnerable to almost every kind 
of takedown and could hit me with 
especially damaging attacks. In short, 
he was a bit of a problem.

My nemesis
About a third of the way through the 
game, you’re tasked with killing four 
warchiefs, the top dogs in the Uruk 
military. You can tackle them however 
you want, but the best way to do this is 

A moment Andi 
will share with 
his grandkids – 
excluding some 
of the R-rated 
details, natch.
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 W
elcome to 15th-century 
Venice, as seen from  
a 100% complete  
ACII save file. Fancy 
a trip to the Rialto 
Bridge? It’s just in the 

process of being built but if you look 
closely you can see I found a glyph 
under there once. What about a wander 
through the pigeons in St Mark’s 
Square? Or take a gondola ride? Wait, 
just let me stab an aimless guard, he’s 
giving me the beady eye. All this and 
less awaits you in my save, where  
there is nothing to do.

From sun-drenched Florence to 
swampy Forlì, every sparkling treasure 
chest is gone, every viewpoint synced 
and every piece of art bought. Every 
weapon sits proud and deadly in the 
armory. Ezio is resplendent in the armor 
of Altaïr himself. Even the small matter 

headphones in, sending pigeons 
fluttering. Guards still wander the 
streets, so if you fancy getting in a 
fight on a Friday night, there’s still 
furious counter-button mashing to be 
done. This world might be empty of 
collectibles and, y’know, purpose, but 
there is a beautiful atmosphere I never 
want to fully leave behind. 

This is why I look at Unity with acute 
terror buzzing under my eyes and my 
thumbs in a twitching panic. As Ubisoft 
returns to dense urban environments, 
can it repeat the magic world-emptying 
formula? From murder mysteries to 
riddles set by Nostradamus himself, 
Paris has a depth that only the new 
console generation can deliver. Yet I 
know that – deep down – nothing will 
ever truly replace Ezio’s first outing  
for me. I’m okay with that. And so is  
my productivity. 

Louise Blain is playing…

Assassin’s Creed II
 BECAUSE… “My save has become a tech demo with optional stabbing”

 LOVING The sights and sounds of Jesper Kyd’s score   HATING Myself for even going back

Released  
Nov 2009

Dev Ubisoft 
Montreal

Pub Ubisoft

Format Xbox 360

Score 9/10

Recap The 
free-running 
follow-up 
to Altaïr’s 
Crusade 
adventures 
travelled 
to Italy and 
introduced 
us to 
Renaissance 
Batman, Ezio 
Auditore da 
Firenze.

DETAILS

Ezio performs 
the ancient 
Brotherhood
technique, 
‘the belly-
flop’. Hurts 
like a mother.  

of 100 scattered feathers have been 
painstakingly collected. I even used  
an ingenious – read: vaguely 
embarrassing – tactic for this  
particular process. 

Should you wish to do the same 
and save Ezio’s featherbrained mother 
from her mental distress, all you’ll 
need is a tablet, collectible maps of 
all the cities swiped from the internet 
and a drawing app. And yes, I do mean 
visiting every last location and ticking 
it off to ensure you haven’t missed any. 
Without fingers covered in digital paint 
smudges, I’d doubt your commitment  
to the Brotherhood. 

Yet I still find reasons to return to 
ACII. Jesper Kyd’s music gently floats 
over proceedings like an aural comfort 
blanket. It’s perfect music to parkour 
to, so I find myself racing over rooftops, 
the equivalent of an Assassin with 
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 F
all closing in has provided hours 
of Sunday afternoon rain. For me, 
that means one thing: cosying 
up on the sofa with a cup of 
tea and an episode of Extreme 

Makeover: Home Edition – or any other 
home-building show. And they’ve started 
to permeate into other areas of my life; 
namely my Minecraft building habits.

Before, I was content simply to craft 
a statue of something unspeakable 
or just dig a really, really big hole. But 
now when I boot up Minecraft and stare 
at my blank canvas, I’m consumed 
with thoughts on how best to mold 
my building to its environment. Wood 
is sustainable, making it an obvious 
base building material. Glass walls will 

 M
y brother and I have always 
played games together, 
whether they’re multiplayer 
or not. One of us will sit 
on the couch, barking out 

instructions read straight off a wiki 
page, while the other carries them out. 
Occasionally it dissolves into arguments, 
especially when any kind of moral choice 
is involved – my brother leans toward the 
Lawful Evil side, whereas I’m more of a 
Chaotic Neutral – but mostly it’s bonding.

such as the horrifying skeleton archers 
that spawn in the murky dark yet linger 
after dawn – the raised plinth of my 
construction site renders me an easily 
marked target for their projectiles. 

But I refuse to switch to Creative 
mode and banish those bones to the 
graveyard. After all, the people on those 
TV shows come up against adversity 
all the time – they go over schedule, 
renovations don’t go as smoothly as 
planned, and there’s always the chance 
that the owners won’t be over the 
moon with the end result. Why should I 
be shielded from such hardships? The 
struggle makes the end result worth it. 
Well, that and the idea of winning the 
viewer’s approval. 

a complicated pun-riddled food chain: 
buy a Ponocky (pony + Pocky) to attract 
a Horstachio (horse + pistachio) which in 
turn brings a Chewnicorn over. 

Firstly, we had to achieve the rank of 
Horstachio Master Romancer – becoming 
the world’s best horse pimp. You need a 
diamond tree, too, because Chewnicorns 
are pickier than a vegan at KFC. 

After that, it’s just a case of sitting 
back, wiping the sweat from your brow 
and admiring your very own mythological 
pet/candy-crammed kid-pleaser. There’s 
no K/D ratio here, no bragging rights – 
just plain ol’ fashioned satisfaction at a 
job well done. Who’d have thought that a 
piñata unicorn could be the catalyst for 
temporary peace between the factions 
of Chaotic Neutral and Lawful Evil? 

Emma Davies is playing 

 Minecraft

Kate Gray is playing 

 Viva Piñata 

 BECAUSE… “I’ve watched too many home-improvement shows”

 BECAUSE… “The best pets are the ones you can smash open”

 LOVING Building in harmony with the environment   HATING Skeleton-interrupted bricklaying

 LOVING The abundance of pun names   HATING Watching piñatas eat each other

Released  
May 2012

Dev Mojang

Pub Microsoft 
Studios

Format Xbox 360

Score 10/10,  
OXM #86

Released  
Nov 2006

Dev Rare

Pub Microsoft 
Game Studios

Format Xbox 360

Score 8/10,  
OXM #18

DETAILS

DETAILS

provide plenty of natural light, as well as 
offering a panoramic view. It’s of utmost 
importance, too, to pick the right site.

I’ve now settled on a glass-walled, 
wooden-floored building elevated 
on stilts and boasting its own farm 
beneath… surrounded by a moat of 
lava. In my quest for the ideal dwelling I 
have come up against obstacles that TV 
presenters don’t have to worry about – 

Viva Piñata is one of those games. 
A chirpy, cheerful and vibrant world 
in which you tend a garden in order 
to attract a range of adorable piñata 
animals, it’s a bit of an anomaly nestled 
alongside games about the holy gaming 
trinity of guns ’n’ cars ’n’ cash, but it’s 
nevertheless a brilliant time-waster.

We decided we wanted to achieve 
the highest of the high: attracting a 
Chewnicorn (unicorn + chews, geddit?), 
a mythical piñata beast who’ll only deign 
to visit once you’ve ticked off a load of 
ludicrous objectives. 

Viva Piñata works on a woman-who-
swallowed-a-fly system: each animal 
requires the presence of another animal 
to even consider wandering over to your 
allotment. A Chewnicorn is the result of 
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T
here’s nothing quite like 
shooting a pretend gun into 
a pretend cave for hours at 
a time to make you wonder 
what you’re doing with your 
life. Such existential crises, 

however, were a perfectly natural 
byproduct of the phenomenon that was 
the Destiny loot cave.

Sadly, the swag-rich crevice is no 
longer with us. There’s still a big hole, 
but rather than generating hordes of 
Acolytes and Thralls, the only evidence 
of its enemy-spawning capabilities is a 
pile of charred body parts. Examine them 
and you’ll hear a sinister voice hissing, 
“A million deaths are not enough for 
Master Rahool,” a reminder that Bungie 
still has a sense of humor.

Cosmo-drones
Still, for a while there in late September, 
the exploit was very real. A six-second 
spawn rate made it easily the most 
efficient way to get your hands on 

glowing dodecahedral rewards. We’d 
bike it to Skywatch, hang back alongside 
the three or four other players who’d 
invariably be doing the same thing, and 
simply aim and fire until our ammo ran 
out. Then we’d leap and glide our way 
over to the shiny stuff, hopefully getting 
our hands on some Rare or Legendary 
drops in the process – which the lousy 
Cryptarch would subsequently decode 
as Uncommon gear, naturally. Bungie  
shut it down, but then another was 
discovered, this time in the Rocketyard 
area. This was followed by the loot 
stairs, aptly found in The Steppes region.

The reason players spent their time at 
the loot cave rather than tackling Strikes 
or Crucible playlists? The Neanderthal 
pleasure of it all was a factor, but at the 
time it was simply the best way to game 
a system stacked against us. Patches 
to the loot system proved Bungie was 
listening, but the giddy frisson of getting 
one over on the capricious random-
number generator means we Guardians 
will continue our search for the next loot 
cave, wherever it may be. 

//It was the best way to 
game a system that was 
stacked against us //

Destiny
Cave story: the mighty quest for epic loot

One more blast for 
old times’ sake. 

Ah, the memories. 

ON THE CLOCK

Details  Dev Bungie / Pub Activision / Reporter Chris Schilling

We disturbed the remains… 
hope we’re not cursed. Ulp.

Each decryption’s a step closer 
to leveling up the Cryptarch.

IF YOU DO ONE THING IN DESTINY THIS 

MONTH, MAKE IT… Revisiting the loot 
cave one last time. Time it right to 
be near the Warsat public event. 

How we spent our 
time in the game

50% Shooting into 
the cave
5% Collecting 
our rewards from 
the cave
25% Watching 
other people shoot 
into the cave 
20% Pointing 
angrily at morons 
standing too close 
to the cave
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Not pictured: 
scary sounds.

Good luck 
landing this  
freeway jump.

T
here’s no indication that Hideo Kojima’s playable teaser 
(or ‘PT’) for upcoming horror thriller Silent Hills will be 
scaring up your Xbox One anytime soon, even if there’s 
every chance the full game might end up multi-format. 
Nonetheless, you can play it right now on Xbox – in a 

fashion – in this brilliantly imaginative fan homage crafted with the 
surprisingly versatile Project Spark game-creation suite.

User Spawn N8NE’s creation plays by PT’s rules: it’s a first-
person amble through a nice house’s looping hallway, with things 
getting decidedly less nice the farther down the rabbit hole you  
venture. Mild shocks like a flickering of the lights or a flurry of 
footsteps soon turn to ass-tightening scares: scrawled messages, 

ghostly visions and 
nasty deposits in the 
bathroom sink.

Of course, as you 
can tell by the screen 
above, it’s more 

reimagining than recreation – like a mushroomy version set inside 
Disneyland’s haunted mansion. That’s almost unavoidable given 
Project Spark’s fantasy theme, but thankfully the rigid assets have 
enough give for talented players to conjure horror from ostensibly 
kid-friendly content. Obviously there are workarounds: the tub, for 
instance, is replaced by a wooden basin for apple-bobbing.

There are thousands of user-created games like this in Project 
Spark’s rapidly growing library, from devilish 2D sidescrollers to 
addictive board games to nostalgic nods. You can download, play, 
rate and edit, as well as purchase new add-ons containing different 
themes. Fingers crossed for a ‘proper bathrooms’ pack. 

A 
mazingly, ten years have passed since the launch of GTA: 
San Andreas, and to celebrate this milestone Rockstar has 
highlighted ten of its favourite community jobs inspired 
by CJ’s adventures. To access them, head to http://bit.ly/
GTASA10 then click on the job name and choose ‘add to 

game’ from the Social Club. First up is ‘Bloodring Bangers’, a race based 
on the Blood Bowl demolition derby and reimagined using the ULSA 
running track. Using speed boosts is tricky on this tight circuit, but 
venture behind the banked curves and you’ll find enough rockets to 
ensure the race goes off with a bang.

The ‘Gray Imports’ team deathmatch takes place in the midst of a gun 
trade gone south, with all manner of weapons scattered throughout 
the docks setting. The height advantage offered by the upper walkways 

inside the warehouse can 
be key to victory, so get 
up there quickly and take 
control. Next we have ‘Grove 
Street Brawlers’, a riotous 
team deathmatch located in 

the heart of CJ’s old ‘hood. The emphasis is on close-quarters combat, 
with plenty of melee weapons available, but there are also tear gas 
canisters and Molotov cocktails to disorientate and deal area damage.

The ‘Little Loop’ bike race is somewhat ironically named, as the 
six-mile route goes all the way from Downtown Vinewood to Los Santos 
International Airport before looping back to Grove Street. There are crazy 
jumps over buildings to contend with, plus a huge leap off the freeway 
that takes real skill. ‘Wrong Side of the Tracks’ is a bike race homage to 
the classic San Andreas mission. Taking the lead is not always the best 
tactic after you go weapons-free, leading to a cat-and-mouse face-off 
as you speed along the train tracks up into the Tataviam Mountains. 

Dev Team Dakota/Skybox Labs / Pub  Microsoft Studios /  
Reporter Ben Griffin

Dev Rockstar North / Pub Rockstar Games / Reporter Iain Wilson

Project Spark
The game-maker that spits in the face of 
platform exclusivity deals

GTA Online
Rockstar’s hand picked player-made jobs are 
a throwback to San Andreas 

IF YOU DO ONE THING IN PROJECT SPARK THIS MONTH, MAKE IT… 

Searching for a famous game – a remake will most likely exist.
IF YOU DO ONE THING IN GTA ONLINE THIS MONTH, MAKE IT… Trying to 
complete the ‘Little Loop’ race without bailing from your sports bike.

//The rigid assets 
have enough give for 
talented players//

//Little Loop has crazy 
jumps over buildings to 
contend with//
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Eating dust at the back of the pack?  What you need is the 
competitive edge from an eye-searingly loud custom decal

The 12 Most Obnoxious 
Forza Paint Jobs 

The Vomit Comet
 
Looking something like what would happen if 
you took the entire Wu-Tang Clan and smelted 
them down into a car shape, this disgusting 
thing is best accessorized with LOUDNESS.

The Groaning Cheetah

First things first: please don’t write in and say that those are actually leopard or ocelot markings. 
Firstly, this isn’t Stupid Spotty Cats: The Official Magazine, and secondly, we’ve burned our 
retinas clean off in the process of putting this spread together, so we wouldn’t be able to read 
them. Though remember: in Forza, as in real life, cheetahs never prosper.

The Harb-ringer of Death
 
Remind your fellow racers that everything is 
fleeting and that one day your Xbox 360 will 
cease to be, and then take advantage of their 
existential crisis by cutting them up on a bend.

The Everlasting
 
Whoever put together this ‘effort’ obviously 
really likes Duracell batteries. We’re bigger 
fans of the cheap megapacks you can get  
in Walmart, ourselves.

The Aguiler-aargh

Intimidate the opposition by carrying the 
visage of Candyman-era Christina Aguilera 
on your ‘ride’. In this car you’ll *Googles her 
discography for pun inspiration* er, feel Dirrty?

The Brony & Trap
 
Approximately one out of every three custom 
paint jobs on the Forza servers is My Little 
Pony-themed, which is testament to the deep 
subtext of Hasbro’s TV series.
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Oh, how quickly life can turn around. 
When the original Xbox was released in 
2002, our stupid sausage fingers were 
the toast of the town, as they allowed us 
to grapple with the console’s gargantuan 
controller with ease. Fast forward 12 
years, and our chunky appendages 
render us incapable of drawing anything 
but the most rudimentary Forza design. 
So we need your help. We want you 
to design the loudest, grossest, most 
obnoxious OXM-branded car of all time. 
The winning entry will star in all future 
Forza screenshots, and net you a game 
from our collection. Send your entries to 
oxm@futurenet.com

Design our decal!
Win a game plucked from our  
Sack O’GamesTM by designing  
the Official OXM Forza car

The Rodent Avenger
 
Hammy the Hamster died doing what she 
loved: chewing through an electrical cable. 
Avenge her death by shunting the opposition 
sideways into a barn.

The Grammar Butcher
 
Doge is an internet construct from the bowels 
of Reddit or 4Chan or whatever cauldron it is in 
which memes are brewed. Could be improved 
with taunts. “Many slow. Such failure.”

The Ghoul 
 
Those ink-black eyes. The haunting gaze. The 
way the room chills when she nears. Hello Kitty 
moves slowly, but you can never shake her off. 
One touch from her paw, and it’s curtains.

The Shill
 
The Forza servers heave with custom decals celebrating some of Xbox’s greatest franchises – 
Halo, Gears of War and… Zoo Tycoon? This incredibly detailed effort was actually put together  
by a member of the Forza community team, who’s evidently a big fan of Frontier Developments’ 
exotic animal-focused cage-’em-up and not some paid-up stooge. No sir.

The Tooth Destroyer
 
Food is a recurring theme, and why not? Who 
doesn’t like food? Jerks, that’s who. This 
Cap’n Crunch-adorned vehicle is one for those 
whose breakfast of choice is sugar central.

The Cartoon Menace
 
How would you like this beast sidling up next 
to you at a car meet? The scene might seem 
jovial, but that Donald is ready to erupt at a 
minute’s notice. Tread lightly, racers.

THE OFFICIAL XBOX MAGAZINE / 95 @OXM

X B O X  E X T R A

mailto:oxm@futurenet.com


 F
or a platformer that prides 
itself on its psychic abilities, 
Psychonauts picked a weird 
time to emerge from its 
cocoon. The mid-noughties 
were the final throes of 

the chirpy, cheerful big-budget 3D 
platformer era, and this arrived just 
as gruff soldiers were beginning 
to replace manic anthropomorphic 
mascots. As a result, Double Fine’s 
funny, strange and sad tale was largely 
overlooked, which was a shame as it 
was one of the final, and brightest, 
highlights of this bygone era.

It’s a platformer that doesn’t feel 
like a platformer; more an adventure 
game where you spend much of your 
time leaping around grabbing floating 
collectibles. These serve the game’s 
adventuring aspect surprisingly well, 
as nearly every item you find supports 
your goal of inflicting mental wellness 
on everyone (or everything) you meet. 

Hero Raz, you see, is a particularly 
psychically gifted youngster, and a 
new arrival at the Whispering Rock 
Psychic Summer Camp that promises to 
hone his unique talents. (Failing that, 

they have a back-up plot to harvest 
his juicy brain.) As such, you spend a 
lot of time spelunking into the minds 
of eccentric individuals, collecting 
Figments of Imagination to increase 
your abilities, unlocking Emotional 
Baggage to lighten the burdens of your 
hosts, and punching Mental Vaults 
open to reveal their darkest secrets.

Every aspect of Psychonauts’ 
design serves this clever ‘mental 
realms’ conceit, transforming its 
themed stages into giant canvases for 
character development, and giving the 
wider game a rare sense of purpose. 
You’re not merely grabbing the shiny 
things as you approach the end of the 
level: you’re performing ad-hoc therapy 
on the various minds you delve into, 
uncovering fears and insecurities. 

Owing to its design, empathy runs 
right through it. The game’s greatest 
monsters – Lungfish, along with the 
eventual villains – are remarkably  
easy to sympathise with, given some 
of the messed-up things happening 
inside their heads. Take Linda the 
Lungfish. She’s a monstrous creature 
lurking at the bottom of a lake – or 

at least she appears that way from 
our perspective. Once ensconced 
in her mind, Raz takes the form of a 
rampaging, Godzilla-esque monster, 
which the residents of Lungfishopolis 
refer to as ‘Goggalor’. 

Mind over matter
There’s even a stage that cleverly 
explores Raz’s and the main villain’s 
bad relationships with their fathers. 
However, my absolute favorite level is 
an all-American suburb, twisted into 
nightmarish parody by the delusions of 
an Asylum security guard. Psychonauts 
is at its best here, with a gravity-
defying, Escher-like structure to the 
environment, and enemy choices 
underlining the atmosphere of lurching 
Cold War paranoia. 

It’s no coincidence that this is one 
of the levels with the least amount of 
platforming, bringing the game’s light 
puzzle elements into sharper focus. It’s 
not that the platforming’s bad, exactly, 
but it does feel perfunctory – like a 
thing that needs to exist to justify the 
excellent voice acting, dialogue, and 
environment design.

DETAILS   
Dev Double Fine
Pub Majesco / THQ 
Released 
Apr 2005 
Scored 9.5/10

Psychonauts
Tom Sykes resumes his Sykonaut training in Double Fine’s mental adventure

Raz can see what you’re 
thinking, so keep 
those thoughts clean, 
okay? Oh great,you’ve 
made him vomit.
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 L
ike any new kid, OXM was 
a bit more defensive place 
back in the day. Before the 
360 turned ‘Xbox’ into a 
synonym for ‘globe-crushing 

success’, there was a little more 
sell involved in our writing. Given the 
more, ahem, humble sales figures 
of the Xbox One’s first year, perhaps 
we could learn from our esteemed 
magazine predecessors.

Take our cover game, for 
instance. We might know now that 
the Fellowship of the Ring game 
turned out to be a brown garbage-
dispenser, but our huge preview 
saw it as the coming of a new age, 
the herald of the Xbox as the role-
playing gamer’s console of choice. 

Or look at our coverage of 
perennial underachiever Starbreeze’s 

Enclave, in which the strapline itself 
called out PS2 and GameCube for 
not being graphically well-endowed 
enough to run it.

Sorry, that phallic metaphor 
probably came from the fact that 
the old magazine was pretty fond 
of insulting other console owners 
a little more ‘physically’. One page 
was given over entirely to a huge, 
itemised spreadsheet designed to 
give you responses to insults from 
Sony or Nintendo fans. Examples 
include insulting GameCube owners 
for being children, telling PlayStation 
fans they weren’t as – again - 
well-endowed as Xbox owners, and 
straight-up punching people who 
didn’t like games at all. On second 
thoughts, we’ll probably keep it a 
little more civil this time around.

 Issue 3 / Date  February 2002 / Cover Lord of the Rings

From the
OXM 
MUSEUM

A look to our past is an enlightening activity. 
Lesson one: if you can’t beat them, insult  
their physical appearance. 

We might have been 
a more defensive 
magazine in the 
old days, but we 
were also pretty 
in-depth – our 
LotR preview 
begins with a 

short biography of 
JRR Tolkien.

According to 
our review, Max 
Payne looked 
good, played 
better and had 
some neat combat 
innovations. 
We’re thinking 
of just running 
it again for 
Quantum Break.

But although it’s a game that makes 
you shimmy and leap and swing 
from one peak to the next, it’s these 
peaks that stand out, even today: the 
memorable, fleshed-out characters, 
the often extraordinary stage design, 
and the mental spelunking that ties 
everything together. Double Fine would 
go on to create the similarly unusual 
rock-opera RTS Brütal Legend – that 
is, before discovering Kickstarter and 
giving publishers the heave-ho – but 
Psychonauts remains the cult favorite 
most deserving of a sequel.

But it’s unlikely to receive that 
follow-up any time soon, at least 
now that Kickstarter isn’t quite the 
nostalgia cash cow it once was. 
Psychonauts is a product of its time, 
but should the tides change and the 
genre come back into favour, someone 
will doubtless call on Raz. For now, we’ll 
have to do our own mental laundry. 

Although it flopped like a big stupid fish at 
launch, Psychonauts’ quality has given it a 
long shelf life. It still shifts copies today.

INFLUENCED BY… 

ALUNDRA 
An RPG where you enter 
people’s wonky dreams. 

INFLUENCE ON…

 ALICE: MADNESS RETURNS 
Psychological platformer 
with a reference to Raz.

WHAT HAPPENED NEXT

Double Fine eventually discovered 
Kickstarter, and left 3D largely 
behind for its recent projects.
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There’s nothing quite as satisfying as a well-packaged collector’s edition, and Halo: The 
Master Chief Collection is one of the finest we’ve had the privilege to behold. But why stop 
there? Here are 13 game collections we demand to see made a reality.

THE FINAL COUNTDOWN

NEXT ISSUE OF OXM ON-SALE 6 JAN. SUBSCRIBE AND SAVE MONEY: SEE PAGE 45 FOR DETAILS

02 The Shark Collection
Heroically brings together 

every game ever to have featured, 
or mentioned, a shark. Includes 
Far Cry, Grand Theft Auto and, 
surprisingly, Tiger Woods PGA 
Tour 12, in which Tiger Woods 
himself continually mutters 
about the dangers of sharks.

03 The Pained Grunting 
Bundle

Fans of convincingly grunting 
protagonists are sure to love 
this lovingly curated bundle. 
Embedded sound chip makes 
authentic Lara Croft shrieking 
sound each time box is opened.

04 Every Kind of Moth 4 U
The world’s leading 

13 COLLECTOR’S EDITIONS 
WE WANT TO SEE

entomologists have come 
together to create this cloth-
bound box of the 100 most 
popular moths. Having very 
little to do with games, this living 
collector’s edition will swarm 
around your living room.

05 No, Seriously, This Is The 
Definitive Edition of Halo 

This Time, Honestly
An adapted version of the remake 
of the re-release of the enhanced 
edition of Halo: Combat Evolved. 
Constantly flickers through seven 
different engines, too.

06 The Beautifully Ornate 
Compilation

By removing the expensive disc 
from this special-edition boxset, 
the manufacturer could focus on 
crafting a stunning, and totally 
empty, leather-bound case with 
embossed lettering and gold trim.

07 The DIY Edition
Create your very own 

collector’s editions by stick-
taping together your existing 
games and wrapping the package 
in felt. Be careful when using 
scissors and don’t forget to add 
some glitter for the ‘wow’ factor.

11 The FIFA Anthology 
Finally, the entire FIFA 
back catalogue available 

on a single disc. Instantly switch 
between any of the 22 games at the 
push of a button. FIFA 06, FIFA 07, 
FIFA 08, they’re all in here, each 
one as utterly distinct, memorable 
and timeless as the next.   

01 The Doggie 
Sidekick 
Selection

Every game to have 
featured a dog sidekick 
can be found inside this 
special bundle. As an added 
bonus, The Doggie Sidekick 
Selection comes strapped to 
a living, breathing German 
shepherd, which you are 
legally obligated to feed 
and care for upon breaking 
the seal.

identical copies of Forza Horizon 
2 compressed on to a single disc. 
Which will you play today? The 
luxury of choice is all yours.

12 Your Five a Day: The 
Collector’s Edition

Sure, some critics will argue that 
it isn’t actually a game. And yes, 
we suppose you could  
technically say that it’s just a 
bunch of grapes and an apple 
sellotaped to a cauliflower. But 
come on, you could probably do 
with the vitamins.

13 The Haunting Sense  
of Regret Bundle

Contains a four-foot-tall 
statuette, a novella, a velvet-
lined case, a cloth map, a coin, 
a commemorative plate, an 
enchanted bracelet, a seven-inch 
blade and the unshakeable sense 
that you could have spent that  
money on a gift for your mom.

09 The Final Fantasy Filing Cabinet 
Contains over 7,000 Final Fantasy games. Also 
includes a helpful little man who turns up to your 

home twice a day clutching piles of new FF games as they 
are released. There is no option to unsubscribe.

08 The Mystery Spindle
Roughly 30 discs randomly 

selected from your nearest 
Amazon warehouse, skewered on 
a plastic spindle and delivered to 
your home on horseback. Games, 
demos, DVDs of Liar Liar – 
anything is possible.

10 Just Eight Copies of Forza 
Horizon 2

True fans of Playground Games’ 
racer will no doubt want to 
grab this, which contains eight 
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