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There’s no doubt that the last few Far Cry games 
have had a lot in common. Of course they do—
they’re all games in the same series, after all. 
But Far Cry 5 is looking to shake things up a bit. 
It’s got a better sense of humor, a new locale to 
destroy, and some DLC that sounds so crazy that 
we’re almost more excited for it than the main 
game. This month we went hands-on with the 
title and found 23 totally insane things that you 
really need to try when you get your hands on it, 
starting on p38. We also took a trip to Rebellion 
to talk to the team about Strange Brigade and 
playtest the co-op modes. Find out more on p46. 
Plus, you’ll find some new information about 
Biomutant straight from the team making the 
game (p24), some sad news for fans eagerly 
awaiting Anthem (p10), and a hands-on guide to 
the murderous Vampyr on p34. Enjoy!
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insider
Ever get the feeling that something big is on the 

horizon but you can’t quite put your finger on it? 

You know something major is about to go down 

but all you’ve got is whispers. We feel a bit like that 

as a few reports have been coming out from EA 

and BioWare recently that suggest a lot of things 

are quietly brewing. We know  Anthem  has been 

pushed back to next year, but the knock-on effects 

are most curious. You can read all about it on p10. 

Elsewhere  Red Dead Redemption 2  (p12) has also 

been delayed, but has been given a firm release  

date as well as new screenshots that provide some 

more insight into what we can expect. Things are 

looking monstrous in  Kingdom Hearts III  (p14)

after a whole load of updates poured out of D23 

from Disneyland in Japan, including a first look at a 

Monsters Inc themed level for Sora and co to romp 

through. Speaking of crossovers, the OXM team sat 

down this month to discuss which characters they’d 

want to see in an  Xbox crossover fighting game  

(p18) – from Lara to Marcus Fenix, they’re all here…
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shooter more ‘breathing room’ before 
Bioware’s game is released, but no 
further details on it were given—we’ll 
most likely have to wait until E3 to see 
what shape it will take.

So with Bioware putting its all into 
Anthem, where does that leave their 
other project—Dragon Age 4? We 
know it’s happening, even though 
it hasn’t formally been announced. 
Comments by studio head Casey 
Hudson suggest it’s very much 
underway, and he’s also been teasing 
the potential of ‘live’ elements. Could 
we be seeing a more persistent world 
with elements of Destiny or Monster 
Hunter: World’s hubs?

“Reading lots of feedback 
regarding Dragon Age, and I think 
you’ll be relieved to see what the 
team is working on,” Casey Hudson 
said on Twitter recently. “Story and 
character focused. Too early to talk 
details, but when we talk about ‘live’, 
it just means designing a game 
for continued storytelling after the 
main story.”

Not quite, then, but it also doesn’t 
sound quite like traditional DLC 
either. Though if Anthem doesn’t 
come together as well as it needs to 
perhaps we won’t get the chance to 
find out. It’s going to be a tough year 
ahead for Bioware, but given how 
great its previous games have been, 
and having some breathing space 
to learn from other’s mistakes, we’re 
confident it can pull it off.  

Bioware feels 
the pressure 
Reports reveal that Anthem has been pushed 
back, while fresh Dragon Age details and a new 
Battlefield title also emerge

THE 
WAITING 
GAME

After a terrible end to 2017 for EA’s 
public image thanks to lootbox woes 
in Star Wars: Battlefront II, it seems 
the publisher has been having a long, 
hard think about how to handle its 
upcoming games. Bioware, the studio 
behind Mass Effect and Dragon Age 
who are now working on Anthem, 
have a lot of focus and pressure being 
thrust upon them.

Being an open multiplayer shooter 
similar in style to the likes of Destiny 
and Battlefront II, Anthem will have a 
lot to prove if it wants to succeed. It’ll 
need to demonstrate that it’s learned 
from EA’s and Activision’s mistakes, as 
well as compete with the popularity 
of the rising Battle Royale genre; if 
it doesn’t the ramifications could be 
catastrophic for Bioware. 

After the lacklustre reception 
of their last game, Mass Effect: 
Andromeda, Anthem is looking like a 
‘make or break game’ for the studio, 
with recent reports suggesting that 
resources are being pulled away from 
other projects to focus on getting it 
right. The game has also been pushed 
back from an autumn release this 
year to early 2019 to give Bioware 
more time to do so.

Knock-on effects
Despite the delay, the updates 
on Anthem’s progress have led to 
other revelations such as the fact 
that a new Battlefield is on the way 
this autumn. EA wants to give the 

Gamers might not 
have been keen on 
Mass Effect: 
Andromeda, but 
Bioware still has a 
stellar pedigree—
including being 
responsible for the 
likes of Star Wars: 
Knights Of The Old 
Republic and Baldur’s 
Gate. And of course 
the original Mass 
Effect trilogy is still 
exceptional, so while 
there are worries 
about the future now, 
we imagine they’ll 
pass quickly.

Past 
glory
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Do you want the 
good news or the 
bad news first? 
Don’t worry, it’s 
not that bad, but 
it is disappointing 
to learn that the 

highly anticipated Red Dead 
Redemption 2 isn’t coming out quite 
as early as we thought—it’s been 
delayed until October 26. On the good 
side of things, this does mean we now 
have a proper firm date for it, and 
we’ve been shown new shots to 
illustrate how it’s coming along. 
We’ve also managed to tease out a 
few new details while we wait to go 
on our Wild West romp. 

The press release from Rockstar 
announcing the delay is upbeat, and 
given what we’ve seen so far it’s in 
safe hands: “While we had hoped to 
have the game out sooner, we require 
a little extra time for polish. We 
sincerely thank you for your patience 
and hope that when you get to play 
the game, you will agree the wait will 
have been worth it.”

It’s also great that we can see more 
of the famous Dutch Van der Linde in 
his prime, here leading his gang 
before descending into madness and 
violence. Based on the first game, he 
was touted as a bit of a Robin Hood 
character in his youth, so maybe we’ll 
get to see that good side of him here, 
as a contrast to the slightly more 
harsh attitude of the game’s 
protagonist, Arthur Morgan. This 
cowboy doesn’t seem to have much 
of a conscience, threatening grieving 
sons, robbing trains, and holding up 

banks. Will Dutch bring Morgan around 
from wild and brutal to a more 
rounded figure, similar to John 
Marston from the previous game? 
Perhaps this will be a story of a bad 
man learning to be good, rather than a 
tale of an evil douchebag that just 
loves shooting people and taking their 
money. Dutch certainly seems to be 
demanding respect from his friends 
from the teases we’ve seen so far, so 

we’re hoping that Rockstar works its 
storytelling magic once again and 
creates a plot we’ll remember for the 
next ten years.

Train hard
Unfortunately, there are still a few 
things that we don’t know—including 
whether there will be more than one 
playable character in the final game, 
as there was in GTA V. We’ve seen a 
trailer that features several different 
characters, and the new screenshots 
give us another look at a female 
character that looks a lot like Bonnie 
MacFarlane from the previous game. 
She’ll play a big part in the plot, but 
will you be able to control her?

We’re also intrigued to hear more 
about the online modes in the game—
outside of information from 
unverifiable leaks, we know nothing 
about the multiplayer modes that Red 
Dead Redemption 2 will offer. We 
strongly suspect that there will be a 
large, shared world after the ongoing 
success of GTA Online. It’s likely that 
in-game currency will be purchasable 
with real-world money, just like in GTA, 
but in the current climate any talk of 
in-game purchases may not be met 
favorably by fans.

Whatever Rockstar plans to do, we’ll 
be finding out more in the next few 
months as the release date of the 
game gets closer. There’s so much 
still to reveal—and we can’t wait. 

We’ll have more on Red Dead 2 in the 
run-up to October.

Saddle up
Red Dead Redemption 2 finally gets a release 
date and some brand new screens

SHOOT 
OUT

“We’re hoping 
that Rockstar 
works its 
storytelling 
magic again” 

One of the things that 
the first Red Dead 
Redemption did so 
well was create a 
world that felt truly 
alive. There were 
animals, outlaws, 
and NPCs all over the 
map, and you can 
find and interact with 
all of them. With the 
increased power of 
the Xbox One (and 
Xbox One X), there is 
a lot more potential 
this time around. We 
are foreseeing a 
huge game world, 
similar in scope to AC 
Origins, and plenty of 
opportunities for 
emergent gameplay.

Living 
world

  EXCITED? HORRIFIED? LET THE WORLD KNOW AT WWW.FACEBOOK.COM/OXMUK
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BARREL   
WATCH
GAMING’S FAVORITE 
PROP RATED BY OUR 
RESIDENT COOPER

SEA OF 
THIEVES 
SPECIAL 
With so many 
barreled 
beauties I 

couldn’t help myself: I’m indulging 
in an all out orgy of curved wood, 
metal hoops, and sea salt.

Sturdy 
supports 
Proving that 
casks aren’t 
just for pretty 
storage, but 

will also be there to rely on in 
crises, be that to prop up your 
benches or support your tent.

Classic form 
Truly this is 
the barrel 
reaching its 
peak form and 
fulfiling its 

destiny as gaming’s greatest 
object. Full of explosives, this  
has got me primed to blow.

Holy trinity 
Three is the 
magic number 
when 
stacking kegs 
in an attractive 

manner. Our pirate chums take 
things further by mirroring this 
with cannonballs on the front.  

Food of  
the gods 
This fellow is 
actually a 
certified life 
saver, able of 

carrying copious bananas to heal 
your hurts as you sail the seas. 
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For the last few 
months we’ve 
spent a lot of time 
clutching our 
replica keyblades 
and going back 
through the 

twisting, turning plot of Kingdom 
Hearts series so far to try and 
remember what happened, and when. 
Now, at last, we’ve got some new 
information to dig our cartoon teeth 
into, and a confirmation that KHIII is 
definitely, honestly, not-even-joking 
still coming out in 2018. Probably.

The news came as part of the D23 
Expo in Japan, and it not only 
confirmed the release date of this 
year, it also gave us our first glimpse 
of a brand new world. This time, Sora 
and his pals will also be traveling to 
Monstropolis to meet Mike, Sully, and 
Boo in the world of Monsters Inc. 
What’s more, our heroes (as well as 
Donald and Goofy) are getting a pretty 
monstrous makeover.

Summoned up
We also got another look at the 
combat in the new title, including a 
battle on the famous Monsters Inc 
laugh floor, and action-focused 
sequence in the city of Monstropolis 
itself, and a fast-paced trip through 
the factory which sees Sora clinging 
to a door as it zooms along a rail. As 
with all of KHIII’s levels so far, it looks 

as authentic as we’ve come to expect 
from Square’s Disney-led series.

There’s also a closer look at how 
other characters will be integrated 
into battles across the worlds. 
Rapunzel spins around a tree bashing 
enemies in the world of Tangled, while 
Flynn Ryder rolls around on a barrel. 
Later in the scene, we see a new 
Summon, this time involving Ariel from 
The Little Mermaid, who appears in 

aquatic form before crashing down on 
enemies nearby. It looks like the team 
at Square is having a lot of fun with 
these iconic characters.

The interesting thing about these 
new scenes, though, is that it appears 
that Sora may be fighting with four 
allies. Previously he would battle 
alongside Goofy and Donald, but we’ve 
now seen him teaming up with two 
extra pals in battle. This presents 
interesting new possibilities in squad 
management, and means we may see 

some epic team-ups with other Disney 
characters as we explore.

There were other big revelations, 
too. For starters, at least one member 
of Organization XIII is still alive and 
kicking in the form of Marluxia, who 
returns after a long absence from the 
series. Sora doesn’t recognize him, 
though, as his memories were wiped 
in KH: Chain Of Memories (don’t ask—it 
only gets more confusing if you ask).

Finally, Square Enix gave us a 
glimpse into where it is with 
development of the game. Apparently, 
the early phase worlds are about 90 
percent complete, while the middle 
section worlds are roughly 60 percent 
finished. There was no mention of the 
final section of the game. Considering 
the title has been in development 
since at least 2013, we’ll believe that 
2018 release when we see it. 

The Monster 
mash-up
Kingdom Hearts III is still coming this year, 
and we’ve got some monstrous new screens…

SHOT 
TO THE 
HEART

“It looks as 
authentic as 
we’ve come to 
expect from 
Square’s series” 

Towards the end of 
the trailer we see 
Vanitas appear, and 
speak to Sora in his 
monster form. He 
says to Sora “I need 
the half of me that 
sleeps on in your 
heart.” Vanitas needs 
to merge with Ventus 
to create the x-blade 
for his master, 
Xehenort, and it 
looks like he’s finally 
worked out that 
Ventus is hidden 
inside Sora’s heart. 
That’s bad news—
Vanitas is one of the 
toughest opponents 
in any KH title yet…

ABOVE Sora, 
Donald and 
Goofy get a 
scary new look 
when they visit 
Monstropolis.

RIGHT We aren’t 
confident that 
Sora’s hair gel 
will stand up  
to that amount  
of water. 

Need to 
Ventus

  EXCITED? HORRIFIED? LET THE WORLD KNOW AT WWW.FACEBOOK.COM/OXMUK
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PLAY/EJECT
THE THINGS PUSHING 
OUR BUTTON (OR NOT)

Polly want a cracker
Sea Of Thieves’ 
executive producer 
Joe Neate suggested 
that Rare may add 
pets to the game for 
players that want to 
spend real money on 
them. Lootboxes are 
ruled out, though.

Kowabunga
The Teenage Mutant 
Ninja Turtles are 
punching their way 
into Injustice 2 in 
new DLC, complete 
with delicious pizza.

Duke it out
You will no doubt be 
psyched to hear  
that the classic  
Duke controller is 
available for pre-
order right now.  
Good times. 

This is (still) war
A special event that 
should only trigger 
when all of MGSV’s 
nukes are disabled 
was started due to a 
bug. War is hell.

Agents of Board-dom
Deep Silver Volition 
are working on a 
tabletop board game 
based on Agents Of 
Mayhem. Because 
that’s a thing that 
people want.

Where is Crackdown?
We keep asking 
Microsoft about 
the city-destroying 
adventure, but it 
remains tight-lipped. 
It’s coming to Game 
Pass, though…
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DAY 
OF THE 
DEAD

E

Get your pixelated sword ready, because 
Dead Cells is coming to Xbox OneDead Cells is coming to Xbox g One

We’ve seen plenty of hard-as-nails 2D 
platformers in the last few years. Shovel 
Knight showed the world how to do 
pixel-art and retro platforming perfectly 
on the Xbox One, and Ori And The Blind 
Forest showed us how classic gameplay 
can evolve for modern gamers.

Now Dead Cells, a Castlevania-
inspired action-platformer, is looking 
to do things a little differently. This 
Roguelike, Dark Souls-inspired title sees 
you exploring a non-linear castle in any 
direction that you want.

The twist? There are no checkpoints. 
You appear, you kill, you die, and you try 
again. With every death you can unlock 
a new level, or take a new path. Secret 
rooms and hidden passages open as you 
play, so there’s always plenty to explore.  

You can also expect tough combat 
that will require dodges, blocks, and 
well-timed swipes (Dark Souls-inspired, 
remember?), and bosses that will fill the 
screen. Keep an eye on this one. 

Dead Cells is coming to Xbox One in 2018.

Total cell-out
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Throughout 
the history of 
fighting games, 
we’ve seen guest 
characters turn up 
to gatecrash other 
universes for the 

sole purpose of kicking ass. With the 
announcement of Teenage Mutant 
Ninja Turtles arriving in Injustice 2, 
our minds started to run wild with the 
idea of a crossover fighting game on 
Xbox that would include not only the 
best characters in Xbox’s history, but 
characters from further afield too. We 
sat down to discuss our choices. 

Stephen: I guess I should just start 
with Master Chief then, that’s the 
obvious choice. Has he ever been in a 
fighting game?

Adam: Well, Master Chief hasn’t been 
in a fighting game, but there was a 
Spartan in Dead Or Alive 4, I believe. 
I always remember being annoyed 
because I felt it was messing around 
too much with the canon. Clearly I 
wasn’t a big fan of fun at the time. 

Russell: I can just see him blasting 
into people with his assault rifle and 
then finishing them off by plowing an 
Energy Sword into their chest.

Daniella: I don’t know. Wouldn’t he 
have too much power, what with using 
his guns from a distance and a melee 
weapon? He’d be dominating. 

Adam: That’s what we want though 
isn’t it? Besides, Dante from Devil May 
Cry turned up with his pistols and 
sword in Marvel Vs Capcom 3, so I think 
it would work.

The characters we’d 
have in a crossover 
fighting game
We debate our ultimate roster of sparring pals on Xbox One

OXM
DISCUSS

LEFT The real 
question is  
who would be 
beefier:  
Marcus Fenix or 
Master Chief? 
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Stephen: Hey, if Injustice can have 
Superman, who is basically invincible, I 
think the Chief is fair game.

Russell: You could even have him 
facing off against Marcus Fenix in a 
testosterone-fuelled brawl.

Daniella: Yeah, I suppose sparks flying 
everywhere as a Lancer’s chainsaw 
comes grinding down on an Energy 
Sword would be pretty entertaining.

Adam: For my game I would choose 
Commander Shepard. If she can 
take on a whole legion of rampaging 
sentient machines and save the 
galaxy, she can take on anyone.

Stephen: How about Lara Croft? 
Although she would be underpowered 
if anything, right?

Russell: No, I don’t think so, she’s got 
the acrobatics. She’ll be all about the 
kicks, Cammy [Street Fighter] style. 
She’s also got a pickaxe to do some 
serious damage with. 

Daniella: I’ll throw in a curveball and 
say Clickyclaws from Ooblets. He’s a 
tiny yellow cat thing with attitude. He 
could out-sass anyone. He’d screw 
his face up, stomp his little feet, and 
shake his fist at them in frustration. 

Stephen: Going way back, I would love 
to see Earthworm Jim. He’d be an 

amazing character to have, using his 
body as a whip and a plasma gun. He 
could even have his companion, Peter 
Puppy, go berserk on everything.

Adam: We could go mad and choose 
different characters from cartoons, 
like Biker Mice From Mars. 

Russell: Nobody wants the Biker Mice 
From Mars in a fighting game.

Daniella: You’d have to take them off 
their bikes, and then unless you set 
the level on Mars, they’re just mice. You 
basically want mice in a fighting game.

Adam: Yeah, I clearly didn’t think that 
through. How about Street Sharks 
then. Anyone remember them?  

Daniella: No, but I do remember 
Thundercats. I’d like to see them 
fighting the TMNT guys from Injustice 
2. In fact you could probably just have 
a whole Thundercats fighting game 
using just those characters.  

Stephen: What would all their ultimate 
powers be? I guess Master Chief could 
call in a Warthog and mow everyone 
down or send in a couple of suicidal 
Grunts exploding into the enemy.

Adam: Lara could use relics with 
supernatural powers that could send 
in spirits of Egyptian pharaohs. 

Russell: How about a random pirate 
from Sea Of Thieves? Jumping on 
screen playing a hurdy-gurdy, with 
everyone holding their ears in pain. 
 
Daniella: One of the Monster Hunter 
Palicoes would be great to see. Their 
ultimate power could be that you 
wouldn’t want to hurt it, because it’s 
so cute, and you’d just end up winning 
by default. It could even heal itself by 
cooking a big meal. 

Adam: What would we even call an 
Xbox crossover fighting game?

Russell: Xbox Crossover Fighting Game: 
The Video Game?

Daniella: How about Xboxers?

Stephen: If Microsoft are listening, we 
want 25 per cent of the profits. 

 Stephen Ashby
Editor
Claims he’s doing 
important research 
when looking 
online for prices 
of Lancers and 
Energy Swords.

OXM
PANEL

 Daniella Lucas
Deputy editor
Enjoys 
manipulating 
people with cute 
characters to make 
it easy to unleash 
unimaginable pain.

 Adam Bryant
Staff writer
Won’t stop talking 
about how much 
he loves Mass 
Effect and that 
Femshep could kick 
everyone’s ass.

 Russell Lewin
Production Editor
Has booked a 
sizable hall and a 
bunch of cosplay 
outfits to find out 
which character 
would win.

“Nobody wants 
Biker Mice 
From Mars in a 
fighting game”

“Microsoft Word’s 
Clippy would be a 
great choice. He 
would be great for 
counter attacks, 
stopping his enemies 
mid-combo.”
Nelson Lee

“The Lamborghini 
Centenario straight 
out of Forza Horizon 
3. You can’t punch 
what hits you at 
250mph.”
Reece Spencer

“Blinx. Just give me 
more Blinx.”
Ross Keniston

“Well I think everyone 
would love to see 
Marcus Fenix and 
Master Chief but I 
think you would need 
to throw Dom, from 
Gears Of War, in there 
as well.”
Brody Sangster

“Urdnot Wrex, Urdnot 
Grunt and General 
Raam immediately 
spring to mind and 
they’d all be 
powerhouses.”
Jason Lee Turner

“If there were to be a 
Microsoft fighting 
game, I’d love to see 
Kameo from Kameo: 
Elements Of Power.”
Caio José Zubek

HOT TOPIC
WHICH CHARACTERS 
WOULD YOU LIKE TO  
SEE IN A CROSSOVER?

Agree with the above? Have 
your own ideas? Tell us at 
facebook.com/oxmuk
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Steve searches for pirate booty with the  OXM crew 

The Hunter
Stephen Ashby is...

Y 
ou can’t carry out every 
hunt alone, so this month 
the crew of the good ship 
OXM meets up at a pirate 
outpost. White Shark Woz 
is keen to begin a voyage, 

but we wait for the cabin boy, Briney 
Bryant. A night of grog-fueled plunder 
has meant our shipmate, Doubloon Dani, 
has had to take some shore leave to have 
a lie down, so it’s up to the three of us to 
find gold with our large galleon.

Rather than clamber aboard our 
ship, though, we must first learn how 
to use the gangly appendages that 
some landlubbers call ‘hands’. We find 
ourselves encumbered with all kinds 
of piratey nonsense, from weighty 
cannonballs to nature’s least serious 
fruit—bananas. We spend a moment 
jostling around on the jetty pulling 
out compasses, telescopes and other 
nautical paraphernalia, then finally work 
out that pressing Y lets us pull out a 
pistol. When we first heard of Sea Of 
Thieves, we thought we would feel like 
Captain Jack Sparrow. At the moment we 
feel more like a crappy Captain Hook.

Now that we know how to shoot at 
stuff, we leap aboard the ship. As self-
proclaimed captain, I take the wheel. We 
have no idea of how to sail, so the first 
few minutes involve a fair bit of shouting 
and some rather aggressive emote 
usage. In the end we raise the anchor, I 
turn the wheel, and we instantly crash 
into the beach.

Booty-licious
Thankfully, just as I’m about to blame 
everyone else for making me steer 
straight into an island that I could clearly 
see, another pirate appears to join our 
crew. This wily old sea dog is an unknown, 
randomly matched with us by the sea 
gods themselves, but we’re happy for him 
to join us on our voyage—we’re a crew 
member short, after all, and this large 
ship needs all the hands we can get.

White Shark Woz throws his voyage 
scroll down on the captain’s table and 
we all gather to violently chuck blades 
at it. It’s a health and safety nightmare 
(we can already hear the HR meeting 
we’ll have to have about this), but at last 

we have a haul of booty on the horizon. 
With me at the wheel once again, our 
experienced friend and Woz take control 
of the length and angles of the sails, 
while Briny Bryant takes up station in 
the crow’s nest and shouts things like, 
“wow, the water looks awesome on the 
Xbox One X,” and, “oh crap, there’s a 
rock! Sorry, I was distracted by the water 
physics. Go left!” You know, just classic 
pirate stuff.

We reach the island, and almost 
instantly find the chest. Then, just as 
we’re about to head back to the ship, 
our old advisor spots another one. This 
treasure-hunting lark is easy. Buoyed by 
the idea of even more pirate booty I grab 
it, but all is not well—this cursed chest 
has made me drunk. I tell the guy I’ve just 
met that he’s my best friend and I love 
him, then stumble over a cliff.

The drunken sailor
After what I would describe as a… 
multidirectional swim back to the ladder, I 
clamber onto our ship, gratefully drop the 
chest, and find that we’ve been boarded. 
The rest of the crew are already fighting 
off the mangy cur, who realizes he’s 
outnumbered by seasoned sailors and 
runs below deck to hide. Briny Bryant and 
I heroically stride down, pistols drawn, to 
face him. Two shots later, and he’s down, 
off to spend some time on the Ferry of 
the Damned. He didn’t even notice the 
chests behind him, the fool. 

As the sun sets, we make our way back 
to port. The sky turns a beautiful shade 
of orange. The wind is behind us. Briny 
Bryant plays ‘Ride Of The Valkyries’ on a 
hurdy-gurdy (which is a sentence I never 
thought I would type). As we dock and 
Woz stumbles down the gangplank with 
the chest, I wonder whether friendship is 
the real treasure here. Nah, forget that—
it’s pirate gold. Y’arr! 

Why not join Steve on his hunt? You’ll 
find him on Xbox Live @Seryph01.

“We feel more  
like Captain Hook 
than Captain 
Jack Sparrow”
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The games we want the most



If team OXM were forced to do battle until the last man standing, Russell would win. He’s vicious

024

028

030

034

OXM’S 
MOST

WANTED

 Steve’s pick
Greedfall
I love a fantasy RPG 
set on a magical 
island. Know what I 
love more, though? 
A tree with legs. And 
Greedfall features 
both of those things.

 Dani’s pick
Darwin Project
This twist on the 
battle royale genre 
intrigues me, 
because you can 
basically play god  
as the director.

 Adam’s pick
Vampyr
I’m excited to be a 
morally ambiguous 
vampire roaming 
the streets of 1920s 
London. Can’t wait to 
take a bite.

Ever felt like undergoing a complete makeover? 

Perhaps because you’re tired of your look, or you 

want to be someone else for a bit. Getting into 

a game can be a bit like that—you can step into 

someone else’s shoes for a few hours. But what if 

you’re more indecisive than that, and want to change 

every five minutes? Well,  Biomutant  (p24) is here 

to let you morph and shapeshift parts of your body 

however you please. Bright scaly arms and lovely 

furry manes here we come! We’ve also been feeling 

rather thirsty recently, and craving rarer and rarer 

steaks (ever since we found these weird prick marks 

on our necks one morning). The sun is starting to 

feel particularly harsh too, but at least we’ve got 

friends in  Code Vein  over on p28. Though they’re far 

more good-looking and acrobatic than we are, and 

they’d also probably beat us if we went up against 

them in  Darwin Project  (p30). While iron-rich blood 

is becoming increasingly appealing, we’re not that 

destructive. Maybe we’ll play it safe as a director of 

the action instead. Luckily,  Vampyr  (p34) looks to 

be very much our thing, with its lovely dark streets 

and alluring bare necks that seem to be calling out to 

us. Maybe we can even learn a thing or two from the 

insights of the good doctor who seems to have gone 

through this thing before.
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It’s no surprise that a racoon-rat-
thing would survive the apocalypse. 
What’s slightly more surprising is 
that they would mutate into a race of 
intelligent beings, learn martial arts, 
and then have to save the world from 
a second, even worse apocalypse. 
These guys can’t catch a break.

Before you take charge of 
Biomutant’s mutated rodent kung fu 
master, though, you first must choose 
what kind of fighter you want your 
hero to be. The choice is important—
your stats will change depending 
on the height and weight of your 
character. Finding the right mix of 
damage, health and agility, as well as 
making your furry little guy (or gal) look 
completely badass, is important.

Once you’re ready, it’s time to save 
the world. And that world is huge, 
divided into five areas that you can 
visit in any order you like. It might look 
like a paradise waiting to be explored, 
but there’s a darkness hidden 
beneath the lush green grass.

“At the start of the game, there’s 
kind of an equilibrium,” explains 
Stefan Ljungqvist, founder and 
studio head of Experiment 101. “The 
Tree of Life that stands tall at the 
world’s center is struggling to survive, 
seeping death from its five gigantic 
roots that stretch out in all directions 
across the open world. There are huge 
creatures gnawing at the end of each 
root, slowly corrupting the Tree.”

So far, so RPG. But there’s more 
to this game than a simple ‘kill five 
bosses’ quest. Yes, you can choose 
to find these beasts in any order 
that you like, but you can also tackle 

them in a number of different ways. 
“You have a choice to seek out any 
of these five creatures at any time in 
the game and try to defeat them, or 
enter into a pact with one of them,” 
says Ljungqvist. “It’s up to you, and 
you can be sure your choice will have 
a big impact on the world and your 
personal end of the game.” But you 
don’t have to confront the creatures 
if you don’t fancy a fight. If you prefer, 
you can search the world for Nono—
small spirit potatoes (yes, really) that 
can cure the roots, and give the Tree 
of Life the ability to take a stand 
against the creatures itself.

Tribal warfare
But it’s not just giant beasties and… 
um, smaller beasties that populate 
this ambitious game world. Tribes are 
living here too—at the start of the 

game, you’ll meet the Yin and Yang 
tribes. Each have a headquarters 
and outposts across the map. “If you 
choose to ally with and help a tribe, 
their Sifu [Master] will offer to teach 
you the tribe’s style (for example 
Chicken Kung Fu or Turtle Kung Fu) 
and eventually you’ll have a chance to 
earn the Tribe’s relic weapon…” teases 
Ljungqvist. He had us at Chicken Kung 
Fu, to be honest. Team up, and you 
can help one tribe conquer the other’s 
outposts, strengthening your chosen 
tribe and weakening the other. If 
enough outposts are defeated, the 
tribes will wage war, and you can be a 
part of the battle.

“The outcome of the battle will 
leave the strongest standing,” says 
Ljungqvist, “and the leader’s karma 
and your choices will have an impact 

MAIN Equipping 
gear will give 
you different 
buffs and 
abilities. For 
example, you’ll 
need a gas mask 
and oxygen tank 
to enter the 
Dead Zone…

Experiment 101 was founded by ex-Avalanche devs who worked on Just Cause and Mad Max

“Making your 
furry little guy 
look completely 
badass is 
important”

PUBLISHER THQ NORDIC  DEVELOPER EXPERIMENT 101

FORMAT XBOX ONE ETA LATE 2018

Teenage mutant  
ninja rodents 
Stephen Ashby

Biomutant
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ABOVE The 
game features 
a prominent 
narrator, 
who plays an 
important role 
in the game. 
He does get a 
little annoying, 
though…

LEFT As you 
progress 
you’ll be able 
to unlock 
paragliders, 
balloons, and 
mech suits 
to help you 
navigate and 
fight.

RIGHT There’s 
gear to help 
you withstand 
biohazards, 
electricity, 
cold, and more.
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on the fate of the losing tribe and 
their leader—which will also play a 
part in your ending.” Eventually, you’ll 
have a choice. Your chosen tribe can 
defeat, subdue or unite the others. 
Your choice, and the karma of the 
last leader standing, will also affect 
your ending.

We know what you’re thinking 
though. We’ve just strolled through 
that last paragraph, causally 
sprinkling the word ‘karma’ as if you 
know what the hell we’re talking 
about. Let us clear that up for you. 
Every choice you make in the world will 
change your level of karma, good or 
bad. At a basic level, dialogue choices 
may affect the quests, options and 
conversations you have. Your karma 
level will also affect how certain 
characters greet or talk about you.

“Essentially this also plays into your 
personal ending—there’s no right or 
wrong in this, it’s the way of the world, 
and the choices you make affect 
it,” says Ljungqvist. “Your choices 
will quite often take your karma into 
consideration, even on a conscience 
level.” He’s not being philosophical 
here, either—there is literally a ‘voice 
of conscience’ that will act as a 
guardian of what you think, feel or do. 

Going big
This sounds like a game of serious 
scope, right? And that’s before 
we’ve even started talking about 
the character abilities, weapons 
and armor—this is an RPG after 
all. Experiment 101 has created 
a system that will incorporate 
two styles of mutation, as well as 
Bionic Enhancements, to power 
your character up. Add to that the 
customizable weapons and gear that 
will affect your stats (we’ll get to them 
in a minute) and you’ll understand 
that this isn’t some RPG pretender. 
This is the real deal.

The Bio-mutations, PSI-mutations, 
and Bionic Enhancements all have a 
major impact on how your character 
looks, as well as what they can do in 
battle. There are at least five types 
of each one, and each of these has 

five upgrade levels. If this is starting 
to sound confusing, don’t worry—
Ljungqvist reassures us that the team 
has carefully considered each one. 
“We want to make sure that they all 
have a meaning in the game, and add 
something to your creative toolbox 
to enhance a certain style of play in 
combat or exploration of the world.”

Bio-mutations, such as a growth 
on your back that lets you deflect 
bullets, will have a visual impact on 
your character, but PSI-mutations 
will give you psychic powers, allowing 
you to shoot sparks from your claws, 
or use telekinesis to fling objects 
or enemies around like toys in the 
weirdest playroom ever. You can also 
‘re-code’ your molecular structure 
at bio-pools, alternating your DNA to 
adjust your physical shape, size and 
basic attributes. So if you made a fat, 
neon-pink cat with green stripes at 
the start and immediately regretted 
it, you can remold your character into 
something less vomit-inducing.

Of course, having a cool character 
is pointless if they’re wielding a 
crooked stick and shouting ‘bang!’ 
instead of holding an actual gun. 
Thankfully, not only are there guns 
and melee weapons, customization 
options let you create your own 
lethal combinations.

“We try to provide as much 
freedom as possible when it comes 
to weapon crafting,” says Ljungqvist. 
“So for example, you’d be able to 
weld a concrete slab to a baseball 
bat and fit pieces of broken glass, 
a screwdriver and a module with 
bio-contaminated sludge to it, to 
make a crush-style melee weapon 
that makes the target vomit.” This 
is just one example, but we think 
it’s a damn good one. It’s the same 
deal for ranged weapons, too—there 
are different styles of gun, from 
shotgun to automatic rifle, as well 
as attachments and different ammo 
types that can freeze, ignite, or 
electrocute your enemies.

If there’s one thing we learned from 
our chat with Ljungqvist, it’s that 
the team at Experiment 101 aren’t 
messing about. Biomutant is an 
ambitious RPG with all the elements 
you’d expect from a triple-A title. Can 
it bring them together and create a 
game that’s truly unforgettable? Only 
time will tell, but things are shaping 
up well. 

“We try to provide as much 
freedom as possible when it 
comes to weapon crafting”

There are plenty of 
upgrades available 
in Biomutant, and 
they all affect 
your character 
differently. 
Bio-mutations 
are physical 
mutations that 
can be upgraded 
in special pools. 
PSI-mutations 
are unlocked 
and upgraded 
by seeking out 
old radioactive 
machines in bunkers 
and exposing 
yourself to the 
rays. Finally, Bionic 
Enhancements 
are crafted by 
the brilliantly-
named Whiz the 
Tinkertonker, 
or by finding 
artifacts from the 
old, dead world.

MUTATION 
STATION

The combat style is based on the Chinese martial art of Wushu
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Look, we’re just going to get this 
out of our system. Dark Souls! 
Whew, that’s better. It seems 
almost impossible not to reference 
Fromsoftware’s immensely popular 
and punishing title every time we talk 
about Code Vein. It sounds unfair, but 
the developers aren’t shying away 
from this comparison—in fact, they’ve 
embraced it, and created something 
with a unique style and intriguing 
narrative. This month, we popped 
over to Bandai Namco to check out 
the game first-hand and to see if this 
bloodsucking bruiser can hold a flame 
to its brutal genre brethren.

Set in a post-apocalyptic world 
consumed by a corruptive force 
known as the Thorns of Judgement, 
you play as a Revenant, one of the 
few survivors in a secret society 
called Vein. Equipped with special 
abilities, known as ‘Gifts’ (which have 
unfortunately robbed you of your 
memory and left you with a thirst for 
blood), it’s your job to regain your past 
and save this dying world from the 
ghoulish Lost, who plague the land.

But there’s no need to go it alone 
in this dark and dreary world; you can 
have an AI pal to keep you company. 
Not compulsory, of course, but there 
are a few of these bloodsucking 
buddies, and during our playthrough 

we met Mia, a somewhat sassy 
compadre, whose witty one-liners 
put us in our place when we mistook 
an enormous gangly ghoul wielding a 
huge sword for a gentle giant looking 
for a friend. Your trusty companion 
will do more than just brighten up 
the place, as they will also help you 
by attacking and more importantly 
distracting enemies. And that’s not 
all—quite a few times when we lost 
all of our health, Mia used one of her 
‘Gifts’, which drained her health and 
replenished our own. Don’t rely on 
this too much (like we did), though, 
because if Mia dies you’ll only have 
your combat cunning to keep yourself 
alive. Luckily, there are checkpoints 
called Mistles, which act in exactly the 
same way as the bonfires from Dark 
Souls, and after we dust ourselves off 
a bit, we’re soon back in action.

Combat rocks
As you might expect, it’s easy 
to become overwhelmed during 
combat, and those familiar with the 
Souls series will have an easier time 
adjusting. However, to counter this, 
Code Vein offers an expanded range of 
abilities in the form of a customizable 
‘Gift Palette’, which allows you to 
switch up your tactics during battle. 
Abilities that increase your defense 
and attack power, or fire projectiles 
at your foes and wrap your weapon in 
lightning, are easily accessible with 
the tap of a button. 

We fought our way to the Queen’s 
Knight, the boss of this area, who 
was a tough little cookie. Despite 
our best efforts, we couldn’t defeat 
him. Our first attempt was the most 
successful, the others spent trying 
out new tactics and identifying the 
enemy’s different attacks. Well, at 
least that’s what we were telling 
ourselves as we died again, and 
again, and again. Unless you’re very 
lucky, these confrontations will be 
of the trial and error variety—yes, 
like Souls. Once our time was up, we 
wanted to go back and try again, 
which is the hook with games of this 
ilk. The level of challenge is high, and 
the sense of reward and achievement 
you get from defeating enemies is far 
too great not to chase. We can see 
ourselves sinking many hours into 
Code Vein when it arrives this year.  

‘Blood Tears’ will be 
used throughout 
the game to sate 
your Revenant’s 
bloodlust and 
prevent you from 
turning into one 
of the beastly 
creatures called 
Lost. These crimson 
gems are a rare 
commodity because 
the Blood Tear 
Springs from which 
they grow appear 
to be withering and 
dying. Thankfully, 
you have the ability 
to revive them by 
sacrificing a little of 
your own blood.

CRYING VEIN

“There’s no need to go it 
alone; you can have an AI 
pal to keep you company”

PUBLISHER BANDIA NAMCO  DEVELOPER 10 CHAMBERS COLLECTIVE  
FORMAT XBOX ONE ETA 2018

We head into the post-
apocalypse and realize the 
value of friendship 
Adam Bryant

Code Vein

Real life 15th century Romanian prince Vlad the Impaler was the inspiration behind Dracula
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ABOVE There are 
three types of 
Blood Veils 
you’ll use to 
drain the 
enemy’s blood: 
Ogre, Wolf, and 
Stinger.

FAR LEFT Haze is 
Code Vein’s 
version of souls 
and losing a 
bunch of them is 
just as painful. 

LEFT You’ll find 
crystalized 
memory fragments 
allowing you to 
experience a 
Revenant’s past.
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It’s horribly cold, you’ve been 
dumped in an arena, and now 
you have to kill all of your friends 
for the entertainment of others 
and your own survival. Darwin 
Project is essentially Hunger 
Games: The Videogame, then, but 
without the flamboyant outfits 
and parade beforehand. Much like 
PlayerUnknown’s Battlegrounds and 
Fortnite, it’s essentially a battle 
royale at heart, but with a few twists.

Matches are much smaller, with 
only ten people in an arena, so it’s a 
little less frantic, and has a greater 
focus on survival with crafting. It’s not 
just your fellow players you have to be 
wary of; the arena itself is also deadly. 
It’s bitterly cold, and you will freeze 
to death if you don’t find somewhere 
warm or start a fire, but by starting a 
fire you’ll also give away your position, 
and other players will be able to track 
and/or murder you more easily, so 
there’s a huge amount of risk involved. 
You can also find devices located 
around the arena that will show you 
where other players are, or help you 
follow their footprints. This all adds up 
to create an environment where you’re 
constantly hunting people down while 
being hunted yourself.

The lack of guns in the game mean 
you won’t be able to do any serious 

damage from a distance. You can 
eventually get bows, but most of 
the time you’ll be forced to get your 
hands dirty by getting up close and 
personal. You have an axe to help you 
chop down wood for fires and which 
also comes in handy if someone tries 
to sneak up on you and get in your 
face. A few chops should do the trick. 
The arena is also full of other tools 
and traps that you can use to your 
advantage—if you’re clever you can 
use a fire to lure people towards your 
position before taking them out.

Spectator sport
For those watching a match unfold, 
there are several ways to interact with 
the game—you can bet on certain 
players or even vote on who to reveal 
for a manhunt. There’s also a game 
director to help facilitate all of this, 
able to provide commentary or give 
certain players buffs or debuffs to try 
and encourage a more dramatic game 
for everyone involved.

A recent beta test of the PC version 
provided some insight into how a 
match will actually play out. Mostly 
the response was positive, with the 
director position helping to ramp 
up the tension. However there were 
complaints over how some aspects 
worked and could be abused. For 
instance, there’s a planned mechanic 
that lets a director broadcast a 
player’s location to start a manhunt of 
that person, but it was already being 
abused by spiteful players, or those 
who teamed up with others to give 
their friends more of an advantage. 
It’s a massive problem for players, 
as those that abuse the director 
powers will ruin the games for others, 
so some aspects might have to be 
reworked to prevent this. Or at the very 
least some kind of reporting feature 
or balance tweaks to lessen the 
potential for bullying.

While there definitely are a few 
kinks to work out before a full release, 
it’s a really promising idea that blends 
the best of battle royale games with 
those that love to watch games on 
the likes of Twitch and Mixer. If done 
well it could quite possibly kickstart 
a new genre of more spectator-
orientated gaming, but it will all 
depend on how well it’s balanced to 
see if it makes for a good show.  

The big draw of 
this game is the 
built in director and 
spectator modes. 
This game has 
been designed 
from the ground 
up to be broadcast 
for others, and will 
be integrated with 
Microsoft’s Mixer 
service for those 
who want to stream 
their playthroughs.

LITTLE 
MIXER

“It’s not just your fellow 
players to be wary of; the 
arena is deadly as well”

PUBLISHER SCAVENGERS STUDIO  DEVELOPER SCAVENGERS STUDIO

FORMAT XBOX ONE ETA SPRING 2018

Mixer-ing it up with TV-style 
direction Daniella Lucas

Darwin 
Project

Darwin Project is more akin to The Hunger Games movies than PUBG
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ABOVE Just 
because you can 
find sci-fi 
machines it 
doesn’t mean 
they’re there to 
help you. 

LEFT Your axe is 
your best 
friend, used for 
both surviving 
the environment 
and surviving 
fights with 
other players.
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ABOVE The 
settlers have 
been finding it 
increasingly 
difficult to have 
picnics in this 
new land.

RIGHT With 
forests, plains, 
swamps, and sea 
shores, there’ll 
be plenty for 
your eyes to 
feast on.

FAR RIGHT The 
natives of this 
land have 
embraced nature, 
and appear to 
be attuned to 
its magic.
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When we first glimpsed this 17th 
century fantasy RPG, we were eager to 
find out more. Well, this month, Spiders, 
developers behind The Technomancer 
and Bound By Flame, gave us a demo 
of its biggest game yet, and we’re 
even more excited than before.

Your homeland has been plagued by 
a relentless disease with no known 
cure, and the discovery of a 
mysterious island full of magic and 
strange creatures has brought hope 
of finding one. We join the main 
character 15 years after the discovery 
of this island, which has now been 
settled by many different nations with 
their own motivations. As a member of 
the Congregation of Merchants, one of 
the six factions located in these 
lands, it’s your job to form allegiances, 
but at the same time you’re on a 
personal mission to save your mother, 
who is dying from the disease.

Greedfall is all about choice and 
consequence, and every decision you 
make will have an impact on the story. 
But those choices won’t be black and 
white, as none of the factions are 
inherently good or bad. “We didn’t 
want the evil guys to be just evil, it 
makes no sense,” explains Spiders 
CEO Jehanne Rousseau. “Here all the 
factions and all the different 
characters have a real reason to act 

the way they do. You may not like the 
reason but they still have one.” 
Basically, you’d better have a silver 
tongue and a good moral compass.

Fighting fantasy
But it won’t just be a battle of wits—
one section of the demo sees us 
fighting with members of other 
factions. There’s also the strange 
beast and other creatures to contend 
with. Killing enemies will reward you 
with items and materials to craft and 
customize your armor and weapons, 
of which there are a huge variety, from 
swords, axes, and daggers to long and 
short range firearms. The combat 
seems fairly straightforward, with your 
typical attack, parry and dodge, but 
you also have magic in your arsenal. 
We were told that there will be over 
100 different skills to choose from, 
allowing you to play the way you want.

You won’t be venturing into this 
world alone, either; a companion from 
each of the factions joins you. Two 
can be with you at any given time, and 
certain members will benefit you in 
different ways. For example, Siora, one 
of the natives, will act as translator, 
and having her in your party will let 
you understand the native language.

Other factions outside of your own 
and the natives include Theleme, a 
religious autocracy inspired by the 
Vatican, who wish to convert the 
natives and bring them into their fold. 
The Bridge Alliance consists mostly of 
scholars and alchemists looking to 
discover the islands secrets. Then we 
have the Coin Guard, which act as 
bodyguards. You’ll meet a lot of the 
these, as they are hired by the other 
factions and have become hugely 
influential as a result. The Nauts, who 
are the navigators and explorers of 
this world, have also risen to 
prominence due to being the only one 
capable of sailing the dangerous seas 
around the island.

We love a good in-depth RPG and 
Greedfall is set to be one of the 
deepest we’ve seen in a while, with 16 
different locations to explore, a robust 
customization and crafting system, 
and branching storylines with 
interesting characters all set in an 
original universe. Our expectations are 
obviously high, and we’re confident 
Spiders can deliver. 

“We didn’t want the evil 
guys to be just evil, it 
makes no sense”

Although your 
character will 
be completely 
customizable by 
sex, hair (which 
will be historically 
accurate, so sadly 
no mohawks), 
height etc, one 
thing you won’t 
be able to change 
is the mysterious 
markings on the 
character’s face. 
The developers 
were tight-lipped 
about the causes 
of this, but we think 
our friend has been 
playing with magic 
and got burnt.

MAGIC 
MOMENTS

The style of the game was influenced by 17th century artists such as Vermeer and Rembrandt

PUBLISHER FOCUS HOME INTERACTIVE  DEVELOPER SPIDERS

FORMAT XBOX ONE ETA TBA

How diplomacy can get 
difficult when magic islands 
are involved Adam Bryant

Greedfall
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There are plenty of ways you can 
go about creating a game involving 
vampires. You could have a romance 
story where ridiculously good-looking 
vampires glitter in the sunlight, or 
have an awesome anti-hero mowing 
down swathes of bloodsuckers in 
an underground night club while 
sprinklers shower everyone in blood. 
You could even document the lives 
of some vampire flatmates as they 
prepare for a night on the town. But 
Dontnod, of Remember Me and Life Is 
Strange fame, has decided to take a 
different path with Vampyr.

Set in the gothic streets of London 
in 1918 during the height of the 
Spanish flu epidemic, this narrative 
action RPG centers around doctor-
turned-vampire Jonathan Reid on a 
mission to discover the bestower of 
this foul and demonic affliction. But 
as luck would have it, Reid just so 
happens to be an expert in the field 
of blood transfusions, and has been 
offered a night-shift position at a 
local hospital, where he can carry out 
his investigation without impediment.

Along with becoming a predator of 
the night, you’ve been gifted with a 
particular set of skills. Some of them 
are a bit bitey, yes, but others will 
allow you to manipulate the populace 
and syphon the information you need 

from them to help you on your way. 
You can even mesmerize people 
and lead them into a dark corner for 
a light snack. But you’ll have to be 
careful, because there will always be 
consequences for your actions.

Jonny rotten
This is where the morality, which lies 
at the heart of this tale, comes into 
it. Reid has spent the majority of his 
working life saving lives; he must now, 
in a cruel twist of fate, take them to 
save his own. You see, in order to gain 
XP and evolve your vampiric abilities, 
you’ll need a lot of the juicy red stuff, 
and the only source will be from the 
60 or so unique characters that you’ll 
be interacting with throughout the 
game. Each one has their own story, 
motivations, and aspirations, so the 
challenge will be how you wrestle 
with your conscience as you drain the 
blood from your victims.

While it’s entirely possible to 
succumb to your blood lust and 
feast on every character you meet 
to become a very powerful vampire 
indeed, your decisions and actions 
will drastically affect the game. 
Taking out the denizens of one area 
will leave it open to infestation by 
ghoulish vampires, called Skals, while 
killing a merchant will prevent you 
from purchasing any more items in 
that specific area. You’ll need to think 
carefully when choosing who will 
provide your next meal. 

In terms of combat, it seems that 
Dontnod has learnt a few lessons from 
Remember Me, which the developers 
confess came across as fairly stiff. 
This time it’s a more tactical affair, 
as you’re required to learn how to 
dispatch your enemies as quickly 
and efficiently as possible—mainly 
because they themselves, especially 
the vampire hunters, have developed 
ways in which to do the same to you.

Expectations are obviously high, 
but so far, from everything we’ve 
seen, it looks like Vampyr is set to 
become just the vampiric fantasy 
simulator you’ve been waiting for. 
Roaming dark alleys and skulking in 
the shadows has never felt so good. If 
you’re thirsty for more, you’ll be happy 
to know we’ll have more in-depth 
information to sate your bloodlust in 
our next issue.  

You’ll have to 
keep an eye on 
everyone’s blood 
quality as, over 
time, people’s 
health may 
deteriorate. You 
can rear them back 
to health, but the 
twist here is that 
the serum that 
you use to improve 
your abilities is the 
same one used to 
help those that are 
unwell. We guess 
it just depends on 
how nice a vampire 
you wish to be. 

BLOOD 
WORK

“You’ve been gifted with a 
particular set of skills, some 
of which are a bit bitey”

PUBLISHER FOCUS HOME INTERACTIVE  DEVELOPER DONTNOD

FORMAT XBOX ONE ETA JUNE 2018

Death is pretty difficult 
when you’re a vampire with 
a conscience Adam Bryant

Vampyr

It’s known that editor Steve bathes in the blood of other mag editors to retain his youthful looks
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ABOVE Dontnod 
has done a 
spectacular job 
of capturing the 
dark and dreary 
mood of 
disease-ridden 
London. 

FAR LEFT By the 
looks of things, 
if you get too 
heavily into 
your roleplay of 
a vampire it’ll 
start to show.

LEFT You’ll get 
three Ultimate 
abilities. One 
of which impales 
people with 
smokey spikes.
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SMOKE AND SACRIFICE

PUBLISHER CURVE DIGITAL  
DEVELOPER SOLAR SAIL GAMES  DUE TBC 2018 

This hand-animated adventure from 
London-based Solar Sail Games will see a 
young mother trying to find her lost child 
after a sacrificial ceremony that isn’t what 
it seems. The dark fantasy world that the 
team have created is all hand-drawn, giving 
every NPC and enemy real character. We’ll 
be going hands-on with this RPG in the 
next issue of OXM.

roundup
THIS MONTH IT’S ALL ABOUT LEGENDARY FIGHTERS,  
METAL-SUITED HEROES… AND ANGRY MOMS STEPHEN ASHBY

DEAD RISING 5

PUBLISHER CAPCOM  
DEVELOPER CAPCOM VANCOUVER   
DUE TBC 2019 

Capcom’s Vancouver studio, developers 
of the last three Dead Rising titles, has 
laid off around 50 staff members. A report 
from Kotaku suggested that Frank West’s 
next adventure might have had its scope 
reduced. In a statement, Capcom said: 
“The team… is dedicated to its flagship 
Dead Rising series.” Hmm.

NEXT UP HERO

PUBLISHER ASPYR  
DEVELOPER DIGITAL CONTINUE  DUE TBC 2018 

This game is all about community. Every 
time you die, your character leaves behind 
an echo that can be revived by your next 
hero. Die enough, and you’ll be running 
around with your own little spectral army! 
Expect classic weapons such as swords 
to appear, but don’t be surprised if you 
stumble across laser turrets and bongos  
for a more eccentric approach.

DESTINY 2

PUBLISHER ACTIVISION  
DEVELOPER BUNGIE  DUE OUT NOW 

After months of… let’s say ‘divided’ 
feedback from fans, Destiny 2’s devs have 
spoken about plans to speed up Crucible 
and make firefights more engaging. The 
update will increase movement speed and 
mobility, as well as increasing the regularity 
with which supers will charge, and ramping 
up the impact of power weapons. Good, but 
will it be enough?

DEEP ROCK GALACTIC

PUBLISHER COFFEE STAIN PUBLISHING  
DEVELOPER GHOST SHIP GAMES   
DUE EARLY 2018 (GAME PREVIEW) 

If digging through procedurally generated 
caves as a futuristic dwarf while fighting 
off hordes of alien arachnids doesn’t sound 
like fun, we’re not sure we can help you. 
This four-player co-op title throws you into 
dark but fully destructible environments, 
and lets you loose as one of four classes. 
We’ll have a hands-on next month. 

EXTINCTION

PUBLISHER MODUS GAMES  
DEVELOPER IRON GALAXY  DUE 10 APRIL 2018 

This limb-loosening chop-‘em-up is 
on its way to Xbox One sooner than we 
expected—in fact you’ll be able to slice the 
arms off ogres in just a few weeks time. 
The title puts you in the athletic boots of 
Avil, the last of the legendary Sentinels. 
He has the ability to take down the Ravenii 
(giant ogres to me and you), which involves 
a lot of sword swinging.
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23
THINGS YOU NEED TO
TRY IN FAR CRY 5 

STEPHEN ASHBY
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Is there anything more Far Cry than a 
mission which tasks you with saving 
a food festival centered around the 
ingestion of bull testicles? We can’t 
think of it, but perhaps that’s because 
we can’t shake the image of roasted 
bull balls. Sitting there. On a plate. 
Staring at us. What were we even 
talking about?

Oh yeah. Far Cry 5. If the last few Far 
Cry titles have taught us anything, it’s 
that these weird, often drug-fueled 
adventures aren’t entirely based in 
reality. And while there have been some 

critics who don’t like the idea of a Far 
Cry game set in the USA, it’s missions 
like this that show that maybe these 
critics are taking the game more 
seriously than Ubisoft itself.

After some serious hands-on time 
with the game this month, we present 
you with a rundown of 23 insane 
things you need to try in Far Cry 5. And 
because this is a Far Cry title, there 
are some genuinely mental things 
in our list. The Testy Festy is just the 
start—just wait until you meet Peaches 
the cougar…
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You’ve got guns for hire. You’ve got a knife 
and a baseball bat. You’ve got a pet dog 
that likes mauling people, and a friend who 
enjoys dropping bombs out of his plane. Why 
would you ever need to fire a gun? We reckon 
you could complete the entirety of Far Cry 
5 without loosing a firearm, and now we’re 

challenging you to do it. Okay, maybe we’ll 
let you use the bow—technically that’s not a 
gun, and it’s great fun to use. You’ll need to be 
stealthy to beat the game like this, but we love 
that playstyle—we spent a lot of our hands-on 
time creeping around like a husband sneaking 
back into the house at 3am after a night out.

 01 WIN WITHOUT SHOOTING A GUN

 02
CREATE A CHARACTER
For the first time, you’ll be able to 
create your own character at the start 
of Far Cry 5. In our demo, all we could 
do was choose between a male and 
female avatar, but there are more 
customization options in the final 
game, including ethnicity, clothing, 
and the general look of your chosen 
avatar. You can make changes to the 
character in your Home Base, too, so 
your fashion can always be on point.

 06
GO SHOPPING
There are dozens of weapons and vehicles 
for you to purchase around the game world, 
and with customization confirmed, we’d 
be surprised if there weren’t a selection of 
shirts, pants, dresses and hats to browse 
as well—many of them covered in stars and 
stripes. We had a great time picking out the 
best armored, machine-gun-turret-bearing 
4x4 when we played, and then immediately 
wrecking it by crashing it into a whole bunch 
of trees. Thank goodness for the repair tool!

 08
BOMB THE CRAP OUT  
OF PEOPLE
Planes don’t only feature front-firing machine 
guns. You also have bombs that can be 
dropped from a great height. If you’re in the 
air yourself, this is a great way to clear the 
masses out of an outpost. If not, give Nick 
Rye a call, and he’ll swing by in his plane to 
complete a bombing run for you. In our run, 
there was a roadblock in place, which meant 
his bombs caused a pleasing chain reaction 
as each car exploded in turn.

 07
SAVE THE TESTY FESTY
Probably the weirdest mission from our 
hands-on time (which is saying a lot 
considering that drug-fueled moose 
one) was about the Testy Festy. This 
delightful local food fest is all about 
cooking and eating bulls’ gonads. 
Mmm. You’re first tasked with fetching 
the food truck, and once you return 
you’ll be asked to harvest some ‘Prairie 
Oysters’ from bulls while they’re… doing 
the deed. We thought this was a joke, 
but then we discovered that Testy Fest 
is an actual thing in Montana. Yikes.
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 03
HAVE A DRUG-FUELED 
BATTLE WITH A MOOSE
After we liberated an outpost, a local told us 
about a crazy moose that had been killing 
locals. Tasked with facing this fearsome foe, 
we loaded up our sniper rifle and shotgun, 
and made our way to the waypoint. When 
we arrived a green mist floated in the air, 
and we were confronted by ten huge, moose 
(mooses? Moosi?) with red eyes. The first two 
disappeared when we shot them, then the 
third and fourth turned into a bear and a wolf, 
then charged us. It got weird.

 05
DOGFIGHT IN A PLANE
This might screw up your run when it comes 
to the ‘don’t fire a gun’ thing, but dog-fighting 
is too fun to miss. There are plenty of more 
standard planes dotted around the world, but 
jump into Nick Rye’s weaponized monster and 
you’ll soon be engaged in a mid-air firefight. 
The enemy plane AI isn’t the best (a lot of the 
enemies we faced flew in straight lines right 
in front of us), but piloting the plane feels 
great, and we felt like we were in a movie 
when we peppered the side of the enemy 
aircraft with lead as it zoomed past.

 04
HUNT EVERYTHING, 
FROM GAME BIRDS 
TO WOLVES
Is a Far Cry game really a Far Cry game 
without a bunch of angry animals 
running around causing mischief? 
We’ve seen all kinds of creatures in 
the series in the past, but few have 
been more terrifying than the tiny ball 
of rage that is a wolverine. These tiny, 
fast-moving monsters want to eat your 
face right off, and we foresee many a 
panicked clip emptied while running 
backwards and aiming wildly as they 
sprint right at you.  

 09
PLAY WITH FRIENDS
Co-op isn’t just side-missions this time 
around—you and a pal can journey 
through Hope Valley at your own pace, 
completing main story missions, 
side missions, hunting challenges, 
and anything else you fancy. Our pal 
grabbed a rocket launcher as we took a 
sniper, and we laid waste to a couple of 
outposts in super-quick time. There’s 
loads of scope here, with the freedom 
to tackle missions in different ways 
when you have a real friend in tow.

We’ve already seen three specialists—Nick 
Rye, Boomer the dog, and Grace the Sniper. 
In our hands-on session, we also found 
information about six more. There’s Sharky 
Boshaw, a guy who loves setting fire to things, 
and a bow-wielding huntress known as Jess 
Black, who can hide effectively. Then there’s 

a guy called Hurk Drubman Jr, who loves 
explosives, and a chopper pilot, Adelaide, who 
will whiz past in her weaponized helicopter, 
and make your enemies die and/or explode. 
You can also pair up with a grizzly called 
Cheeseburger, or a cougar called Peaches—
yes, that is a real, totally awesome fact.

 10 MEET NEW SPECIALISTS
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 11
GO ON PROPER HUNTING 
TRAILS
There’s no mini-map this time around—
instead, you get the ever popular compass 
at the top of the screen, and points of 
interest appearing on your HUD. One of these 
are hunting signs—keep your eyes open as 
you drive down roads, and if you see a sign 
showing deer in the area (for example), take 
a look at the sign to add it to your map in 
the menu screen. You can then visit these 
hunting areas to find, track, and kill specific 
animals, and gather materials for upgrades.  

 13
PET DOGS, CATS AND BEARS
You already know that the goodest boy in Far 
Cry 5 is Boomer, your adorably bent-eared 
doggo. But what takes this game up to 
another level is that you can pet your canine 
pal, and he’ll pant, and lick your hand, and 
we’ll just want to eat him right up. Of course, 
if you choose to pair up with Cheeseburger 
the grizzly bear or Peaches the cougar, you 
can also pet those in their own adorable and 
definitely-not-terrifying ways. Just don’t try 
to pet Nick Rye, whatever you do. He won’t 
appreciate it.

 12
SPLIT UP FOR EXTRA FUN
If you’re playing in co-op with a friend, 
you don’t have to run into every battle 
side-by-side. One of you can run off to 
find a plane, then rain fire from above 
while the player on the ground sprints 
around with a shottie. Alternatively, 
one player can take a position up 
on a hill or in a tower and provide 
sniper support for the stealthy player 
creeping around with a knife in hand. 
Thinking creatively with two players 
will give you even more options. And if 
all else fails, get in a two-seater plane 
and just shoot stuff.

 16
SET TRAPS
There are dozens of different 
armaments in the game, including 
proximity bombs that you can hide on 
the ground. Do you want to place these 
in a road to stop reinforcements that 
may appear when you are raiding an 
outpost? Or maybe you’ll cut out the 
middle-man (literally) by placing the 
mines around the alarm system itself 
to explode anyone stupid enough to try 
and call the reinforcements in the first 
place? Hours of fun await.

It appears that you can team up with specialist 
‘guns for hire’, along with another AI fighter 
that you can hire. These fighters have unique 
skills—you can bring archers, snipers, 
soldiers, and more with you, giving you a range 
of abilities that can be directed with a press 
of the D-pad. You’ll find fighters around the 

world, with many appearing when you liberate 
an outpost. Different groups of friends will help 
you tackle missions in different ways. You can 
stay stealthy by bringing along bow-wielding 
buddies and Boomer the dog, or go big, loud, 
and scary by teaming up with Hurk Drubman Jr, 
explosives expert, and Cheeseburger the bear.

 17 CREATE THE ULTIMATE TEAM
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The fictional stunt driver Clutch Nixon has 
challenges dotted around the world involving 
crazy races and other missions that will have 
you questioning the sanity of the local hero. 
In one such challenge, you’ll take control of a 
car that is engulfed in flame. Along the route in 
front of you are checkpoints that are spraying 
water to douse the flames, and you’ll need to 

pass through these regularly enough to avoid 
your car exploding. It’s a race against time to 
avoid a fiery death, with the final jump landing 
you in a lake that will give you sweet, watery 
freedom. They are as fun as they sound, and 
they only get better if you bring along a co-op 
friend for the trip. They’ll get their own car, and 
you’ll be able to race each other as well.

 15 PULL STUNTS WITH CLUTCH

 14
WATCH COWS HAVE SEX
Look, we won’t judge you. You can do 
what you want in the comfort of your 
own Far Cry adventure. Which is why 
we’re bringing to your attention the 
fact that you will stumble across cows 
that are… engaging in gland-to-gland 
combat. Bearing in mind this is a game 
that is packed with farms, we guess it 
isn’t really that weird, but it still took us 
by surprise when we sped past a field 
on our way to another mission. 

 18
HUNT DOWN HOSTAGE VANS
We couldn’t drive for a minute without a 
cultist spotting us from a van, or roadblock, 
or outpost. You can choose to drive straight 
past them, or engage them if you prefer—and 
doing so will have some benefits. Hostages 
being transported around the map can be 
liberated for more Resistance points (which 
you need to build to break down the cult’s 
power in an area). You can also capture oil 
tankers and drive them back to outposts—
gas is a real commodity in this world.

 20
GO FISHING
Why not take some time to yourself and 
relax by a lake? Find a fishing spot, and you’ll 
be able to grab a line to scoop the biggest 
fish you can find. It’s harder than it sounds, 
especially when a wolf surprises you during 
a particularly difficult catch, like it did with 
us. In the end, after numerous broken lines, 
we dropped some dynamite in the water, 
ran away, and then came back to gather up 
the results of our hard work. Turns out we’re 
pretty good at this fishing business after all.

 19
PLAY THE AI OFF 
AGAINST EACH OTHER
Far Cry wouldn’t be Far Cry without 
an angry mammal being unleashed 
on a crowd of unsuspecting baddies. 
We can’t count the number of times 
we’ve watched from afar as a predator 
attacked a group of panicked enemies 
and cut through their numbers to help 
us out. Try luring bears into a camp and 
watching as cultists fire wildly in the 
beast’s direction. When the gunfire 
stops, you can creep in and clear up 
whoever, or whatever, is left standing. 
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Look, we can hear you sighing from here, and we’re 
writing these words days before you’re reading 
it. You just sighed so far it traveled through time. 
We know, you’re sick of zombies in videogames. 
They’ve been done in slow, shambling form. They’ve 
been done in scary, running form. They’ve been 
done in giant-ball-of-pus-that-explodes form. Now 
we’re getting them in Far Cry form, which means 
we should expect a similar level of comedy as the 
last few COD zombie modes (the ones that featured 
David Hasslehoff and the like). In 2013, pranksters 
infiltrated an emergency broadcast system in 
Montana, and broadcast an alert claiming the dead 
were rising and attacking people. Nobody really 
believed the announcement, but this DLC may be 
based on a similar premise, which would make for a 
fun diversion from the main game.

If you thought the fact that Far Cry 5 was set in 
America was proving to be a controversial topic 
among certain fans, just wait until you take a 
journey into Vietnam to take on the Viet Cong in  
this DLC. While most Far Cry DLC tends to be a little 
more bizarre in tone (we’re thinking about the 
Yeti Hunt in Far Cry 4 and the crazy, retro Far Cry 
3 spin-off Blood Dragon), this one sounds a little 
more contentious for being far closer to home. 
The Vietnam conflict was a difficult one for the 
US—partly because so many American soldiers died, 
and partly because the war went on for far longer 
than some Americans wanted. We’re not expecting 
this to be a gritty and serious take on the Vietnam 
war, of course—we’re more likely going to get 
an ‘80s action movie-style mission set featuring 
outrageous characters—but it’ll be interesting 
to see what kind of backlash Ubisoft will get for 
covering another controversial topic.

 22
BATTLE 
HORDES OF 
THE UNDEAD

 21
 FIGHT THE 
VIET CONG
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Now this is what we’re talking about. Zombies 
and Vietnam are all well and good, but this has 
gotten us really excited. Blood Dragon took us on 
a weird, ‘80s trip into a neon-soaked wonderland 
featuring dinosaurs, laser guns, and a sarcastic 
AI companion. The sheer insanity of the plot, 
the setting and the general aesthetic made it 
one of the most memorable games of the last 
generation, and played brilliantly off the engine 
and mechanics that Far Cry 3 used for its island-
based gameplay.

Compare this bizarre trip into neon heaven to 
Far Cry Primal—a game that used the same map 
and mechanics as Far Cry 4, but reskinned it with 
prehistoric animals and weapons. Primal played 

it straight, and as a result felt like it was taking 
itself a little too seriously. After Blood Dragon, it 
felt too safe.

Which is why we’re so excited for the Lost 
On Mars DLC. It seems that Ubisoft has learnt 
its lessons from these two previous releases, 
and is swerving hard into the ‘crazy’ lane with 
Far Cry 5’s DLC. So far, we know that we’ll be 
traveling to the Red Planet to go toe-to-claw with 
Martian arachnids. Laser guns will return, and we 
strongly suspect there will be some lower-gravity 
sections, as well as some levels based in human-
created bases. If we don’t get at least one UFO 
shoot-out in there as well, we’ll be disappointed. 
This one should be great fun.

 23
SHOOT ALIEN
ARACHNIDS ON MARS
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PREPARE FOR TALES OF DERRING-DO AND ADVENTURE IN 
THE SPIFFING CO-OP SHOOTER  STRANGE BRIGADE 

DANIELLA LUCAS

TALLY   
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hy has nobody done this 
before? Sure, there are 
plenty of co-op shooters 
out there, but you’d be 
hard-pressed to find 
another setting quite like 

this. With its mix of ancient tombs, mummies, 
and British cheekiness, it’s reminiscent of 
those over-the-top and clichéd adventure 
novels—the kind of thing that Indiana Jones 
was also inspired by. Think naive colonialism, 
tea breaks, and a sprinkling of spike pits. It 
plays with its historical inspirations in a way 
that’s very tongue-in-cheek, and plays out 
like a matinee viewing at a 1930s cinema. 
With such a unique universe, it makes for an 
extremely compelling proposition.

Unlike Rebellion’s other big game, Sniper 
Elite, the shooting here is much faster and 
punchier. Instead of picking off enemies 
one by one, Strange Brigade is all about 
getting messy, and controlling a crowd 
using an array of weapons, special powers, 
and traps. The guns feel chunky in your 
hands, and if you chain kills together fast 
enough you’ll fill up bars for your character 
of choice’s special move, be that launching 
a mummy into a crowd or letting loose a 
horde of insects. Death is merely a slight 
inconvenience, and another chance for the 
devs to have a little fun. When you die you 
don’t lose your progress, you merely pop out 
of a conveniently positioned sarcophagus 
declaring “‘tis but a scratch” before throwing 
yourself back into the fray.

ALL TALK
In the demo we play during our visit to 
Rebellion this month, there are areas where 
you’re almost completely flooded by an array 
of staggering mummies—easy to dispatch 
on their own, but dangerous in numbers like 
these. Luckily there are plenty of classic 
exploding barrels and even traps you can 
trigger to help with crowd control. Early on 
there’s a pillar that pops up with swirling 
blades, cheekily marked out with a simple 
arrow and the words ‘shoot me’ pointing to a 
glowing orb on top of it. The obviousness of 
it is refreshing, and feels in keeping with the 
tongue-in-cheek style of the game.

Elsewhere we discover a cave in the corner 
of one area that throws a fake mummy on 
a stick at us, which surprises the narrator 
with a cheap jump scare. While the low-
budget hamminess of it doesn’t frighten us, 
the scream of the ever-present narrator of 
our adventure does, and while you never 
see him, his presence feels very much like 
another member of the Strange Brigade. He 
often interjects with his own thoughts about 

HO! W

047

THE OFFICIAL XBOX MAGAZINE

S T R A N G E  B R I G A D E



ABOVE While you 
will be fighting 
a lot of mummies 
they all feel 
very different 
in their 
approach.

those old black and white adventure films 
with all their hokeyness and their naivety. 
[The narrator] jumped out of that—Jason 
zeroed in on this idea of the voice of the guy 
talking over the trailer and saying, ‘Come 
back next week for the further adventures of 
the Strange Brigade!’ and trying to get that 
kind of intensity into it, and that humor. And 
then we extended it from that, essentially 
saying, ‘Well, that’s cool; let’s actually 
build that into the experience and make 
the cinematic references that the game is 
already drawing upon a more integrated part 
of the game as a whole.’ In the finished game 
you’ll see that classic cinema feel come 
across in lots of different ways.”

“It’s almost a bit fourth-wall breaking at 
times,” adds senior designer Tom Rigby, “but 
intentionally so. It’s fun to play with that kind 
of thing and have that kind of little tool to 
mess about with to see what humor you can 
get out of it.”

your situation, or draws your attention to 
puzzles in the area. He’ll congratulate you 
when you do something brilliant, but can also 
be unreliable, luring you into traps for his 
own amusement. We’ve never seen anything 
quite like it in another game, so how did such 
a unique and integral element come to be?

“It was literally Jason Kingsley [Rebellion’s 
CEO] that came up with that,” Steve Briscoe, 
lead designer on the game, tells us. “Back 
when we were sort of trying to solidify 
what we wanted from the vibe of the game, 
what we essentially had was sources and 
references that came from various different 
areas that were quite difficult to lock 
together, you know? When I was talking 
about things like H Rider Haggard and the 
Boys’ Own Adventure type inspirations; 
they’re okay, but they don’t really cover a 
visual medium. 

“So it was the understanding that what we 
really wanted to be doing was referencing 

The setting is so cool in this 

one, but it’s the prospect 

of a proper four-player 

co-op title that has me 

seriously excited. It’s been 

years since Left 4 Dead, 

and while Sea Of Thieves 

scratches the itch, this is 

what I’m really about.
  Stephen  
Ashby

I really want my life to have 

a chummy narrator to guide 

me and encourage hi-jinks 

that lead to adventure. I’m 

not sure he’d have much 

to comment on though, 

I mostly like sleeping in 

and flouncing around in a 

dressing gown. Tally ho!
  Daniella  
Lucas

I think of myself as a bit 

of an intrepid explorer, 

and what better way to 

prove it than by landing 

in an ancient ruin while 

fighting back to back 

with my colleagues 

against hordes of beasties 

in the 1930s? 
 Adam 

Bryant
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“Yeah, and he very quickly became his 
own character,” Steve adds, “and funnily 
enough, even though you never see the 
guy, he actually has got his own biography 
and name. I don’t know if we’ll ever show it 
to the player, but Gordon Rennie wrote this 
guy, he sounds like a bit of a messed-up 
dude, but it then allowed Gordon to write 
these twists on this idea of the narrator. 
So he’s not just calling out what the action 
is—he can do things like say ‘I wonder if 
the Strange Brigade are going to notice 
that very obvious lever next to the door…’ 
or ‘Let’s go and explore down here, Strange 
Brigade!’ and then they walk into a trap and 
he goes ‘Sorry! Sorry!’ He becomes a present 
character in the game rather than just purely 
ambient audio, which is really fun.”
 
LEVELLED OUT
While the demo we played was only a small 
section of what will be a much larger final 
game, we could see interconnecting areas 
in the distance that hinted at where our 
adventure might take us as well as a few 
hidden treasures and puzzles that suggest 
that the final game will have a lot to tuck 
into. While each area is designed with co-op 
in mind you can also play it solo, with the 
level adapting to your team size. 

“In crude terms, essentially, the enemy 
numbers will go up when you’ve got more 
players, and difficulty will get modified 

in various different ways,” Steve tells us. 
“There’s also a reasonably significant puzzle 
element to the game, and that has to adapt 
for co-op as well so that puzzles—not in 
every case, because some puzzles are 
designed to be simple enough—but in some 
cases you’ll require all of your teammates to 
help solve the puzzle. So that’s a way that it 
will develop.

“But also, the characters themselves, 
and their loadouts and special abilities, 
are all designed to play together a little 
bit. It’s always a tricky balance to get it 
working well in a single-player game, and 
not demand that people play co-op, but also 
for it to be enhanced by co-op. I think we’ve 
got that balance right, so it really clicks as a 
cooperative game, but I think it’s a different 
kind of co-op game.”

“It’s been designed as co-op from the 
start,” Tom adds. “It’s important to say 
it’s from the ground up co-op—we’ve not 
tacked it on at the end. When you play 
co-op, everything changes a little bit, and it 
tries to pull you together a bit more. That’s 
very important I think—at least to me. I 
want people talking about the experiences 
they had with the game—to me that’s 
a successful multiplayer game, when 
someone comes away from it and says, ‘Oh 
you did this and I did that and we had this 
cool adventure!’—that’s great, that’s what 
we’re really aiming for.” 

“We wanted to reference 
 

with all their hokeyness”

G O O D  C O M P A N Y

GET A FEEL FOR STRANGE 
BRIGADE’S UNIQUE WORLD 
WITH THESE INSPIRATIONAL 
FILMS AND BOOKS THAT SET 
THE TONE FOR THE GAME

1 INDIANA JONES  
A truly classic series that 
shares the same influences as 
Strange Brigade. If you’ve seen 
it, you’ll understand the style of 
adventure this game is aiming 
for and the lightheartedness 
that’s in store.

2 BOYS’ OWN 
These magazines and short 
stories from the 19th and 20th 
century focused on adventures 
that were often thrilling, but 
cheesy and predictable. A 
direct source of inspiration for 
the game’s ambience.

3 SECRET OF THE INCAS 
This 1954 movie inspired 
Indiana Jones as well as 
Strange Brigade. It’s hammy 
as hell and full of plot holes, 
but it gives a real sense of the 
atmosphere they’re both trying 
to create.
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1

2

3
4

 NALANGU RUSHIDA  
WAYFINDER

A female Maasai warrior from 
Kenya, originally part of a 
witch warrior cult, her duty 
was to protect her people 
from demons and creatures 
of the night. Now, alongside 
the Brigade, she is defending 
the entire human race. Her 
special attack is a flame 
punch that radiates across 
a small area around you, and 
is particularly useful when 
you find yourself surrounded 
by mummies with no easy way 
to escape.

 GRACIE BRAITHWAITE 
ENGINEER 

Born and raised among the 
textile towns and smoke-
belching factories of 
Lancashire. Her blunt northern 
manner contrasts with some 
of the Brigade’s more genteel 
members, but there’s no 
denying her effectiveness as a 
Strange Brigade operative. She 
carries a big-ass shotgun, and 
has a special attack that pulls 
an enemy towards you then 
flings them away into others. 
Great if you want to come in 
hard and at close range.

 ARCHIMEDES DE QUINCEY 
SCHOLAR

Noted archaeologist and 
Oxford scholar, unearthing 
the mysteries of the ancient 
past is his greatest passion. 
Now he wants to keep the 
world safe by ensuring the 
worst of these ancient 
horrors remain hidden and 
undisturbed. He wields a 
machine gun, and can deploy 
a ‘Beetle blitz’ attack that 
sends out insects that home in 
on multiple enemies at once. 
This isn’t as powerful as some 
other attacks, though. 

 FRANK FAIRBURNE 
SOLDIER

Dubbed ‘the man with the 
coldest eyes in the empire’, 
his marksmanship skills have 
served him well in various 
colonial conflicts around the 
globe. His keen eye and cool 
temperament often prove the 
difference between triumph 
and disaster, and life or 
death on a mission. He has a 
‘Dynamite dash’ attack that 
sees him rush in to punch an 
enemy that can explode into 
others. A relation of Sniper 
Elite’s Karl Fairburne perhaps? 

1 2 3 4
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to 

POWERFUL CHUMS
Each character has a corresponding trait—
the brilliantly-named Archimedes De Quincey, 
for example, is a scholar, while Nalangu 
Rushida is a wayfinder. That may just seem 
like a brief description that gives you a 
rough idea of their fighting style, but there’s 
more to it than that. Scattered around the 
world are secret caves, blocked off from 
traversal, with symbols etched on them that 
correspond to your trait. Approach them 
as a certain character, and they’ll open for 
you, revealing treasure… or maybe more. For 
example, Gracie the engineer can approach 
any door with a hammer icon, and gain 
access to something the other characters 
won’t. It’s a nice incentive to explore each 
area as all of the separate characters, but 
there are plenty of other reasons to hunt out 
every nook and cranny, as Tom explains: “The 
levels are crammed with all these amazing 
things to find and see, that really existed, 
and so hopefully that’ll be a really good 
incentive to go back and play.” 

Of course, there are also plenty of 
collectibles to hunt down for all of the 
completionists out there, including things 
like canopic jars that were used to store 
the organs of the ancient Egyptians in the 
afterlife. You can also build up a greater 
sense of the narrative by collecting 
scattered diary pages, Tom tells us: “You can 
unlock more of the story by hunting around 
and finding fragments of things that might 
reveal more about the Strange Brigade or the 
people that came before them.”

From everything we’ve seen, it’s clear 
that Rebellion is pouring a lot of heart into 
this. From the hundreds of hours of research 
the team put in to get the feel of a hammy 
1930s novel just right, to the hidden details 
of the levels, and the wittiness of the cheeky 
narrator, this is set to be one rip-roaring 
adventure. Thankfully we also don’t have 
long to wait—the devs weren’t keen to give 
a set date, but are adamant that they’re in 
the final stretch and that we’ll be playing it 
before the year is out. Stay tuned. 
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Steve: So long as it fits in within the mythos 
of the world that we’ve created.

Tom: But it’s the same with the enemies. 
That’s where I was trying to get to—you 
say mummies, and obviously mummies are 
a big part of it, that’s all part of the initial 
inspiration for this, really. But we’ve got 
tons of other places we can draw enemies 
from—so once we’ve done a mummy, we’re 
not really stuck with it. We don’t have to 
iterate on that too much, we can just take 
something else and make that.

Steve: The bandaged mummy character is 
one of the primary images that kicked off 
the project, I suppose. But we’ve taken it 
much further than that, and while we have 
made reference to history for our art style 
and so on, we’re not slavishly adhering to it. 
It’s a much lighter game than something like 
Sniper Elite where its historical accuracy is a 
more significant part of its aesthetic. And so 
we’ve had quite a lot of fun imagining what 
comes after the bandaged mummy, what 
other undead mystical, magical, Egyptian 
stuff might come after.

Tom: Without going into too much detail, 
I think we have a nice robust system for 
trying those kinds of things out in terms of 
attaching different bits and pieces to other 
bits, like giving them different weapons. 
There’s a certain enemy—I won’t tell you 
what it is because it’s not been revealed—
but there’s a story with a particular weapon 
and I thought, “We’ll give him a particular 
type of attack, because he’s just carrying 
this weapon around…” We’ve got this cool 
system of just plugging things on, and that 
lets us come up with a lot of nice variation.

Steve: Yeah, like a lot of stuff we do, our 
tools and utilities are set up to largely allow 

So obviously there are a lot of mummies in 
the game as a particular enemy type; what 
goes into making each one distinct from 
the other?
Steve Briscoe: Crikey, you wouldn’t believe  
us if we told you! [laughs]

Tom Rigby: I think we’re quite lucky in that 
we’ve got this kind of broad canvas of things. 
We can just plunder all these different kinds 
of mythologies, and it doesn’t really matter 
if they make any sort of historical sense, 
because it’s based on highly historically 
inaccurate films that were just a silly bit of 
fun. We’ve got this excuse where people 
say, “Well, that wouldn’t have been there”, 
or “That wouldn’t have done that…”—well, 
we don’t care because it looks cool and it 
would’ve been there in a film and it would 
have looked amazing and it would have been 
a really fun thing to find.

WE SPEAK TO LEAD DESIGNER STEVE BRISCOE AND SENIOR DESIGNER TOM RIGBY 
ABOUT MERGING MONSTERS AND GETTING CREATIVE WITH STRANGE BRIGADE

Q&A
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designers to experiment with stuff and 
prototype things quickly. Usually it then has 
to get tidied up by someone more qualified, 
but broadly speaking we can test these 
things out to see if they’re fun and if they’re 
worth it then they go on to the next stage 
of polish. And that’s particularly helpful with 
things like enemy design.

Do you have any favorites?
Steve: Yeah, I’m a sucker for the big 
bandaged mummy guy personally. I like him 
a lot.

Tom: He is good. I like the assassin, the one 
that dodges around loads, purely because 
of what he’s wearing; he’s got this really 

incredible armor on. I think they did a really 
good job on that, actually.

Steve: Yeah, they’re quite satisfying to 
fight as well. There’s quite a spread as well, 
there’s the spread of the weak cannon-
fodder-y type things and then the guys that 
you’ve got to focus on to take down…

Tom: I’m sure you saw the—you can’t miss 
him really—Minotaur in the demo?

Steve: He’s the Champion of Apis. The 
Minotaur was Greek.

Tom: He’s quite cool as well, because I 
like the opportunity to have these bigger 
characters that are a bit more imposing.

Steve: He picks guys up and throws them 
at you, which is kind of fun; that’s quite a 
good moment.

Obviously there’s that giant Anubis-y statue 
towards the end; how big do they get, is that 
the biggest they get?
Steve: Err… that’s… in the video, that’s 
about right isn’t it? That’s about the [biggest] 
scale I think?

Tom: Yeah, I think so. That’s about right—it’s 
pretty big though! How big do you want? 
[laughs]

Steve: Yeah, I mean we can make him bigger 
if you want! No problem.

What are you most proud of?
Steve: Rebellion Games covers a pretty broad 
spectrum of types of game—we’ve got our 
major totemic games like the Sniper series 
which get a lot of value from their historical 
integrity and that kind of stuff. So to be 
working on something which is less bound by 
reality and we can just let our imaginations 
go a little bit and we can come up with 
concepts for most of the weird things that 
we want to try—coming up with a game that 
justifies us doing that, I think, is something 
I’m quite proud of. To find something within 
which all of our weird ideas will fit and it will 
still remain integrated into the style of the 
game is kind of cool, because while working 
on a historically accurate game, you’ve got 
answers to most of your questions already, 

“we could probably make sequels 
for the next ten years, but we’re not 
doing that, and I think that’s good” 

you can sort of reference the history. You 
have to justify everything when you’ve got 
that much creative freedom, so that’s been 
really fun to actually come up with something 
coherent out of all that.

Tom: Yeah, we’re inventing a whole fictional 
group that shouldn’t have existed, basically 
[laughs]. Certainly I’d like to draw attention 
to the fact that it’s a brand new IP, and 
I’m proud of that. I think it’s a real risk for 
Rebellion to take and if it pays off, brilliant. If 
not—at least we tried. I think that’s what this 
company’s good at, we’ve got just enough 
freedom to try these things and you don’t 
see that very often. You don’t see people 
trying new IPs—it’s very safe these days.

Steve: It is very tempting. Rebellion has 
its big successes, and of course it’s not 
oblivious to that, but to have a margin for 
people to experiment with stuff—I mean, 
Battlezone was another example of that, 
a game which just… it didn’t come from 
nowhere in a business sense, but it was 
certainly an enormous risk.

Tom: Rebellion’s got enough things that if we 
wanted we could probably make sequels for 
the next ten years, but we’re not doing that, 
and I think that’s good. 

Steve: The Kingsleys [Rebellion’s founders] 
do really, genuinely think about the kind of 
things they think gamers are going to want 
to play, but at the same time they don’t do 
that by looking at what people are currently 
playing. They refer back to themselves and 
the kinds of things that they enjoy playing, 
as they are actual gamers, and that’s really 
freeing. It’s really nice to know that for 
everybody here, there’s the potential to work 
on something completely new and to try and 
break a little bit of ground. 
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How composers craft the soundtracks to the

games that you know and love, plus a rundow

of some of our favorites
ADAM BRYANT

From the exquisite compositions of the 
bleeps and bloops of yesteryear to the 
epic orchestral scores that sweep us 
off our feet, composers have long been 
creating soundtracks for videogames 
that have moved us in every way. 
It’s pretty hard to imagine playing 
Halo without hearing those ethereal 
Gregorian chants as they give way 
to the drums and strings, or walking 
through Oakvale in Fable without the 

jaunty and magical theme playing
alongside you. These scores don’
come from thin air, of course—but h
do the composers go about creat
the soundtracks to the games we
adore? And what difficulties woul y
face? We managed to chat with J
Kyd, composer on Assassin’s Cree
and Hitman, and Inon Zur, compos
Fallout and Dragon Age, to find ou
method behind their magical musi  

CREATING 
MAGICAL 

MUSIC 
ON XBO054
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pushing the game player forward to complete 
the game as quick as possible. 

“Composing music for games requires a lot 
of inspiration to create an atmosphere that 
will fit a large part of the game,” says Zur. 
“You have to create, in the most profound 
way, the atmosphere of the game,” as 
opposed to film where just a few simple 
notes can drastically change the viewers’ 
experience. “The way I approach scoring 
games is to find the right emotion and to 
capture this rather than trying to describe 
each action, place, or specific event,” Zur 

says. “I always start from an emotional 
perspective, the emotion you want to evoke 
with the player. If you achieve that then you 
can cover a vast majority of the situations in-
game without worrying about non-relevancy.”

But how does a composer actually decide 
on what the type and style of music should 
be? “I try to figure out the core aspects of 
what the project is about, what the creators 
would like people to feel and how we can 
enhance or add to that world,” explains Zur. 
“For videogames (unless you are just scoring 

cut scenes) you have more room to freely 
add more ideas, and different experiments 
with a bigger palette, since you don’t have 
to be aware of how the image locks to your 
music at all times. Each gamer plays a game 
differently, so we can never predict 100% 
when something happens next.”

You’d think that being so close to the 
development process, composers would get 
a chance to play the game which they’re 
creating music for but, surprisingly, that’s 
not necessarily the case. “I actually get 
no hands-on time with the game before I 

start work on the score,” admits Zur. “First I 
will have meetings with the designers and 
producers during which time they will relay 
the story to me, show preliminary videos, 
and share the script, but I cannot usually 
experience the game first-hand yet. You 
could say the music starts to evolve when 
all the other aspects of the game evolve 
and that’s what makes it cohesive.” Jesper 
Kyd is occasionally offered more time with 
the games, however: “I prefer to really 
immerse myself in the gameplay. I like to 

“I actually get no hands-on time 
with the game before I start 
work on the score”

CLOCKWISE FROM 
ABOVE Ezio pops 
a cap in an 
Italian soldier, 
Agent 47 walks 
moodily down a 
moody corridor 
looking moody, 
and Jesper Kyd 
is in control 
in the sound 
studio.

Most composers come from humble 
beginnings, and the first soundtrack that 
Jesper Kyd ever created was for Sub-Terrania 
on the Sega Genesis. It was developed by a 
small game studio called Zyrinx he helped co-
found with friends, which later evolved into IO 
Interactive. But given that games traditionally 
take two or three years to make, Kyd set his 
sights on bigger things. “I wanted to write 
music for many different kinds of games, 
films and TV shows, so I declined joining 
this new company,” admits Kyd. “I decided 
freelancing was the best way forward. I 
continued working with my friends, this time 
through their new company IO Interactive, 
and the first title we worked on together was 
Hitman: Codename 47.”

Inon Zur was drawn to classical music 
from the age of three, and started creating 
his own music a little while after. “I listened 
to records during most of my free time, and 
when I started playing the piano from the age 
of eight I also started composing right away,” 
Zur reveals. “After I came to the United States 
from Israel and finished my music studies I 
had a few opportunities to compose music 
for student films. Professionally I initially 
started my career in television and film, but 
then turned toward composition for games.”

Sound shakers
Creating a soundtrack for a videogame 
differs greatly from making one for television 
or movies, and comes with its own set 
of problems. “The challenge can be how 
to keep a good flow between tracks and 
layers,” Kyd explains. “Open-world games 
often feature gameplay where you’re able to 
walk or drive around without engaging any 
missions in the world, and so the challenge 
becomes how to make that experience 
continuously entertaining.” Given that these 
types of games offer you a large amount of 
freedom, dynamic music is key to delivering 
a seamless experience. “I think Hitman 1-4 
and Assassin’s Creed 2 are good examples 
of that,” Kyd continues. “For those scores I 
focused on making it fun to explore and stay 
immersed in the game world instead of just 
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get a real sense of what the game is about, 
how it feels, the pacing, and how I can 
go in and make the gameplay experience 
deeper, more entertaining and cinematic, 
even more meaningful.” This approach 
allows the composer to write music from 
the perspective of the character, or even 
the world, which can add more feeling to 
the whole experience. “We don’t always 
have to follow the story with everything 
that happens,” Kyd explains. “When you 
go against the grain of what’s expected, 
something magical can happen; I love 
surprising people and finding new ways of 
going deeper with the music.” 

Next we ask whether writing a score for 
a series that you’ve already worked on is 
easier, or saves a lot of time. “Well, it’s easier 
and harder,” admits Zur. “It’s easier in some 
ways because there’s already a style in place. 
But it’s also harder because you need to take 
the style as a launching pad and try to stay 
within its realm while creating something 
totally new on top of it. That is challenging in 
a different, exciting way, and I always try to 
bring something fresh each time.”

Music makers
With careers so successful and varied as Kyd 
and Zur’s, it can be difficult to pinpoint the 
highlights. But there are always moments 
that stand out. “For me, writing music 
for Hitman was a lot of fun since I was 
working with close friends,” Kyd explains. 
“The soundtrack for Hitman 2 was the first 
orchestral score I recorded, so that has 
a special place in my heart.” But it’s not 
always about firsts—sometimes it’s just 
about having fun. “Borderlands has been an 
exciting franchise to compose for; the 1980s 
synth scores for Borderlands: The Pre-Sequel 

and Claptastic Voyage were a total blast 
to write,” Kyd continues. “But of course, 
Assassin’s Creed has been very good to me 
and I’m a huge fan of the series.”

“I sort of look at my career as like traveling 
a scenic road—you’re always observing 
and looking around trying to find interest in 
what you’re doing,” Zur says. “So I could look 
at the times I’ve recorded at Abbey Road 
as highlights, experiencing the amazing 
atmosphere of this legendary studio, and 
bringing my music there, which is a magical 
feeling. Or when I was composing the music 
for [2014 rhythm game] Fantasia: Music 
Evolved because I had the opportunity to 
write music in a more classical form, which I 
had wanted to do for a long time.”

Regardless of their methods and different 
level of access, both Kyd and Zur are able to 
compose scores that are as dynamic as they 
are compelling, and between them they’ve 
created some of the best in gaming. And 
yet, despite introducing beautifully moving 
pieces that can rival even the best Hollywood 
scores, music within videogames doesn’t get 
the same respect as its movie counterparts. 
Thankfully, this is steadily changing, and the 
likes of Jesper Kyd and Inon Zur are proving 
instrumental (sorry) in that change. 

SOUND 
SELECTION

Assassin’s Creed II 
Jesper Kyd
This beautiful and 
compelling 
soundtrack set the 
tone for the whole 

Ezio trilogy. The most popular track is 
probably ‘Ezio’s Family’, which has inspired 
numerous covers from fans. 

Hitman: Blood Money 
Jesper Kyd
This may have been 
Kyd’s last Hitman 
soundtrack, but he 
outdid himself with 

this moody collection of tracks. It features 
the Budapest Symphony Orchestra and 
Hungarian Radio Choir.

Fallout 4
Inon Zur
From Zur’s virtuoso 
vault comes this 
beauty of a 
soundtrack. It’s 

packed with memorable music, and will 
spoil you rotten with 65 tracks for your 
listening pleasure.

Dragon Age: Origins 
Inon Zur
This epic fantasy 
score will make you 
want to revisit the 
world of Dragon Age.  

It was performed twice by a 44-piece 
orchestra, and the tracks merged to 
sound like an 88-piece ensemble.

CHECK OUT SOME OF 
JESPER KYD AND INON ZUR’S 
SPECTACULAR SCORES

ABOVE LEFT  
Inon Zur at  
his piano.

LEFT Fallout 
4’s emergent 
gameplay 
challenged Zur 
to create music 
that evolves as 
you play.
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 08
SILENT HILL 2
The music by Akira Yamaoka has 
accompanied almost every game in the 
Silent Hill franchise and is as iconic as 
they come, infusing rock influences 
and industrial sounds into a score full 
of mystery and intrigue. The tracks 
themselves are often juxtaposed with 
one another, between catchy rock 
tracks like ‘Theme Of Laura’ and eerie 
ambient soundscapes such as ‘A World 
Of Madness’. At the time there was 
nothing quite like it and it still stands 
out today: Walking through the corridors 
of Silent Hill just wouldn’t be the same 
without Yamaoka’s music. The only 
downside is that if you listen to it with 
headphones you won’t hear Pyramid 
Head coming up from behind you.

07
FAR CRY 3: BLOOD 
DRAGON
In a somewhat surprise outing for the Far Cry 
franchise, Blood Dragon bathes in every ‘80s 
cliché imaginable, and gives the honors of 
creating a score to Australian synthwave duo 
Power Glove. Not holding back, they create a 
soundtrack fuelled with action and adrenalin, 
but bring it down for the more romantic 
moments. The greatest achievement of 
these tracks is that they do an amazing job of 
making you think you’re listening to the music 
of that neon-soaked era by incorporating just 
enough elements to seem familiar yet not be 
copying from their inspirations. 

 04
HALO 3: ODST
For this entry in everyone’s favorite 
sci-fi shooter, Martin O’Donnell and 
Michael Salvatori could easily have 
made a safe and familiar score, but 
instead they bravely took a completely 
different angle. As you lead the ODST 
‘Rookie’ through the war-torn streets 
of New Mombasa carrying out nightime 
detective work to discover the fate of 
your missing team, you’re surrounded 
by a dark and pensive score heavily 
influenced by film noir, with saxophone 
and piano-laced jazz tracks. This 
subdued and melancholic score stands 
in stark contrast to the epic planet-
hopping adventures of Master Chief. 

 06
RED DEAD 
REDEMPTION
There have been a few great games 
set in the Wild West, but none have 
had a score quite as spectacular as in 
Red Dead Redemption. From those first 
string notes and whistles on ‘Born Unto 
Trouble’, you know instantly where you 
are. Composed by Bill Elm and Woody 
Jackson, it’s equipped with an array 
of instruments that echo the sound 
of Westerns. Of course, a ‘sound’ for 
the Old West doesn’t really exist so 
everything you hear will sound like 
Ennio Morricone’s work on spaghetti 
Westerns—yet somehow what’s created 
is something wholly its own. 

 05
THE ELDER SCROLLS IV: 
OBLIVION
The Elder Scrolls V: Skyrim score may have 
won more awards, but its older brother has 
the soundtrack we hold closer to our hearts. 
Jeremy Soule expertly transports us into the 
mythical realm of Tamriel with tunes that 
positively drip with atmosphere. Instead of 
closing shut the jaws of Oblivion, much of 
our time was simply spent wandering in the 
forests of Cyrodiil wrapped in this world’s 
whimsical ethereal melodies. The music 
melds so well with the action that sometimes 
you forget that you’re even listening to it, as it 
becomes part of the overall experience. 

Best of  
the rest

Whether it’s running through grassy 
meadows under moonlit skies, flying 
through the galaxy with your rag-tag crew, 
or cowering in fear from your own 
psychological issues, there’s always a 
soundtrack that’s been expertly crafted to 
better immerse us in the games we play. 
Jesper Kyd and Inon Zur aren’t the only 
virtuosos out there, of course, and we 
wanted to shine the light on some more of 
our favorite original scores by some of our 
best-loved composers. Be warned: They 
may stir up memories of all the moments 
that unfolded when you first listened to 
them, and make you obsessed with the 
games all over again.

MAKE TIME TO SIT BACK 
AND LISTEN TO SOME 
OF THE BEST VIDEOGAME 
SOUNDTRACKS AROUND
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 02
METAL GEAR SOLID 2: 
SONS OF LIBERTY
After Metal Gear Solid, the soundtrack for the series took a huge 
leap in terms of quality by securing famed Hollywood film composer 
Harry Gregson-Williams, who created a more cinematic score. Every 
moment in the game carried more emotional weight as a result, from 
the heroic accompaniment of Solid Snake diving from the George 
Washington Bridge toward his first mission, to Raiden’s intense 
techno-infused confrontation with wave after wave of Metal Gears.

03
DEUS EX: HUMAN 
REVOLUTION
Michael McCann composed such a spectacular soundtrack for this 
cyberpunk action role-playing game, that it sends shivers down our 
spine every time. From subtle sweeping soundscapes to pulsing 
energetic dance beats, this score has it all. The soundtrack was 
one of the reasons it took us so long to complete the game—we 
would spend all our time pausing to appreciate the music. 

 01 
MASS EFFECT
Commander Shepard isn’t the only shining 
star in this spectacular space opera. This 
opus has been blessed with a selection of 
beautiful tracks that instantly whisk your 
soul away on an interstellar adventure. 
Within this sweeping score, composed by 
Jack Wall and Sam Hulick, with additional 
music by Richard Jacques and David 
Kates, you’ll hear the unmistakable thread 
of Vangelis’ spectacular Blade Runner 
soundtrack weaved throughout. One 
particular favorite is the uncomplicated 
‘Vigil’ which, although short, fills you 
with majestic awe and the promise and 
excitement of venturing out into space. 
For a game all about exploration into the 
great unknown, this soundtrack evokes 
all the right feelings. When you’re not 
trying to save the galaxy from annihilation 
at the hand of the Reapers, why not pop 
on some headphones, lie down and drift 
away. The imminent destruction of the 
entire universe can wait. 
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Your hero can’t read in Kingdom Come: Deliverance. You could write mean things and he’d never know...

We don’t know about you, but after the 

disappointment of both Destiny 2 and Star 

Wars: Battlefront II, we’ve had a rather big online

multiplayer-shaped hole in our lives. There are  

some benefits to such a gap however: It leads u  

to trying things we normally wouldn’t invest that 

much time in and finding unexpected hits. Step up  

 Monster Hunter: World  which has been wowing us 

as we slay beasts with our friends, but does it do 

enough to fill that hole? Read our thoughts on p62. 

Elsewhere we get to frolic with a cute dragon fox 

thing in the forest in  Fe  (p66). With its love for music 

it might as well be considered magical karaoke as 

you get to sing to trees. It looks similar in style to 

Ori And The Blind Forest, but here’s hoping it’s not 

as sad. Thankfully, we’ve also been able to distract 

ourselves by becoming fully immersed in all things 

medieval thanks to  Kingdom Come: Deliverance  

(p72). It’s unlike any other RPG we’ve played, 

favoring historical accuracy, but also giving you a lot 

of freedom to choose your own path, be that battling 

in civil wars or living like a hermit. Finally, we’re 

readying our fists and feet for some all-out brawling 

in  UFC 3  over on p74. With the most realistic 

perspiration we’ve ever seen in a game, we’re feeling 

tired and sweaty just looking at it. Here’s hoping the 

game itself gives us as much of a work out.
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EDITOR’S
CHOICE

Irrespective of score, 
the Editor’s Choice 
award is given to 
games with the 
quality, ambition or 
uniqueness to stand 
out from the crowd. 

Can’t make sense of 
our out-of-ten rating 
system? Then see 
below for your  
at-a-glance guide.

Titles with this 
symbol are on Game 
Preview, so while they 
aren’t finished, you 
can still find out if 
they’re worth playing.

HOW WE 
SCORE:

10  A gaming 
masterpiece

9  An essential slice 
of brilliance

8  Give it a whirl and 
you won’t regret it

7  Some minor flaws 
but still good

6  Solid, but not 
setting any  
loins aflame

5  Average. Not  
good, but not 
terrible either

4  Honks just a bit
3  Look away, lest  

ye be tainted
2  Angry-makingly 

bad
1  Just... no...
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Despite launching 
back in 2004, 
Capcom’s beastie-
bashing series has 
never really found a 
home on Xbox. Sure, 

spin-offs such as Monster Hunter 
Frontier G popped up on 360, but for 
almost 15 years, Team Green has 
been denied a full-fat mainline en y  
until now. Enter the first game in t  
beloved action-RPG franchise tha ’  
actively looking to lure in Western 
players with its kickass ways.

For those who’ve never experie
the series’ campy brand of dino-
slaying slaughter, let’s run throug  
average hour in Monster Hunter: Wo d. 
After creating a hunter with the 
game’s awesomely exhaustive 
character creator, you head out in  
thick, humid jungles, prehistoric 
deserts, and gloriously gaudy 
coral-strewn canyons with the go  
killing or capturing critters. Next, y  
scour the land for telltale clues of 

Even when your nerves are being 
shredded by the timer, the mechanics 
that power fights are rarely less than 
an involving, titanic treat. When the 
monster-murdering showdowns get 
into full swing, combat absolutely 
crackles. Whether you rock up to 
battles brandishing a seven-foot 
Buster Sword, long-range Heavy 
Bowgun, or the exhilaratingly athletic 
Insect Glaive—think a spear crossed 
with a homicidal vaulting pole—fights 
always feel responsive and impactful.   

Predictably, Capcom’s array of 
dinosaur-shaped fiends are the stars 
of this sword-swinging show. Some 
hunts pit you against an Anjanath (a 
feathered T-rex wannabe), others see 
you tracking Radobaan (think a 
whale-sized armadillo) through the 
rocky caverns of the Rotten Vale, while 
the occasional battle has you stalking 
arguably the most imaginative 
monster to ever stomp onto Xbox. Said 
terror is called the Paolumu, and 
fighting this giant flying hamster/

Monster Hunter: World 
CAPCOM’S CREATURE FEATURE FINALLY HITS IT BIG DAVE MEIKLEHAM 

PUBLISHER CAPCOM / DEVELOPER CAPCOM / FORMAT XBOX ONE / RELEASE DATE OUT NOW / COST $59.99

ABOVE The main 
story sees you 
hunting the 
impossibly large 
elder dragon, 
Zorah Magdaros. 
The stadium-
sized bastard 
is deadly. 

EDITOR’S
CHOICE

your target—a footprint here, a 
viciously clawed rock there—before 
letting a bunch of luminous scoutflies 
lead you to the monster in question. 
Once you track down the furry/
feathery/scaly culprit, it’s time to 
enter into quite the sizeable scrap. 

Fight forever
Actually, perhaps that should be 
‘seismic’ scrap. Make no mistake: 
Fights in Monster Hunter: World are 
epic (occasionally exhausting) affairs. 
Regardless of which of the 14 distinct 
weapon classes you choose, battling 
these behemoths is never brisk. 
Unless you team up with another 
three hunters using World’s pleasingly 
streamlined online features—more on 
that later—the game’s headline 
scuffles can often take in excess of 
40 minutes to finish. Considering 
story-critical assignments impose a 
50-minute time limit on pummeling 
proceedings, a frantic sense of hurried 
tension constantly looms large. 

ntry… 
the 
t’s 

n

nced 

h an
World. 

nto 

oal of
you 
f 
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eagle abomination is one of the most 
memorable gaming moments I’ve had 
in years.

Territorial tussles 
These toothy terrors don’t just fight 
your hunter, either. One of the coolest 
elements of World is that you 
genuinely feel like you exist in a world 
that is shaped by its own fully-
functioning ecosystem. Example? How 
about the fact monsters are only too 
happy to rumble with each other over 
territory. Early into the campaign, 
you’ll most likely witness the 
wallowing Jyuratodus get into a 
ground-shaking tussle with the 
rhino-esque Barroth, and the resulting 

battle is so spectacular, it’s 
impossible not to be hypnotized by 
the enormous encounter.   

Sadly, not every monster-seeking 
mission is quite so exhilarating. 
Though many story quests pit you 
against creatures that are a genuine 
joy to fight, there are a couple of real 
stinkers. Said missions usually revolve 
around Zorah Magdaros, and fighting 
this skyscraper-sized dragon involves 
mindlessly bashing away at its 
stalactite-shaped weak points. Zorah, 
you’re a chore-ah.

Despite some low points in the 
main quest, the game’s primal 
showdowns benefit massively from 
the series’ newly open environments. 

In past entries, the world around you 
would be split into boxy environments 
separated by loading sections. Here 
though, exploration is seamless, and 
tracking creatures through the game’s 
sprawling forests and wastelands with 
nary a black screen in sight lends 
hunts an emergent quality that make 
battles feel truly alive.

The opening Ancient Forest level is 
often slap-you-around-the-face 
pretty. A dense jungle teeming with 
feral life and fantastical fantasy flora, 
it’s an absolute pleasure to get lost 
among the looping paths of its verdant 
sectors. Later environments are no 
less impressive. The subterranean 
Rotten Vale is a claustrophobic den of 
death and destruction, as the likes of 
the Odogaron (a sort of giant panther/
crocodile hybrid) stalks the bone-
covered alcoves for carrion. The Coral 
Highlands is more dazzling still. Sure, 
all the monster murder makes the 
idyllic surroundings a smidge less 
civil, but it’s one hell of a dreamy 
location in which to lose yourself for 
hours on end. 

Sadly, there is a downside to this 
expansiveness: Monster Hunter: World 
can be daunting to break into. This is 
a series that has always been built 
around interlocking, labyrinthine 
systems. Menu-heavy weapon 
crafting, stat-boosting meal 
preparation, and various strings of 
R&D quests all compete for your time, 

WHAT IS IT?
A sandbox action-
RPG where you 
murder monsters 
for pelts.

WHAT’S IT LIKE?
GTA V’s hunting 
mini-game, blown 
up into a 100-hour 
epic. 

WHO’S IT FOR?
Folk with oodles 
of time to commit 
to hour-long 
hunts. 

short
cut

TOP RIGHT 
Technically, 
World can be a 
little shoddy, 
and fights are 
often blighted 
by clipping. 
Still, the sheer 
spectacle of it 
all never wanes.

RIGHT Nergigante 
is one of the 
toughest beasts 
in the game 
and hits like a 
truck. Downing 
it is a major 
achievement  
for hunters,  
and comes with 
great rewards.
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resulting in a game that can often 
overwhelm, especially if you’re new to 
the franchise. 

Travel back to Astera (the pirate-
themed central base of operations), 
and you’ll often be inundated with 
optional assignments. The Botanical 
Research department wants you to 
gather various plants while out in the 
field; the Smart Biologist makes 
constant requests that you non-
lethally capture monsters—better 
bring some Trap Tools and 
tranquilizing darts; while the adorable 
wee chap over at Ecological Research 
forever wants to update your Monster 
Field Guide, which involves examining 
the tracks the game’s beasts leave 
over and over. It’s admirable that 
World has managed to squeeze in 
such a heaving amount of content, 
but sometimes it feels like you’re 
getting pulled in a dozen different 
(slightly dizzying) directions.

Monster mashed
Even if you ignore the side distractions 
to concentrate on ploughing through 
the central story, it’s easy to feel 
outmatched. There are no quick a
clean victories to be found here. 
Hunts against smaller creatures  
still be glacial, and because 
monsters don’t have visible 
lifebars, there’s no concrete way 
to tell how long a fight will last. 
Playing solo, it’s all too easy to 

become demoralized, as you land 
hundreds of swipes on your prey with 
little sign of the beast weakening. 

In the game’s defence, joining up 
with other online players to ease the 
big-boned burden is a doddle. 
Matchmaking is mostly hassle-free, 
and when you need assistance, it’s 
just a simple matter of firing an SOS 
flare, then waiting for other hunters to 
drop in and lend a helping blade/
modified Battle Horn.  

Of course, you will have to look past 
some occasionally jarring technical 
shortcomings. For a series that has 
primarily graced handhelds platforms 
in recent years, there’s no denying 
Monster Hunter: World is a hugely 
ambitious game. Still, all those 
elaborately animated monsters and 
visually rich hunting spots prove 
taxing on Capcom’s MT engine. On the 
base Xbox One, the experience never 
feels smooth, and the frame-rate 
often drops into the mid-20fps range 
during battles. Performance is 
noticeably better on Xbox One X—and 
hoo-boy does the game look special 
n the 4K ‘Prioritize Resolution’ 

mode—but even on Microsoft’s beefed 
up box, the action can still feel jittery.  

Overly fixating on the rough edges 
feels uncharitable, though. After all, 
this is a game where you’re constantly 
followed around by a Palico: An 
adorable kitty companion who will 
gladly scratch up a Great Jagras 
should the pot-bellied iguana look at 
your hunter funny. Yes, fights might be 
riddled with copious clipping, but 
seeing as Capcom’s adventure lets me 
dress my little cat person up like a tiny 
Skeletor cosplayer, I’m willing to 
overlook my hunter’s sword passing 
through a Pukei-Pukei’s leathery wings. 

Ultimately, Monster Hunter: World is 
a fascinating, utterly esoteric 
adventure. If you join a committed 
guild of online hunters, it could easily 
swallow your life. Yes, it’s technically a 
little janky, and it could well 
overwhelm new players. Commit to the 
hunt though, and wonderfully silly 
monster mayhem awaits. 

One of World’s 
most addictive 
loops is grinding 
for monster 
parts in order 
to craft better 
gear. Leveling up 
helmets, gauntlets 
and fancy fighting 
trousers is a key 
part in becoming 
durable enough to 
see off the game’s 
biggest nasties. 
Each species has 
unique weapons 
and armor that can 
only be crafted 
by harvesting 
their extremities. 
Remember to aim 
for a monster’s 
weak points, 
and those shiny 
new Tzitzi-Ya-Ku 
skin gloves will 
be yours soon 
enough.  

DON’T LOOT 
NOW

“The headline 
scuffles can 
often take over 40 
minutes to finish”

OXM VERDICT 

Charming, 
beautifully odd, if 
a little taxing, this 
hunter will devour 
your nights. 
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There’s a lot to like 
about the world of 
Fe. It’s one of the 
dreamiest games 
we’ve played on the 
Xbox One in recent 

months—a strange journey into a 
vibrant but intimidating woodland. 
You can tell the title was developed 
in Sweden—the forests of the game 
all have a proper sense of place 
to them. From towering oaks that 
block out the light from above, to 
steamy swamps brimming with life, 
Fe does an incredible job of making 
you feel at home in its gorgeous but 
unsettling world.

Fe is an odd mix of genres in one 
game—for the most part, the title 
feels like an adventure title. There 
is an emphasis on exploration and 
Metroidvania-style backtracking once 
you’ve unlocked new abilities, but 
there are also elements of stealth 
games and even light RPG mechanics, 

too. Imagine something like Journey, 
but with a little more narrative thrown 
in—Fe seems more concerned with 
telling you about its world than force-
feeding you a story.  

 
Wood you believe it
The main gameplay conceit sees you 
communicate with various woodland 
animals, singing in harmony with 
them in order to convince them to 
help you on your journey. Different 
animals will help you in different 
ways, and you need to carefully apply 
pressure to the right trigger in order 
to find the right pitch and sing with 
them. You can sing to the plants, too, 
once you’ve learned the right song 
from the animals in a certain area. 
It’s a pretty unique mechanic, and 
one that breathes a bit of life into 
what could otherwise be seen as a 
standard adventure game.

The most interesting thing about 
Fe is that there is no combat in the 

game: You are a vessel of peace, 
it would seem, a force coasting 
through the world to unify the forest, 
bringing everyone (and everything) 
together. That does lead to some 
frustrating moments later on in the 
experience, though: Jumping away 
from the threatening black masses 
of predatorial enemies and hiding in 
bushes can only be entertaining for 
so long.

While Fe does a good job of 
communicating its world and guiding 
you through some fantastic set-
pieces, there are also issues with 
the gameplay. The controls are 
cumbersome, and as you obtain 
more abilities, they just get more 
unwieldy and frustrating—you’ll 
often find yourself gliding past a 
platform you need to land on and 
sailing down to the bottom of an area, 
forced to climb back to it a few times 
before the game does what you want 
it to do.

WHAT IS IT?
A short 
Metroidvania-
inspired 
adventure 
with light RPG 
elements.

WHAT’S IT LIKE?
A budget version 
of Journey with 
more focus on 
sound than 
anything else.

WHO’S IT FOR?
Players that want 
short, engaging 
experiences, and 
who like their 
games sound-
based.  

short
cut

Fe
SINGING A DIFFERENT TUNE DOM PEPPIATT

PUBLISHER EA / DEVELOPER ZOINK / FORMAT XBOX ONE / RELEASE DATE OUT NOW / COST $19.99

Fe is the first game in the EA Originals series—the publisher’s indie arm
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Considering the later part of 
the game revolves mostly around 
chaining hops and glides, this can 
get tiresome—especially if you get 
to a ledge, only to have the hop-up 
animation fail to trigger for whatever 
reason. As the dodgy controls get 
more frustrating, you start to see 
past the charming wilderness and 
see Fe’s constituent parts… and 
they’re not that impressive.

 
Seedy behavior
Most puzzles revolve around figuring 
out which animal you need to guide 
where, or throwing seeds at breakable 
obstacles to clear the way ahead. 
At first, they’re interesting, and the 
cookie-cutter puzzles are broken up 
with some interesting, Journey-esque 
set-pieces. But eventually, even 
the puzzles start to wear thin—all 
the singing and seed-throwing and 
jumping comes together to form a 
finite number, and by the end of the 

game we were left feeling pretty 
underwhelmed by the puzzles and 
their predictable solutions.

But perhaps that’s being too 
harsh. Fe is a short game—maybe 
three to four hours if you take your 
time—and overall the experience is 
pretty, soulful, and a bit different. 
Once you’ve played through the main 
narrative of the title, you’re left with 
a sort-of open world you can explore 
at leisure—no more arbitrary stealth 
nonsense holds you back here. The 
soundtrack also subsides a little once 
you finish the game… and it’s actually 
quite nice. We know this is a game 
all about harmonics and sounds, but 
at times the soundtrack is far too 
intrusive, and doesn’t feel like it fits 
the rhythm or pace of the game.

So Fe is not a bad game. There 
are frustrating elements to it, sure, 
and the controls really do hold 
it back from being as special as 
Journey, or even Rime. Fe is a smart 

“Fe is a smart 
adventure game 
trying very 
hard to do 
something new”

RIGHT If you can 
get over the 
occasionally 
frustrating 
controls, Fe’s 
world is a joy 
to explore—
especially in 
the post-game 
free play mode. 

adventure game trying very hard to 
do something new, and the singing 
mechanic is genuinely interesting for 
the first hour or so. It’s just a shame 
that for such a short game, Fe starts 
to unravel a little towards the end.

It’s a fascinating approach from 
developer Zoink—and something 
pretty different to what they’ve put 
out in the past. We hope that Fe 
proves a satisfying proof of concept 
for the studio to build on for its next 
soulful adventure. 

The majority of Fe 
revolves around 
gently using the 
right trigger to hum 
in tune with various 
other elements 
of the forest. You 
can make lovely 
soundscapes 
with some of the 
creatures in the 
game, but make 
sure you don’t hit 
that trigger too 
hard: You make your 
foxy protagonist 
utter some terrible 
and weird sounds if 
you try to harmonize 
too deeply—and 
it can be pretty 
offputting in the 
otherwise peaceful 
and sedate world.

IN PERFECT 
HARMONY

OXM VERDICT 

A unique but flawed 
puzzle game set 
in a world that is 
never less than 
engaging. 

6

FAR LEFT The 
various nervous 
creatures in 
the game all 
speak their own 
language and 
behave in their 
own special way.

LEFT The game’s 
blue hue can 
be relaxing 
and vaguely 
hypnotic.
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The premise of Full 
Metal Furies couldn’t 
be simpler: You play 
as one of the four 
titular Furies, a 
metal-inspired crew 

of adventurers that have taken it 
upon themselves to down a series of 
hulking titans. Between the fighter, 
sniper, engineer and tank, you use 
each character’s special powers to 
keep myriad enemies at bay… and it’s 
ludicrously good fun.

Full Metal Furies does a good job of 
making each character feel distinct: 
Erin the Engineer comes with a sentry 
gun and pistol, Alex the Fighter gets 
a hammer and some vicious counter 
attacks, Triss the Tank gets a shield 
and some nice crowd control moves, 
and Meg the Sniper excels at taking 
potshots at her enemies at range, 
with a series of zoning tools rounding 
out her skillset. 

The game is primarily built to be 
played in co-op—and to that end, it 
works incredibly well—but there’s a 
robust single-player offering here, 
too. It’s a slow start, making you learn 
the characters you choose over some 
basic tutorial levels, but as it ramps 
up, the game really starts to show its 
technical prowess to you.

In single-player, the main gameplay 
conceit comes from hot-swapping 
characters and comboing with them, 
using the Swap function to mitigate 
the cooldown times each of your 
abilities has. This means you can use 
the Tank’s crowd-control shout to 
blast enemies away, then launch the 
Sniper’s fiery bullet into the falling 

enemies for massive damage. There 
are benefits for hitting enemies 
already in the air, making technical 
combos your best weapon against the 
inventively-designed enemy hordes 
that love rushing you down.

Separate lives
It helps that the entire title is 
composed of this wonderful 16-bit 
inspired feel that’s easy to read and 
full of personality. Each of the main 
characters is easily distinguishable 
in the often-busy screens, the color-
coding used to denote who’s targeting 
who is simple and effective, and the 
sprite work on show is heartwarming, 
really. It’s paired with some incredible 
animation and an RPG system that’s 
incremental and rewarding.

Cellar Door Games has managed 
to mix the old-fashioned style of 
scrolling beat-‘em-up with some of 
the best bits of bullet hell—if you ever 
played the studio’s last game, Rogue 
Legacy, you’ll feel at home with the 
stylized pixel art and the dodge-heavy 
mechanics the title revolves around.

As you progress through the 
lovingly crafted levels, you start to 
understand how the characters have 
been designed to work together. The 
game starts to fit into your skills like a 
more technical Castle Crashers as you 
level up and get more abilities. If you 
can endure the sort-of feature creep 
in the first few hours, you’re rewarded 
with a stunner of a game in the end.

With hidden levels, secret items 
to unlock, new skills to master, a 
countless number of combos to 
discover, and a fairly enjoyable story 
underlining the whole thing, Full 
Metal Furies is a game brimming 
with personality, and proves that 
Cellar Door Games is more than just 
a one-trick pony. If you’re after a 
fun, rewarding co-op game that’s 
decorated with retro references yet 
feels as fresh and exciting as any of 
the best games from the XBLA era, 
you could do far worse than this. 

WHAT IS IT?
A true co-
operative brawler 
that can be played 
locally or online.

WHAT’S IT LIKE?
Castle Crashers 
with guns cut 
with Rogue 
Legacy meets 
Streets Of Rage.

WHO’S IT FOR?
Anyone that loves 
16-bit games, 
with a taste for 
tactical brawling.

short
cut

RIGHT The game 
is largely built 
around boss 
encounters, with 
each player or 
character having 
to take care of 
corresponding 
shields to take 
the enemy down.

“Proves that Cellar 
Door Games is 
more than just a 
one-trick pony”

ARE YOU READY FOR THE BRAWL? DOM PEPPIATT

OXM VERDICT 

A pleasing fusion of 
brawler and bullet-
hell, this is a co-op 
game brimming 
with personality.

8
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The fruit of five years’ 
labor for its one-
man development 
team, Pinstripe’s 
prominent billing as 
‘an adventure about 

Hell’ pretty much stabs its plot twist 
in the back. You’ll see this one coming 
a mile off, but that’s not to say the 
journey isn’t worthwhile.

It’s the story of Ted, a preacher 
who pursues his three-year-old 
daughter into the underworld after 
she’s abducted by the creepy Mr 
Pinstripe. Wearing a dog collar (and 
accompanied by an actual dog), 
Ted explores a bizarre but decidedly 
unthreatening parallel dimension 
where the locals are kept stupefied 
on Mr Pinstripe’s ‘sack juice’ as they 
await the ceremonial adoption of Ted’s 
little girl into their strange community.

Whether or not you’ll care that much 
about what happens to them seems 
unlikely. The difficulty level is very low, 
presumably to allow players to fully 
engage with the plot rather than worry 
about whether or not they’ll be able to 
finish it, but it’s not sufficiently well 
written to push the game along at any 
decent pace. With no fear of failure 
and no real surprises or compelling 
characters to interact with, there’s a 
disappointing lack of tension.

I have a daughter of the same age 
as the one in the game, and since she 
was born I’ve noticed I just don’t have 
the constitution for any kind of stories 
where bad things happen to small 
people. However, after steeling myself 
for the opening abduction scene, I 
found that Pinstripe didn’t wind me 

up as I’d expected it to. The sight of 
some gangly-legged vicar bouncing 
on cartoon mushrooms while being 
followed by a talking dog served to 
thoroughly dispel the requisite sense 
of dread that might have helped 
me empathize with Ted’s plight. If 
anything, it could have done with 
being darker and more depressing—
Hell seems too comical in Pinstripe.

Seems familiar
In terms of gameplay and art style 
it’s reminiscent of Limbo, while 
the plot brings to mind The Sexy 
Brutale, but Pinstripe lacks the 
ingenuity and polish of either of 
those two. It’s a straightforward 2D 
platformer with unconvincingly floaty, 
slippery physics, and only one mildly 
challenging jump during the game.

It’s also very short, weighing in 
at well under two hours for a first 
playthrough, and this despite it forcing 
you to backtrack all the way to the 
start to scavenge for coins at around 
the halfway mark. There’s a safe-
cracking mini-game that plays like a 

20-second snippet of Flappy Bird, a 
spot-the-differences picture puzzle 
and a reaction test where you have 
to stop some spinning lights, each of 
which you’ll be treated to three times.

The padding is wholly unnecessary, 
as I actually preferred playing 
Pinstripe a second time, in ‘adventure 
plus’ mode. After finishing it once you 
get a golden key that unlocks three 
treasure rooms, providing enough 
cash to cut out the backtracking 
section, avoid some of the mini-
games and replace the standard 
slingshot with a machine gun. With 
Father Ted tooled up and many of 
the superfluous parts of the game 
stripped away, you can blast through 
for the achievement on offer for 
finishing it in under an hour. Enemies 
wither under your firepower and the 
final boss lasts seconds, which is 
satisfying payback for having to suffer 
his taunts the first time around. 

WHAT IS IT?
A journey into 
the afterworld/ 
a simple 2D 
platform game.

WHAT’S IT LIKE?
A poor man’s 
Limbo with nice 
art and music.

WHO’S IT FOR?
Fans of short, 
thematically 
strange, arthouse 
indie games.

short
cut

RIGHT 
Arriving at 
Mr Pinstripe’s 
lair, but is 
Ted in time 
to rescue his 
daughter?

“It weighs in at 
well under two 
hours for a first 
playthrough”

HELL, IS IT ME YOU’RE LOOKING FOR? MARTIN KITTS

OXM VERDICT 

A lighter experience 
than perhaps 
the developer 
intended—which is 
a bit of a shame.

6

PUBLISHER ATMOS GAMES / DEVELOPER ATMOS GAMES / FORMAT XBOX ONE / RELEASE DATE OUT NOW / COST $14.99
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The Three Kingdoms 
period of Chinese 
history is widely 
known. It was a 
relatively short 
period, but 

contained so many incredible people 
and events that it has been the 
subject of countless fiction from 
operas to films. It was a time that 
brought great transformation to 
the politics and culture of China, 
during which technology pushed 
forward at an astounding pace. This 
was one of the bloodiest times in 
Chinese history.

Sadly, the only part of this time 
period Dynasty Warriors seems 
interested in is that last, violent 
part, in the most straightforward 
and mindless way possible. The 
initial story selection screen, where 
you choose which character to 
start playing as, unlocking more 
characters in later time periods as 
you progress, offers the sense that 
this might tell the grand, sweeping 
story of the Three Kingdoms period 

from a range of different view point, 
from various time periods. Even the 
introductory cutscenes pay some lip 
service to the history behind events, 
so you’d expect it to come up at some 
point during the action. 

Yet the moment you’re placed 
into the game, it’s simply a matter 
of mashing buttons and letting 
your chosen hero whirl around on 
screen as they cut down endless 
hordes of nameless foes. There are 
actually combos and skills you can 
learn, but there’s really no need to 
bother investing the time to master 
any of it. In the dozens of hours 
with the game we played, little more 
was ever required than smashing 
those attack buttons as quickly 
as possible. Your greatest enemy 
here will be the extreme risk of an 
RSI, rather than the armies you’ll 
be cutting down. 

If you’ve played or heard of Dynasty 
Warriors before, this isn’t new 
information. The series has a well-
earned reputation of being mindless 
hack and slashers. Yet in spite of this, 

the games have earned something  
of a cult following.

Brain dead
Why expect anything else from a 
series that has changed so little 
despite its numerous entries over 
the years? Because this time the 
developers took things into an open 
world, and with it came the promise 
of a whole new take on the series. 
Maybe this would be the entry to 
transcend the mediocre trappings 
of prior titles and actually do 
something different?

Alas, no. By the standards of 
decade-old open world games 
Dynasty Warriors 9 is a chore, but 
in the shadow of more recent titles 
like The Witcher 3 or Grand Theft 
Auto V it’s absolutely not worth your 
time. The world itself is completely 
lifeless. Lacking in the sumptuous 
detail we’ve come to expect of these 
productions, it doesn’t have either a 
compelling art style or even a vibrant 
palette. It’s all mostly flat, brown 
terrain with a smattering of bland 

WHAT IS IT?
An open world 
hack and slasher 
set in Ancient 
China.

WHAT’S IT LIKE?
Having to do the 
dishes while 
people keep 
adding to the 
endless pile of 
dirty crockery.

WHO’S IT FOR?
People who want 
to pass the time 
but got bored of 
watching paint dry.

short
cut

Dynasty Warriors 9
TRAVESTY WARRIORS MORE LIKE SAM GREER

PUBLISHER KOEI TECMO / DEVELOPER KOEI TECMO / FORMAT XBOX ONE / RELEASE DATE 8 FEBRUARY / COST $59.99
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objects. For all the miles of China 
Dynasty Warriors offers, not one part 
of it captures any of the real beauty of 
the country’s diverse landscapes. 

There is the option to travel via 
horse or boat, but there just isn’t the 
same joy in it that you get coming 
over the crest of a hill on horseback or 
rocking against the waves of a storm 
in The Witcher. This is a world that 
exists to house things to kill, and little 
to no effort has been made to make it 
a believable or compelling space in its 
own right. 

Which might be more tolerable were 
any of the content that filled this 
huge space worth your time. The flat, 
uninteresting combat hasn’t just been 
transplanted into this ninth game, 
it has somehow been worsened. 
If a game is simply about running 
around and cutting down armies of 
enemies, you’d think that would at 
least be the one thing it gets right.
And yet the combat is as lifeless as 
the setting. Enemies huddle around, 
barely even acknowledging your 
presence as you approach ready to 

cut them down in droves. You don’t 
feel like a merciless killing machine or 
a triumphant hero. You’re a gardener 
doing the de-weeding. 

Bad dog
With no challenge from your enemies 
(except for the wolves. Those god 
damn wolves offer more challenge 
than all of China’s armies combined), 
there’s no reason to learn what little 
depth exists within the combat. 
And given that the world is filled 
with little more than large groups of 
enemies to be slain, there’s no really 
compelling reason to chase each and 
every waypoint. After an hour of play 
you’ll look at the map and see all the 
tasks remaining, only to find yourself 
exhausted at the mere thought of 
doing any of it. 

Dynasty Warriors 9 isn’t just the 
latest forgettable entry in a series 

LEFT Look 
forward to 
many hours of 
characters 
standing round, 
looking blank 
and giving 
exposition.

FAR LEFT No 
enemy is more 
fearsome in 
Ancient China 
than wolves. For 
some reason.

RIGHT The 
characters 
certainly look 
cool in motion.

of utterly disposable games—it’s 
a disappointment in a series of 
utterly disposable games. Despite 
the lowest of hurdles to clear, 
Dynasty Warriors 9 has leapt for more 
prosperous ground only to crash far 
below. This isn’t just an insult to its 
fans, this is an insult to history. A 
crass rendition of a fascinating time 
period that offers nothing as game or 
fiction. A travesty. 

“The game 
doesn’t have a 
compelling art 
style or even a 
vibrant palette”

Despite being 
dreadfully dull, 
there’s certainly 
plenty of content 
for your money. 
There are more than 
80 characters to 
unlock, each with 
their own unique 
game ending. The 
open world is jam-
packed with towers 
to climb that unlock 
various sights 
worth seeing, 
though most of 
those subsequent 
objectives boil 
down to killing 
people in mildly 
different scenarios. 
There is a lot of it 
to do, so if you’re 
a masochist who 
enjoys facing the 
same boring fights 
over and over, you’ll 
be able to do that 
until you too are 
ancient history.

CHARACTER 
COUNT

OXM VERDICT 

Somehow Dynasty 
Warriors 9 fails 
to meet even 
the lowest 
expectations.  

4

Koei Tecmo has also released a spin-off series called Samurai Warriors set in Feudal Japan
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When we first meet 
him, young Henry 
seems to have it 
good in life. His 
father’s the village 
blacksmith with 

a suspiciously deep knowledge of 
swords, his mother patches up the 
wounds he gets from brawling with 
his friends, he’s got an outrageously 
flirtatious girlfriend, and he seems 
to spend most of his time delivering 
nails and daydreaming. Unfortunately, 
he also lives in Bohemia—the modern 
Czech Republic—in 1403, a time when 
death can arrive by sword-thrust at 
any time.

Henry is also the likable-but-blank 
protagonist of an action RPG, so it’s 
not long before death does arrive in 
the form of a horde of mysterious 
mercenaries ‘from the east’, who 
rudely interrupt Henry just as he’s 
getting the hang of his deliveries and 
is graduating to making swords. 

Born a basic human rather than 
a cat-person or some flavor of 
elf—neither of which exist in this 
universe full of Bohemians with thick 
English accents, Welsh Germans, 
and unexpected Americans—Henry 
doesn’t have anything in the way 
of special powers, so he does what 
any sensible guy would do in the 
face of heavily armed attackers. 
He runs away. This isn’t an Elder 
Scrolls game—although its closest 
analog from that series is probably 
Oblivion, thanks to a similarly bucolic 
setting and a distinct hint of potato in 
the genetic makeup of its villagers—
and the arrow (almost) to the knee 
he takes during his escape doesn’t 
deter him from coming back, looking 
for revenge. 
 
Role up
We’re not sure a game has asked 
us to bury our dead parents before, 
nor spend quite so long looking 

for a shovel, but we appreciate 
Kingdom Come: Deliverance’s 
dedication to playing a role. You 
don’t get to customize Henry 
beyond leveling up his skills, which 
you do by using them and choosing 
perks. There are no classes, and 
absolutely no magic (beyond 
alchemy) in this most realistic 
of game universes, so Henry’s 
progression is purely the result of 
his actions and training.

One of his greatest enemies 
turns out to be his environment. 
He can climb stairs easily, but 
frequently gets stuck about halfway 
up. Hedges suck him in, stopping 
progress in any direction. It’s not the 
only issue. Guards on patrol pass 
through one another, equip Henry 
with an axe, and its blade protrudes 
painfully out of his stomach, and 
the words “Move now!” became a 
permanent fixture in the bottom right 
of our screen following a combat 

WHAT IS IT?
A realistic RPG 
set in medieval 
Bohemia, 
charting the rise 
of blacksmith’s 
son Henry.

WHAT’S IT LIKE?
An Elder Scrolls 
game without 
magic or cat 
people or 
dungeons.

WHO’S IT FOR?
Anyone who 
wants to feel 
sorry for Henry 
one minute, then 
cheer him on in 
combat the next.

short
cut

Kingdom Come: Deliverance
BRAVE SIR HENRY TURNED ABOUT, AND VALIANTLY, HE CHICKENED OUT IAN EVENDEN

PUBLISHER DEEP SILVER / DEVELOPER WARHORSE STUDIOS / FORMAT XBOX ONE / RELEASE DATE FEBRUARY 13 / COST $59.99

Warhorse Studios turned to Kickstarter to prove there was a market for the game, and raised four times what they expected
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tutorial. We’ve also heard reports of 
spontaneous floating, particularly 
when performing alchemy, and floors 
that you can fall through.

A reload clears many of the issues, 
until the next one comes along, but 
as there are no quicksaves—only 
automatic checkpoints, beds, and an 
expensive tipple, Savior Schnapps, 
that can leave you with the sort of 
deleterious effects associated with 
a night on the Lambrini—reloading is 
not always an option when your last 
save was three towns ago.
 
Save us
We see why Warhorse Studios 
implemented saving the way it 
did—it adds a fair amount of tension 
to encounters, even travel, as you 
never know when you’ll be set upon 
by brigands, and means that, as 
each day wears on, you have more to 
lose. Henry needs to eat, sleep, and 
maintain his equipment, so maybe 

you’ll do something dangerous in 
the morning, when a reload will cost 
you less, then spend the afternoon 
at the forge sharpening your sword 
or winning money in the affable dice 
mini-game. Death comes easily, 
especially early on when you’re 
under-skilled and armed only with a 
woodcutter’s axe, so getting to a bed 
where you can sleep and save feels 
like an achievement.

When not in bed there’s a great 
deal of combat, with a movement-
based sword-slash system similar to 
that attempted by The Elder Scrolls 
but improved by a lock-on and an 
indicator of when to block. A yellow 
dot marks the center of the screen at 
all times, except when using a bow, 
which is when it would have been 
really useful.

Perhaps it made archery too easy, 
and Kingdom Come: Deliverance 
wouldn’t want that. It’s a game that 
refuses to hold your hand, exposing 

“Warhorse 
Studios has 
poured love 
into this game, 
and it shows”

RIGHT Archery 
is a real 
skill. You need 
to learn to 
anticipate the 
drop of the 
arrow, and Henry 
needs to learn 
to keep the bow 
still.

you to the full glare of its systems, 
mechanics and social hierarchies, 
and expecting you to read about 
them in its exhaustive passages of 
lore and historical detail. 

And it’s this kind of detail that sets 
Kingdom Come: Deliverance apart. 
Warhorse Studios has poured love 
into this game, and it shows. The 
game has a clunky save system and a 
lot of bugs to patch, but underneath 
is a heartfelt RPG that immerses you 
in a role, a time and a place. 

There’s a strange 
thread of machismo 
running through 
the game, from 
the absolute 
male-dominated 
nobility, which is 
probably accurate 
considering the 
time period, to 
perks such as 
Alpha Male, which 
makes you more 
charismatic while 
in brothels, and 
Manly Odour, which 
makes you more 
attractive to women 
while dirty—at the 
cost of lowering 
your sneaking 
abilities. We can’t 
recommend you try 
that last one out.

MAN ON  
THE PROWL

OXM VERDICT 

A huge action RPG 
that is bursting 
with love and 
detail. And a fair 
few bugs too.

7

FAR LEFT Some of 
these soldiers 
have some most 
unusual accents.

LEFT Riding 
sees you canter 
or gallop, the 
latter draining 
your stamina bar 
as fast as the 
horse’s if you’re 
not trained up.
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EA Sports UFC 3 
is an exercise in 
improvement of one 
of mixed martial 
arts’ most important 
elements: Striking. 

Some of the punches and kicks 
in this game are wince-inducing; 
enough to make you jump from your 
seat in excitement as your opponent 
crumples to the ground after a well-
timed overhand punch or roundhouse 
kick. In a stand-up fight, UFC 3 often 
verges on genuine excellence and, 
were this a kickboxing or boxing game, 
we could probably leave it there.

EA Sports UFC 3 is not a kickboxing 
or boxing game—it is a mixed 
martial arts game, and MMA includes 
another very important aspect: The 
ground game. Grappling. Grabbing 
on to your opponent and trying to 
reposition them and yourself until you 
can beat them down or choke them 
out. In an on-the-ground fight, UFC 

3 often verges on genuine poorness 
and, as it’s an MMA game, we can’t 
leave it there.

The main issue with takedowns 
is that it’s the old system from the 
previous UFC game, and it shows. It’s 
clunky and slow, with transitions—
while simple on paper—difficult to 
pull off or defend against. This is 
backed up by a submissions system 
that is quite genuinely awful. In it, 
the defending player has to push 
the right stick in different directions 
to fill a segment of a circle without 
the aggressor stopping them (or, 
in the case of facing the AI, you 
just tap out). It is unbalanced, zero 
fun, and ruins a huge aspect of 
MMA, as most players beyond the 
superpowered ones will want to avoid 
submissions entirely.

As well as the terrible ground 
game, UFC 3 maintains issues it has 
had in the series for a while, like 
how the AI’s stamina quite obviously 

doesn’t drain at the same rate as 
the player’s, meaning they’re fresh 
as a daisy after four rounds while 
you can’t throw a single kick without 
tiring yourself. There’s also the return 
of omniscient opponents when 
difficulty is ramped up anywhere 
beyond normal, ruining any of the 
fun/challenge aspect in single-player 
mode. Similarly, the jump between 
easy and normal is laughably huge, 
with easy opponents literally standing 
still while you batter them senseless.  

 
Leg it
The improved localized damage 
system has its pluses and minuses—
you can target body parts in a more 
sensible fashion than before, and if 
you work a single leg over throughout 
the match you’re going to have a 
good time. But it comes with an 
opponent’s strange ability to take 
huge blows to the head, repeatedly, 
and if they’re not immediately 

WHAT IS IT?
EA Sports’ third 
attempt with 
the UFC license 
and fourth mixed 
martial arts game 
overall.

WHAT’S IT LIKE?
A gorgeous 
recreation of the 
violent sport, but 
lacking in the bits 
that count.

WHO’S IT FOR?
Fans of kicking 
people in the 
head really hard, 
or fans of being 
frustrated with 
poor grappling.  

short
cut

EA Sports UFC 3
A SO-SO MIX OF MARTIAL ARTS IAN DRANSFIELD

PUBLISHER EA SPORTS / DEVELOPER EA CANADA / FORMAT XBOX ONE / RELEASE DATE OUT NOW / COST $59.99

There’s some WWE crossover here, with ex-wrestler CM Punk playable alongside WWE’s latest signing, ‘Rowdy’ Ronda Rousey
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pounced on they will always recover 
to near-full health very quickly. It’s… 
weird. Getting punched in the head 
isn’t something you just shake off in 
a matter of seconds, and a spinning 
backheel flush on the chin doesn’t 
lead to you standing up again literally 
a second after you hit the mat.

There’s no denying there’s plenty 
to enjoy, albeit temporarily, about UFC 
3—it looks absolutely spectacular, 
with fighters modelled in the kind of 
detail that brings plenty of double-
takes from onlookers. Career mode is 
also a fair bit of fun, with your journey 
from the bingo hall $100 fights to UFC 
superstardom the kind of fighters’ 
journey that always tells a good 
story. Admittedly most of the mode 
is played out on menus and just 
involves pressing a button and filling 
in the gaps with your imagination, 
but there’s enough about it to keep 
your interest for a while. At least until 
the difficulty curve decides it really 

always wanted to be a wall and stops 
you from winning for a while.

 
Smash hits
And, of course, there’s the 
aforementioned striking, which is… 
well, striking in how great it is. Switch 
to the awfully named Stand And Bang 
mode and have a slugfest between 
two great fist-and-kick throwers 
and you end up with a spectacle of 
a thing, full of careful tactics, a wide 
variety of moves and the sort of wild 
Hail Mary swings that either make you 
a chin-smashing hero or a crumpled 
mess in a pool of your own fluids. 
It’s serious fun, brilliantly rendered, 
and backed up by some of the finest 
fighting game physics we’ve seen. So 
it’s such a shame this is only 50 per 
cent of the overall MMA experience.

UFC 3 isn’t worth the money if 
you’re an owner of either of the last 
two games, unless you’re absolutely 
dedicated to the striking game 

“Not worth the 
money if you’re 
an owner of 
either of the last 
two games”

RIGHT UFC 3’s 
submission 
system is 
downright bad. 
Switch to simple 
mode (tap A to 
escape/win) if 
you want a less 
frustrating 
experience.

and want to see something done 
a lot better than it was previously. 
Everywhere else we see iterative 
changes, or features left to wilt on 
the vine, and it’s just not worth the 
investment of money or time. Those 
without a UFC title in their library? 
Well, wait for the inevitable price drop 
in a month or two, and you’ll have 
yourself a decent game for the price. 
And those who abhor violence? Well… 
we’ve no idea why you’re actually 
reading this. Hmm. 

It’s EA Sports, so 
of course Ultimate 
Team has made 
its way into UFC 3. 
We’ll accept that 
fighters do often 
train together in 
teams and camps, 
so there’s some 
logic behind setting 
up your group of 
brawling badasses. 
Still, MMA is a solo 
sport, and as such 
your pursuit to 
improve things via 
Ultimate Team ends 
up being a series 
of different boosts 
and upgrades for 
individuals, rather 
than anything 
approaching a 
team effort.  

ULTIMATE 
FIGHTING  

OXM VERDICT 

Takes all comers in 
a stand-up fight, 
but somewhat 
flounders on the 
ground.   

5

FAR LEFT 
Fighters are 
superbly modeled 
and a bit scary.

LEFT There are 
times when UFC 
3 hits the nail 
on the head, 
usually when 
you’re hitting 
someone in the 
head.
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PLAY NOW
ON XBOX ONE

BACKWARDS 
COMPATIBLE

Keep an eye out for 
this badge over the 
next few pages: it 
indicates when a 
game of old can be 
booted up in shiny 
Xbox One-o-vision.
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Have you ever loved a place or restaurant so much 

that you keep going back, even though there’s lots 

of other places you could try? That’s how we feel 

about  Assassin’s Creed Origins  (p80). Why would 

we want to play anything else when there’s just so 

much to see here? Plus there’s a huge new chunk 

of DLC that we’ve been exploring in this month’s 

Now Playing. Actually, having said all that, we do 

sometimes look at other places. For instance, we’ve 

spent a long time researching all of the locations 

in the  Metal Gear Solid  series over on p84 to 

determine which places are real and which ones are 

only loosely based on real areas. Elsewhere, we take 

a little break to reflect on the excellent  Left 4 Dead  

in this month’s Retrospective column on p86, and 

reminisce on how it defined a generation of shooters 

on Xbox 360. We’ve still got so many fond memories 

of teaming up with our friends as Zoey, Bill, Francis, 

and Louis. Finally, we round up all of  the best cities  

 in Xbox history  over on p90 for you to turn into a 

checklist of all the amazing places you’ve been to in 

gaming. From futuristic spacestation hubs to derelict 

blocks and fantasy castles, all of these cities are 

heaving with activity. Some represent just a small 

part of a game while others contain the whole of 

one, but each one shows the games they come from 

at their very best.

extra

079

THE OFFICIAL XBOX MAGAZINE More great features at gamesradar.com/oxm

 CHECK OUT OUR VAST LIBRARY OF XBOX FEATURES AT WWW.GAMESRADAR.COM/OXM



N
O

W
 P

LA
Y

IN
G Fine, I’ll admit it 

now. I have an 
Assassin’s Creed 
Origins problem. 
No, I’m not 
sleeping in piles 
of hay just yet, but 

where previous Brotherhood outings 
could be rinsed and shelved, Bayek’s 
journey just keeps going. Every 
achievement, over one hundred hours 
on the sandy clock, a shield that 
makes enemies sleep when I block, 
a literally flaming Abyssal Steed, and 
it’s still not over. Daily quests, Heka 
chests, God battles, and various 
Ubi unlockables have made Origins 
my infinite fantasy AC. I could play 
something else, or I could just dress 
Bayek as Michael Fassbender’s 
Spanish Inquisition hood-wearer, 
Aguilar, and try and win myself a 
spear that looks like a giant cotton 
bud. No, seriously.

It’s a good thing then that the first 
of Origins’ two chunks of DLC has 
arrived to save us all (ie me) from 
complete madness. Taking place 
four years after the end of Origins, 
The Hidden Ones delivers new story 
missions, but also a whole new sizable 
chunk of map to explore which, of 
course, is scattered with those elusive 
question marks. Satisfyingly too, you 
need to be level 40 to head across the 
water to the Sinai Region if you don’t 
fancy your next trip into a tomb to be 
a very one-way affair. As someone 
sitting at the level cap longer than I’d 
like to admit, the increase to level 45 
is waking up on a Saturday morning 
when you’d forgotten what day it is 
levels of exciting.

First blade   
But what awaits in the beautiful Sinai 
Region apart from XP actually meaning 
something for a while? Honestly? A 
lot more of what makes Origins so 
ridiculously enjoyable. More animal 
lairs, more ‘places to rest’, more 
enemy encampments (this time led 
by some seriously nefarious Romans), 
more papyri scrolls to solve, and more 
of the heart-filled quests that made 

last year’s addition to the series the 
best in the franchise so far. There’s 
even some bonus stone circles to hunt 
down if you’ve missed stargazing since 
finding the original 12. And the story 
still matters too. There’s nothing here 
that dramatically rocks the Assassin 
boat so to speak, but as I make my 
way through the campaign missions, 
I’m hit by just how much I want to see 
the continuation of Bayek’s story. I 
need more of the birth of the Assassin 
Brotherhoood, and a lot more of that 
frankly ludicrously intense relationship 
with Aya. This will be spoiler free for 
those who potentially haven’t finished 
the main game, but there’s so much 
to tell here. This is a story that won’t 
be closed after March’s Curse Of The 
Pharaohs DLC. If the next Assassin’s 

Creed doesn’t cleverly tap into the 
Animus to continue this era, I’ll eat 
my carefully curated collection of 
hidden blades.

Thankfully, it’s not all over once 
you’ve finished the story campaign 
after a few hours. The side quests 
of the Sinai Region are packed with 
legendary weapons and mounts. A 
camel called Gertha is a particular 
highlight, and an enjoyable light and 
mirror puzzle sets you up with an 
impressive set of dual swords for your 
trouble. There’s a beautiful sense of 
discovery at work here. Sinai isn’t quite 
as varied as the dangerously sprawling 
Egypt but Arsinoe Nome in the north is 
a fascinating construction site, while 
Madiama Nome in the south delivers 
impressive mountains and an endless 

Fancy eagle diving back into Ancient Egypt?  Assassin’s Creed  
 Origins’  new DLC will nudge you off the synch point  LOUISE BLAIN

PUBLISHER UBISOFT / DEVELOPER UBISOFT MONTREAL / FORMAT XBOX ONE / RELEASE DATE JANUARY 2018 
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desert. It would also be rude not to 
mention an idyllic looking tropical 
island with some disturbingly nasty 
secrets hidden just out of view. Don’t 
say I didn’t warn you about Anubis 
Island. People are clearly just dying to 
get there. 

Gladiator too 
Intersperse questing with uncovering 
the locations across the map 
and delving into the Sinai 
Region feels particularly 
rich. The story campaign 
takes you past a Roman 
encampment called 
The Walls of the Ruler, 
a sprawling mountain 
barracks packed with 
high level enemies, 
treasure to loot, and an 
intimidating skyline of ziplines 
and braziers. I ignore it on my first run 
past, but upon returning to vacuum 
up all the collectibles and get that 
precious tick, it becomes a perfect 
playground that epitomizes everything 
Assassin’s Creed has become. I sneak 
up to rooftops, pot-shotting enemy 
skulls with my new Predator bow, 
and set each brazier to stun those 
foolish enough to attempt to bring 
in reinforcements. Two commanders 
await slaughter, as does a captain, 
and there are six hidden treasures to 
hunt across the camp. I’m suddenly 
using every tool at my disposal. 

Sleep darts, warrior bows, chain 
assassinations. It’s not a good day 

for Rome, but a great day for 
Bayek of Siwa. I even take 

the chance to tick off the 
Zip it Off achievement, 
assassinating three 
victims from a zip line 
and trying not to holler 
‘Are you not entertained?’ 

too loud to my empty flat. 
It’s reassuring then to 

look at Origins in 2018. The 
Hidden Ones out now, The Curse 

Of The Pharaohs in March offering 
mythical creatures to hunt across 
the new and even bigger Valley of the 
Kings region. The map already teases 
a 10 level increase from 45 to 55, and 
I expect Thebes will have plenty of 
new side quests and secrets amongst 
the probably not historically accurate 
mummy slaughter. Between this and 
the release of Assassin’s Creed Rogue 
Remastered in March, I wouldn’t be 
surprised if there’s no announcement 
of a new Assassin’s until early 2019. 
Ubi’s onto a winner a decade on and 
I get the feeling that it’s going to 

want to give Origins’ sequel the love 
and care it deserves to truly do it 
justice. Dive into The Hidden Ones now, 
though. Everything is permitted after 
all. And once it’s done, there’s always 
a flaming steed and a giant cotton 
bud to try for. 

ABOVE Quipping 
while guard 
killing is the 
true Assassin 
way. Say arrow 
to my little 
friend...

BELOW The new 
area of Sinai 
offers a new 
playground 
to explore. 
Spoiler alert: 
there’s still a 
lot of sand.WHAT IS IT?

The first of two story DLC 
packs for the sneaky, 
stabby historical RPG 

that unlocks a new area 
of the Egptian map. 

“Don’t say I didn’t warn you 
about Anubis Island. People are 
clearly just dying to get there”
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War is hell, I’m 
told, but if the 
approximation of 
conflict in World Of 
Tanks is anything 
to go by, it’s 
also ridiculously 

good fun as well. Here in the game’s 
new-ish single-player campaign, 
I’m getting a taste of what it’s like 
to take the infamous M4 Sherman 
tank into the cauldron of the Eastern 
Front. It lacks the cinematic polish of 
Call Of Duty WW2 or Battlefield 1’s  
armored tales for sure, but you can’t 
knock developer Wargaming’s eye for 
sheer authenticity.

Rolling across Romanian hillsides, 
the mean-looking cannon on our 
mobile armor roars with every blast, 
a shell detonating on a distant 
enemy tank while the crew within 
our battered hull reloads with a 
satisfying yet purposefully protracted 
set of clunks and bangs. Fields of 
wheat sway as winds whip across 
the rural landscape, an awe-inspiring 
panorama that almost gets me blown 
to smithereens as a phalanx of 
enemy armor lob cannon fire at me.

Story time
I’m rolling my way through the first of 
War Stories’ solo/co-op campaigns, 
the 1944-set Brothers In 
Armor, as I prepare to lock 
horns with the firepower 
of the Axis in the oft-
overlooked Battle of 
Romania. It’s a brief 
skirmish, a tutorial of 
sorts to get me familiar 
with the minutia of 
World Of Tanks’ vehicular 
combat, but the real fun 
starts when War Stories breaks 
away from the facts…

A war game devoid of factual 
accuracy? Alternative history? I’ve 
never seen the like! Okay, we’ve all 
seen the alt history take a fair few 
times, but not in the way Wargaming 
approaches the far meatier 
‘Flashpoint Berlin’ mission that 
follows. Pushed into the Cold War, 
I’m dropped into the infamous Berlin 
Blockade. In real life, the Soviets 

attempted to block the rest of the 
Allies from reaching key sections of 
the fallen German capital, leading 
to the ‘Berlin Airlift’ where 200,000 
flights helped resupply the strangled 
citizens within. However, in this 
timeline that airlift fails, so it’s up to 
me and some other British steel to 

accompany a supply convoy 
into Soviet territory.

It’s certainly not as 
tough as the PvP meat 
and potatoes of the 
core World Of Tanks 
experience, but then 
it isn’t trying to be. It’s 

both a taster session 
for the shell-exchanging, 

building-demolishing 
deathmatches found on its 

online servers and a vanguard for 
the game’s evolving future. And 
it’s so much fun. The alt-history 
angle works really well, and with five 
different campaigns already added 
to its library, WOT has finally given 
its rigid online shooter template a 
much-needed sense of diversity. 

It works best in co-op, using one 
tank to draw enemy fire while you 
sneak around to flank them. Shooting 

out tracks is endlessly satisfying, 
especially when facing a heavy tank 
beast, waiting as my crosshairs begin 
to shrink, those precious seconds 
bringing me closer to a killing blow—
while opening myself up to the same. 

War Stories certainly isn’t that 
cinematic by design—it’s really just 
some VO, some comic book-style 
intros and some new environments—
but it’s how I tell that story that feels 
so much grander. Killing other tanks 
and claiming strategic points is 
standard WOT fare, but it feels that 
bit more special when you’re carefully 
hunting through the ruined streets 
of Berlin and London, waiting for the 
inevitable ambush in a history that’s 
been twisted in a new direction. 
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Giving tanks for the memories with  World Of Tanks’   

single-player, alt history War Stories campaign  DOM RESEIGH-LINCOLN

PUBLISHER WARGAMING  / DEVELOPER WARGAMING MINSK / FORMAT XBOX ONE X / RELEASE DATE OUT NOW

WHAT IS IT?
World Of Tanks is an 
online vehicular war 

game that now supports 
single-player (and co-op) 

play via a free update.

“It works best in co-op, using one 
tank to draw enemy fire while you 
sneak around to flank them” 
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“When I uncover my first little rubber 
marvel one of the game’s unique 
mechanics comes back to me” 

Rediscovering Albion and excessive flatulence in  Fable II  
DANIELLA LUCAS

PUBLISHER MICROSOFT / DEVELOPER LIONHEAD STUDIOS / FORMAT XBOX 360 / RELEASE DATE OCTOBER 2008

WHAT IS IT?
An open-world RPG 

where your evil or good 
choices morph the way 

you look.

There was great 
excitement in the 
office when the 
news broke that 
Playground Games 
(the studio behind 
the Forza Horizon 
series) is working 

on a new Fable game, and with the 
prospect of a return to Albion firmly 
in my mind, I decided it was time for 
another go with one of my favorite 
games on Xbox 360: Fable II. Set 500 
years after the first game, it boasts 
a more fleshed out world and some 
wondrously funny writing. 

You play as Sparrow, who sees a 
tragedy as a child before becoming 
an adult (as you do) and adventuring 
across Albion. He searches for the 
descendants of great heroes and 
aims to put a stop to the evil Lord 
Lucien, with plenty of mishaps along 
the way. It’s open-world so you have 
a lot of freedom, so you can be super 
evil if you wish. With its emphasis on 
humor, the things you’re capable of 
doing and the reactions citizens have 
are often surprising.

I had forgotten the joy of the 
moment you discover you can fart on 
command with the press of a button, 
so of course I do so everywhere I go, 
be that out in the woods or in the 
center of town. Most seem 
repulsed by my gassy 
display, but others 
whoop and applaud, 
and some even seem 
to be rather intoxicated 
by my impromptu 
performances. I secretly 
wish trying to pick up 
dates was as easy as just 
letting one rip and having 
them judge the outcome; anyone 
who is attracted to that is the type of 
man I know I could party with.

In the doghouse
Speaking of making friends, I’m also 
thankful for my canine companion—
he’s adorable, and stops me from 
getting lonely as I walk across the 
countryside. He’s also rather helpful, 
pointing out digging spots for me 
and unearthing everything from 

treasure to condoms. It’s at the point 
where I uncover my first little rubber 
marvel that one of the game’s unique 
mechanics comes back to me, where 
having unprotected sex (shown with 
a censoring fade to black, of course) 
can lead to unwanted pregnancy or 
even STDs. Yikes.

It makes me wonder about 
the rumored remake. It was 

a very different time when 
the first games came out 
and was handled with a 
nod and a wink—would 
a new game ever bring 
that aspect back? How 

would they handle it now? 
You would expect families 

and relationships to return, 
but letting you get someone else 

pregnant and then running off never 
to be seen again feels weird now. As 
does initiating orgies by seducing 
multiple townspeople at once. Sex is a 
core part of the Fable series’ identity, 
but if not handled well in a modern 
version it’ll be absolutely crucified for 
it. It’s a very narrow tightrope to walk 
if Playground wants to maintain that 
cheekiness without being insulting, 
and it’s difficult to picture a studio 

that’s famous for driving games being 
great at handling sex.

Albion is a beautiful, varied place 
that feels fantastic to explore, so a 
Witcher-like traditional fantasy RPG 
approach would also fit the setting, 
side-stepping the childish humor 
aspect of the series completely. 
Though while that fits the location, 
would it really be a Fable game 
without its slightly rude quirkiness? If 
my replay has taught me anything, it’s 
that if the rumored new Fable game 
is to succeed, all it needs to do is 
embrace the small silly moments that 
naturally emerge. That includes more 
good dogs, and a greater variation 
of farts—that’s enough of a game to 
make anyone happy. 
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Costa Rica 
Metal Gear Solid: Peace Walker 

Countries hardly get more 
stunning than Costa Rica 

with its exquisite plant and 
animal life. That’s why Big Boss 
jumped at the chance to visit 

when asked to investigate 
a mysterious army that set 
up shop there, and why he 

was so desperate to protect 
it when he discovered that 
same army had access to 

nuclear weapons.

Mother Base Caribbean 
Sea/Seychelles

Metal Gear Solid: Peace Walker; Metal 
Gear Solid V: The Phantom Pain 
Considered a country in its own 
right, this offshore base was Big 

Boss’s main base of operations. He’d 
often be seen gazing out over the 

Caribbean Sea, but then covert strike 
force XOF went and blew the thing 
up. Another base was built in the 

Seychelles. Now Big Boss just spends 
his time pestering his staff.

Hudson River, New 
York/New Jersey

Metal Gear Solid 2: Sons Of Liberty 
Solid Snake is quite the pluviophile, 

and thoroughly enjoyed his stay 
on board the USS Discovery as it 

sailed down the Hudson River in the 
pouring rain. Yes, technically he 

was there to investigate classified 
intelligence of a new type of Metal 

Gear and Russian mercenaries 
ended up hijacking the tanker, but 

he didn’t let that spoil the mood. He 
would go again if it hadn’t sunk and 

caused a terrible oil spill.

Nicaragua
Metal Gear Solid: Peace Walker  

After chasing the nuclear 
launch platform, Peace Walker, 
into Nicaragua, Big Boss was 

struck by the country’s beauty 
and the same compulsion 
he had to protect Costa 

Rica. Unfortunately, things 
didn’t quite go as planned, 
as he ended up fly-tipping 

in Lake Cocibolca by sinking 
Peace Walker in it. All those 

chemicals and nuclear 
materials can’t be good for 

the wildlife.

Alaska’s Fox 
Archipelago

Metal Gear Solid 
Solid Snake was so fond of 
the icy Alaskan tundra that 
he settled down there. That 

was until he was pulled 
out of retirement to sort 

out a bunch of bothersome 
terrorists, one of which 
happened to be his twin 

brother who was sitting on a 
stockpile of nuclear weapons 
and a brand new Metal Gear. 
Suffice to say, they didn’t 

quite see eye to eye.

Camp Omega, Cuba
Metal Gear Solid V:  

Ground Zeroes 
Turns out Solid Snake’s dad is 
partial to some torrential rain, 
and during an exceptionally 

wet March in 1975, Big 
Boss took a stroll around 

an American black site. His 
mission was to save a couple 

of hostages, but he ended 
up spending most of his time 

rolling around in the rain 
and collecting embroidered 
patches. Classic dad stuff.

OXM EXPLORES
PUBLISHER KONAMI / DEVELOPER KONAMI/KCEJ/KOJIMA PRODUCTIONS / RELEASE DATES 1987—2017

The sneaky Snakes in the  Metal Gear  series have been saving the world for 
the past 30 years, and seen some lovely locations along the way…  ADAM BRYANT
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Eastern Europe
Metal Gear Solid 4:  

Guns Of The Patriots 
Apparently 2014 wasn’t just filled with 
Private Military Companies, but strange 
television adverts, iPod Classics, and 
kids who can only cook fried eggs. In 
this dystopian vision of the future (at 

the time) Solid Snake decided to take a 
trip to Eastern Europe, and discovered 
he had a mum. Shocking! But not for 

long, as a brief car chase through the 
city ends in her death. Poor Snake.

Tselinoyarsk, Russia
Metal Gear Solid 3: Snake Eater 

Sometimes it’s not just about how 
great a place looks but about how 
good the food is, and Naked Snake 
thought that this fictional former 
state put on a rather spectacular 

spread when he visited in 1968. It’s 
not for everyone though, as all the 

dishes consisted of raw snakes, frogs, 
and spiders. He also loved the way 
Tselinoyarsk was pronounced, and 

took every opportunity to say it.

Zanzibar Land
Metal Gear 2: Solid Snake 

Big Boss caused trouble again as 
leader of the fictional landlocked 
state, Zanzibar Land. Solid Snake 

was so overjoyed with its lush green 
jungles that he didn’t mind being 

tasked with destroying a new Metal 
Gear, battling his ex-FOXHOUND friend 
Gray Fox in hand-to-hand combat in 
the middle of minefield, and burning 

Big Boss alive using a lighter and 
aerosol can. 

Northern Kabul, 
Afghanistan

Metal Gear Solid V: The Phantom Pain 
Venom Snake visited rocky 

Afghanistan to rescue his old pal 
Kazuhira Miller, but ended up staying a 
little while trying to gather intelligence 
on Cipher. It wasn’t the most beautiful 
location Snake had ever visited, but 

he’ll always have fond memories of the 
place because he made friends with a 
dog who was a very good boy indeed.

Angola-Zaire  
Border, Africa

Metal Gear Solid V: The Phantom Pain 
As exquisitely beautiful as the forests 
and jungles that Naked Snake visited 
were, there was a sinister undertone 

to the whole trip after to the discovery 
of child soldiers, one of which just 

so happened to be Big Boss’s cloned 
son, Eli (Liquid Snake). It was a rather 

tense reunion, as Eli desperately 
wanted to kill his supposed father. 

Cyprus
Metal Gear Solid V: The Phantom Pain 
After a bomb put a downer on things 

following a successful mission in Cuba, 
Big Boss got himself into a little bit of an 

accident, and woke up in a hospital in 
Cyprus nine years later. He didn’t really 

get a chance to see the sights as soldiers 
immediately stormed the hospital and 

starting killing everyone. The man riding a 
horse while on fire didn’t really help either

South Africa
Metal Gear—Outer Heaven 

When Solid Snake was told he was going to 
this fictional location in South Africa for his 

first mission, he was hoping he’d catch a 
glimpse of the divine Drakensburg Mountains 

or even the sweeping savannah of the 
Kalahari, but alas it was all business; the only 

things he saw were long grey corridors and 
betrayal. Still, blowing up a giant mech and 

saving the world was pretty cool.
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Left 4 Dead 
was more than 
just a survival 
horror game. 
It represented 
the sort of 
gameplay that 
came to sum up 

the 360 generation. It mixed a 
cinematic narrative with the social 
interaction and replayability endemic 
in multiplayer games. It promised 
tough-as-nails survival gameplay 
with a nonlinear focus that gamers 
had already started demonstrating 
an insatiable hunger for. It was 
going to change the way we played 
cooperative games for good, and it 
was going to do it well.

Supported by a massive $10 
million marketing budget, the game 
received significant exposure 
before launch: Perhaps 
attempting to emulate 
the viral nature of the 
zombifying disease in 
the game, anywhere 
you’d look you’d find Left 
4 Dead. Its marketing 
campaign spread across 
television ads, print spreads, 
website takeovers, and even 
across outdoor billboards in cities 
around the world. ‘Left 4 Dead is 
coming,’ we were constantly told, ‘and 
it’s going to change the world.’

Set during the outbreak of a plague, 
the titular four protagonists are pitted 
against the ravenous hordes, fighting 
for survival among the infected. The 
‘Green Flu’ that’s ripping through 
humanity is an aggressive contagion, 
but your four heroes are totally 
immune to the strain, prompting them 
to work together and fight their way 
through the American heartlands, 
desperately seeking shelter from the 
unwavering tide of the afflicted.

Their story is fraught with peril, 
disaster, and betrayal—as it happens 

all the worst parts of humanity come 
to the fore when its back is against 
the wall. Who’d have thought, huh? 
But in a world where everything is 
turning against them, part of Left 4 
Dead’s innate charm was the tight 
bond between the four characters.

Talking heads
This was realized by over 1,000 unique 
lines of dialogue being recorded per 
character, making every situational 
outcome feel scripted—like it was 
always supposed to be part of the 
game. In a title that celebrated 
emergent gameplay and nonlinear 
routes so much, this was a surprising 
achievement: You could play the game 
for hours and hours—even days—
and still hear, for example, Zoe come 

out with something different to 
Francis when she throws him 

a shotgun.  
From a gameplay 

perspective, they were 
all largely the same: 
Between William ‘Bill’ 
Overbeck, a Vietnam 

veteran, Zoey (a 
university student), Louis 

the slightly nerdy IT analyst-
cum-account manager, and 

Francis the stereotypical outlaw 
biker, you had a pretty good cross-
section of apocalyptic tropes. The 
sparse storyline actually gave you a 
lot of room to grow these characters 
and their presence in this world 
yourself—a lot of zombie fiction 
dives too deeply into the lore, into 
the backstory, but the balance Left 
4 Dead achieved was intriguing… 
you were always given just enough 
information to make this world seem 
unsettling and dangerous.

You could imagine the to-the-point 
story of Left 4 Dead originally being 
penned by someone like Stephen 
King—that’s how on-the-money its 
take on apocalyptic fiction is. 

PUBLISHER VALVE CORPORATION / DEVELOPER VALVE SOUTH / FORMAT XBOX 360

BEST 
DIRECTOR

The AI director would 
vignette the screen to 

make certain events seem 
more stressful, apply film 
grain when things were 
ramping up and make 

colors ‘pop’ more.

ABOVE Which hero 
you played was 
unimportant. It 
was teamwork 
that mattered.

Dead Space laid the foundation for one of the best 

new franchises of the last generation, but where 

did the ideas for  Left 4 Dead  come from? DOM PEPPIATT
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Co-op survival horror is 
hard to find—but there 
are some classic titles out 
there if you look for long 
enough. Which we did.  
And here they are.

GOING OUT ON A LIMB
DEAD SPACE 3
The most maligned of the 
DS trilogy, there was at 
least some impressive 
co-operative elements in 
this late-gen gem.

DAWN OF THE DREAD
STATE OF DECAY 2
Not quite the team-
based classic L4D is, 
this upcoming sequel 
nevertheless puts 
emphasis on collaboration. 

TEAM UP 
TIME

SURVIVAL OF THE FITTEST
LEFT 4 DEAD 2
L4D2 improved upon the 
core formula of the first 
game while delivering 
another compelling, scant 
narrative.

Inspired by modern horror films 
such as Dawn Of The Dead, 28 
Days Later, and Quarantine, Left 4 
Dead’s structure was split into five 
campaigns, each one feeling like its 
own unique movie. Each part of the 
game was given its own movie-style 
poster and was brought to life with 
its own flavor of map design, its own 
aesthetic, its own breed of infected 
enemy. This provided a notable 
distinction between campaigns, and 
fed into the whole idea of this game 
emulating the tension and action of a 
Hollywood action movie. 

But there was more to Left 4 Dead 
than simply taking you from the 
sewers and streets of an outlying 
Pennsylvanian town, through the 
swampy marshes of Riverside into 
a military base on the outskirts of 
Allegheny National Forest and finally 
down into the ruined paradise of 
Florida—like a doomed road trip. The 
game’s story was merely the backdrop 
for Valve’s biggest innovation with the 
title: The AI director.

Group therapy
The AI director was a form of AI 
built by Valve to ‘manage’ the game 
behind-the-scenes, tailoring your 
playthrough to your group dynamic 
and how you were performing in the 
game. So instead of always spawning 
enemies in one place, the director 
would take a snapshot of where each 
of the four players are, how 
they’re equipped, and how 
well they’re dealing with the 
horde and respond in turn.

The AI director managed to 
calculate what was internally 
referred to as a ‘stress level’ for each 
player. Responding to this stress 
level, the director would ease up 

on enemies, or pull back a horde 
of vanilla units, and instead send a 
special unit (boomer, hunter, smoker, 
tank, or witch) at you instead. Its job 
was to always ensure the game was 

challenging but fair—it wanted to 
make each playthrough fun and 

unique, not ludicrously and 
unfairly hard.

Valve referred to this sort 
of gameplay as ‘procedural 
narrative’—that’s why the 

studio chose to include 
such a sparse story in the main 

portion of the game. Thanks to the 

AI director being the engine designed 
to power your experience of the 
game, Valve wanted you to infer more 
about the world from environmental 
storytelling and voice cues, rather 
than take breaks in the action to 
spoon feed you information.

The director would pull specific 
voice lines from characters in certain 
situations to communicate a certain 
feeling or dynamic in the group, it 
would queue up musical beats to 
compound this feeling, and even 
generate visual effects, too. The 
result was a gameplay experience that 
was tailored to you and your group—
you’d often hear conversations about 
Left 4 Dead with people talking about 
how players survived by the skin 
of their teeth. That’s no mistake. 
Everything in this game was geared to 
make that the case, to make you fight 

tooth and nail and only just come out on 
top. It’s a work of engineering genius.

A second, less sophisticated AI 
director was also running behind 
the scenes—its entire purpose to 
create dramatic musical effect. This 
director was ‘located’ player-side, so 
depending on where you were, how 
much health you had, how close to 
zero ammo you were, you’d hear your 
own musical backing track. Every 
player had their own custom OST per 
playthrough—just another layer of this 
unique, dynamic feeling the game was 
going for with every playthrough.

Incidentally, despite how much 
of the game relied on musical cues, 
there was another hidden gem in the 
game: Its subtitles. Because you’d 
need to be made aware of many 
upcoming threats by the game’s  
high-mix sound effects (an 
approaching hunter will scream, a 
nearby witch will sob), deaf players 
would struggle to play without some 
sort of telegraphing.

The subtitles—also pushed out 
by the director—are some of the 
most impressive in gaming: Each 
character’s lines are color-coded to 
easily see who’s talking, the timing 
of the prompts is phenomenal, and 

“The AI wanted to make each 
playthrough fun and unique, not 
ludicrously and unfairly hard”
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allows for practically any situation 
being readable, even to the hearing 
impaired. Accessibility issues like this 
are often overlooked in games, so it’s 
great to celebrate them when they’re 
implemented so well.

The AI director had actually begun 
life in Half-Life 2: Episode 2, and was 
used to dictate the pace of some 
of the key battles that took place 
throughout the game. The version 
of the tech that appeared in the 
final game is a much more advanced 
version of what we saw crop up in 
Valve’s magnum opus… but hopefully 
that means if we ever do see another 
game from the enigmatic developer, 
it’ll feature this incredible engine.

Pressure under fire
Another area Left 4 Dead excelled in 
was the way it communicated player 
intent and visual language. The game 
featured some severe friendly-fire, 
and if you weren’t careful you could 
find yourself taking more damage from 
your allies’ guns than the undead. To 
offset this, flashlights would produce 
a cone of light in front of players, 
indicating which direction they’re 
facing, and stylized muzzle flashes 
were used to indicate which direction 
firearms were being unloaded.

Though at first the game seems 
tough to penetrate thanks to its harsh 
friendly-fire penalties and erratic 
difficulty waves, the game saw players 
become addicted to its gameplay. 
Even Hideo Kojima, creator of the 
Metal Gear franchise, stated that he 

couldn’t put the game down shortly 
after its release, praising its loyalty 
to traditional cinema (something he 
really does know quite a lot about).

The game managed to shift over 
3,000,000 copies in just one year 
on sale, setting the world up nicely 
for a sequel. Left 4 Dead 2 managed 
to emulate the success of the fist 
game, with better systems, more 
variety, and a similar set-up—but it’d 
never replace the first game as many 
players’ most-loved co-operative 
experience on the Xbox 360. By the 
end of 2011, Valve noted that the 
series had sold over 11,000,000 
copies worldwide—no mean feat for 

what is, let’s be honest, a pretty nice 
survival-horror experience.

Ten years later, Left 4 Dead 
remains one of the benchmarks many 
players look to when they judge a 
co-operative multiplayer game. There 
have been many contenders to the 
throne, but few games have managed 
to usurp Left 4 Dead as the most 
harrowing, electrifying, and satisfying 
of co-op shooters. Considering the 
developer’s next title, Evolve, was a bit 
of a letdown, we’re hoping whatever 
Valve is cooking up next—if it even 
is cooking something—will honor the 
legacy of one of the 360’s biggest 
breakout hits. 

TOP Working 
as a squad was 
always good in 
theory, but just 
wait until that 
friendly fire 
takes you down. 
The rage is 
real.

ABOVE This guy 
isn’t even a 
zombie—he just 
had a rough week 
at work.
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WHY I LOVE...  
VICTORIA CHASE

She’s the cruel ice queen of  Life Is Strange,  so why do  

I feel a need to worship at her feet?  KIMBERLEY BALLARD

PUBLISHER SQUARE ENIX / DEVELOPER DONTNOD / FORMAT XBOX ONE / RELEASE DATE JANUARY 2015

RIGHT Dontnod 
worked on 
several outfit 
designs for 
Victoria’s 
character in  
the game.
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Cordelia Chase from Buffy The Vampire 
Slayer. Cordelia is cruel and cutting 
with those she deems unworthy, only 
sucking up to people who can boost 
her social status. Though where 
Cordelia is initially depicted as an 
airhead, Victoria is intelligent and 
talented, with a chic individual style.

But she’s also undeniably cruel. 
After shy student Kate is drugged at 
a Vortex Club party, Victoria makes 

a video of her and shares it on the 
internet, which inadvertently pushes 
Kate into attempting suicide. This 
feels especially relevant in today’s 

climate, where slut shaming is 
often a cause of depression 

and self-harm in young 
women, and where the 
female body is exploited 
in revenge porn.

Queen V
Actions like this soon 

become a window into the 
insecurity that lurks beyond 

Victoria’s chilly facade. Her focus on 
Max reveals jealousy, and even more 
frightening, internalized misogyny 
towards other talented women. 
This is reinfoced when Victoria tries 
to derail Max’s submission to the 
Everyday Heroes competition. “I’ll 
give you a one-word preview of Max’s 
photo—selfie,” she purrs as she tries 
to seduce Jefferson. “You’ve seen my 
entry. You know it’s better than that.” 

Popular girls are a 
defined predatory 
group. In the wild,  
lionesses hunt for 
the pack, black 
widow spiders 
eat their mates, 

and female praying mantises tear the 
heads off males. The popular girl is 
something even fiercer: She lives to 
make your life a misery, and she’ll lick 
her lips watching you fall to pieces.

Victoria Chase is a high-school 
antagonist in Life Is Strange, and one 
of the nastiest people you meet in 
the game. With her Jean Seberg pixie 
cut, prim floral blouses, and love for 
photography, Victoria isn’t your usual 
queen bee. She actually looks kind of 
sweet. But the game recognizes that 
not all bullies are bruisers in leather or 
wannabe beauty queens with painted 
nails as sharp as knives.

Born into extreme wealth, Victoria 
dreams of being a darling of the 
art world. Her parents are famous 
photographers who own a gallery 
in Seattle called the Chase Space 
(narcissism, much?), and she enjoys a 
coveted place at Blackwell Academy. 
At school, Victoria is an ace student, 
with a GPA of 3.9, and one of the most 
popular girls: Artistic, beautiful, and 
part of the illustrious Vortex Club. The 
game’s protagonist Max describes 
Victoria in her diary as, “Rich, stylish 
[and] entitled. I could feel INSTANT 
JUDGEMENT when she looked at 
my raggedy ass clothes.”

As soon as we meet 
Victoria, we know she’s 
a lava-tongued ice 
queen. In Mr Jefferson’s 
photography class, she 
leans over to Max and 
says, “You’re totally stuck 
in the retro zone. Sad face.” 
Like a spiteful cat batting a 
mouse, Victoria embarrasses and 
undermines Max at every opportunity.

What’s fantastic about Victoria 
is that she gives Life Is Strange the 
cinematic sheen of a high-school teen 
movie. In the likes of Heathers, Mean 
Girls, and Jawbreaker, popular girls are 
like royalty, gliding down the corridors 
and gracing other students with their 
barbed beauty. It’s no coincidence 
that Victoria shares her surname with 

So why would you love Victoria 
Chase? She’s everything you hated 
growing up. She’s the girl who made 
your life a misery when you were at 
school. Perhaps it’s not love, but it 
does resonate. Victoria taps into the  
heart of being a teenage girl, of seeing  
the popular girl in class and wanting to 
be her, of thinking about her in bed at 
night, and wishing she could just die. 
It’s an agonizing, delicious thrill. 

And even though it’s easy to dislike 
Victoria, you can relate to her. She 
represents all of the pressures heaped
upon young women: Of successful 
parents who can’t handle the failure 
of their children; of needing validation 
at every turn; and being beaten down 
by social media telling us that we have 
to be eternally beautiful and the best. 
“You’re so insecure you can’t even be 
happy with your own talent,” Max spits 
at Victoria in one of her timelines. “You 
have to try and bring everybody down 
to your ugly and mean level.”

Victoria is never redeemed. Although 
she depicts hints of vulnerability and 
shame, she never tears off the cloak 
to reveal a good person underneath. 
And this is for the best. We can’t 
pretend that horrible people are all 
waiting for retribution, or that one act 
will wipe the slate clean. But Victoria 
shows that there is a frightened girl 
beneath the spiked armor, and though 
we’ll hate her forever, maybe the 
popular girl does have a soul. 

DARK WEB
The web page where 
Victoria uploaded the 
video of Kate at the  

Vortex party exists at  
katesvid.com, though it 

says the video has  
been removed.

ABOVE The 
popular girls 
are always the 
cruellest, and 
Victoria is no 
exception.

“Victoria represents the pressure 
heaped upon women of needing 
to be beautiful and the best”
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TOP 10
BEST CITIES
ON XBOX 
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An immersive world is nothing without a starring location to 
venture through. Join us as we explore ten of the greatest 
cities to grace the Xbox over the decades   JOSH WEST



 09
NOVIGRAD (THE WITCHER 3: 
WILD HUNT)
The very best cities in videogames are the ones that 
feel real; locations that not only come to life around 
you once you come to inhabit its space, but feel as if 
they had existed for a time long before your adventure 
even began. The Witcher 3’s Novigrad is that all 
over, a detailed and thriving city that immediately 
solidifies the fiction and feel of the game’s sprawling 
world. Based on medieval Amsterdam (with touches 
of Venice thrown in for flavor), Novigrad is without 
question one of the very best places to visit and 
return to during your time with this impressive  
action-RPG from CD Projekt RED.

 08
PARADISE CITY (BURNOUT PARADISE)
Burnout Paradise was, in so many ways, a total reinvention of the Burnout series. 
So much of that shift had its roots in Paradise City, the sprawling open-world 
environment that helped revolutionize the languishing racing genre. Developer 
Criterion turned a bustling metropolis into the ultimate playground for super-fast 
vehicles, and it did so without sacrificing clean racing routes, challenges, or the 
high-octane gameplay that Burnout had always been known for. It’s an incredible 
city; one of the finest ever designed, perfect as a place to let off some steam on 
your own or cruise alongside your buddies with the radio cranked loud. 

 10
SAN VANELONA (SKATE 2)
When OPM first suggested that Heaven could indeed be a Halfpipe back in the 
early noughties, there’s a very good chance that the band had simply gazed into 
the future and caught an early glimpse of EA Black Box’s radical cityscape of San 
Vanelona. It’s the playground for the first two Skate games, a large and diverse 
metropolis that was as beautifully crafted as it was bursting with personality. 
The architects behind San Van’s design meticulously built it so that it could be 
a skaters’ paradise, with every element—from the ramps to just about every 
rail, bench, and kerb—perfectly placed to help skilled skaters truly express 
themselves (or totally bail). 

 07
KARNACA (DISHONORED 2)
Within the fiction of Dishonored, Karnaca is known as 
‘The Jewel of the South at the Edge of the World’, and 
for good reason. It’s a major metropolis that contains 
a clash of cultures from all over the empire, a city that 
is steeped in ancient history, recent strife, and the 
echoes of prosperity long forgotten by its desperate 
inhabitants. It’s a space that encourages exploration 
by simply existing; Dishonored 2 might push you from 
mission to mission, but it’s hard to not get lost in the 
majesty and scale of what Arkane Studios created 
here. Immersive sims haven’t had a starring location 
like this one for decades. 
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 06
RIVET CITY (FALLOUT 3)
One of the greatest things about videogames is how they are able to offer us 
a window into other worlds. Bethesda is one of the best in the business for 
this, master world builders that can sell a world no matter how apocalyptically 
warped it might initially seem. This is especially true of Fallout 3; the road through 
downtown Washington may be paved with blood and bullets, but it’s all worth 
it once you cast your eyes on Rivet City. There’s an entire community living 
inside a decaying ship, its claustrophobic depths filled with some of the coolest 
characters and sights the game has to offer. 

 05
CITY 17 (HALF-LIFE 2)
City 17 never seems to lose its lustre. Valve may never 
give us the agency to wander its streets freely in 
Half-Life 2, but that only helps build its mystery and 
establish its legend. Even now, many years after its 
release on Xbox, its atmospheric blend of surveillance 
state oppression and East European architecture 
makes it absolutely unforgettable. Gordon Freeman 
might have his work cut out for him—trying to save 
the world and all that good stuff—but it’s hard to 
resist the temptation to just stand still and take it all 
in from time to time. Would we want to go here on a 
holiday? Not particularly, no; but then the OXM team 
prefers to stay in a dark room with an Xbox One X. 

 03
SUNSET CITY (SUNSET 
OVERDRIVE)
When Insomniac promised to throw the ultimate 
party at the end of the world and to invite us into the 
awesomepocalypse we had no idea what we were 
getting ourselves into. Sunset City is an energetic 
locale, one that’s entirely infused by the chaos you 
create within its streets and across its towering 
skyscrapers. Purpose-built to let you navigate the 
entire city with irreverent glee—sliding and slipping 
across rails, and between buildings with wild 
abandon—it’s a beautifully built, lit, and designed 
space that never fails to bring a smile to the face. 
Sunset Overdrive may have had its problems, but its 
sprawling city certainly wasn’t one of them.

 04
THE CITADEL (MASS EFFECT) 
Back in 2007, we gazed upon one of the very best sci-fi cities we’ve ever seen 
in a videogame, courtesy of BioWare. Mass Effect introduced us to a beautiful, 
complex, and sprawling, world but perhaps its best aspect was the Citadel. How 
could you not marvel at this beautiful city, slow-moving elevators and all. As home 
to the Galactic Council it featured many of the series’ best alien races—not to 
mention some of its best interactions and character moments. As far as cities 
go, the Citadel was one that felt familiar and yet looked light years away; BioWare 
never quite recaptured the look, feel, and spectacle in any of the sequels. 
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 02
COLUMBIA (BIOSHOCK INFINITE)
Following BioShock and the incredible underwater 
city of Rapture was never going to be an easy task for 
developer Irrational Games, and still the team managed 
to surpass just about all expectations. BioShock Infinite 
introduced us to Columbia circa 1912, a steampunk 
city suspended above the clouds. It was immediately 
impressive; an extraordinary visual delight, thanks largely 
to the evocative color palette and the epic attention to 
detail that was implemented in its design. It was also 
awesome to explore thanks to its unique construction, 
with the entirety of the city split between various moving 
pieces held up by giant balloons and blimps—it ensured 
that every firefight set across the connective skylines 
felt daring and original. Full of history, oozing with 
personality, and hiding a sinister shadow behind its light, 
Columbia is clearly one of the most fully realized cities to 
ever come to Xbox.

 01 
LIBERTY CITY 
(GRAND THEFT 
AUTO IV)
As great as GTA V’s Los Santos is, it just 
doesn’t compare to Grand Theft Auto IV’s 
Liberty City. More so than perhaps any 
other location on this list, it feels alive, as 
thriving and reactive as a real location. A 
sandbox unlike any other, it’s easy enough 
to forget that you’re there as an agent of 
chaos, to get caught up in the simulation 
of the civilians—marveling at how complete 
it feels. Pedestrians roam the streets, and 
when behind the wheel of a vehicle they 
behave naturally; its loud and bustling, a 
detailed environment that ultimately feels 
lived in, rather a space merely designed to 
accommodate gameplay. Liberty City is a 
memorable and welcoming city unlike any 
other on Xbox, a truly iconic place that no 
studio has been able to match in the decade 
since it first graced the platform. 
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THE WITCHER 3:   
WILD HUNT 

PUBLISHER BANDAI NAMCO
Hearts Of Stone and Blood And Wine 

have made an already outstanding RPG 

unmissable. One of the most authentic, 

entertaining game worlds ever. 

DEFINING MOMENT Geralt in a bath tub. 

It changed our lives.

 01

GRAND THEFT AUTO V 

PUBLISHER ROCKSTAR GAMES
Brutal and beautiful in equal measures, 

GTA V is so rich in size, scope, and 

spectacle it’s hard to believe it was 

originally built for Xbox 360. 

DEFINING MOMENT The last heist is a 

perfect finale to a game that brought 

so many memorable moments.

 02

DARK SOULS III 

PUBLISHER BANDAI NAMCO
Get over the initial difficulty hump 

and you’re rewarded with a combat 

system that gives you unparalleled 

opportunities to express yourself.

DEFINING MOMENT Gratefully stumbling 

across a campfire and realizing the 

worst was yet to come.

WOLFENSTEIN II: 
THE NEW COLOSSUS 

PUBLISHER BETHESDA
Forget realism and dive into a 

Nazi-controller America in the 1960s, 

complete with robots, the KKK, and a 

whole bunch of ridiculous weapons. 

DEFINING MOMENT Throwing a hatchet 

into the head of a robotic Nazi.

 04

ASSASSIN’S CREED 
ORIGINS 

PUBLISHER UBISOFT
Taking the series to the earliest time 

period yet, this Egyptian adventure ticks 

all the right boxes. Huge, sprawling, and 

stunningly beautiful, it’s a must-play.

DEFINING MOMENT The incredible view 

from the highest point in the game.

 06

Games, movies, and television—everything you need 

for the ultimate Xbox One experience

TITANFALL 2 

PUBLISHER RESPAWN ENTERTAINMENT
This sequel to the ace (but multiplayer-

only) game compensates with arguably 

one of the best solo FPS campaigns 

ever. It’s a wall-running, double-

jumping, mech-punching delight.

DEFINING MOMENT Playing with time in 

the mission Effect and Cause.

 09

GEARS OF WAR 4 

PUBLISHER MICROSOFT STUDIOS
A soft reboot that respects what made 

Gears great, then introduces new 

threats and surprises for the best game 

since GOW 2. An essential entry for 

Gear-heads and newcomers alike. 

DEFINING MOMENT Fighting Swarm in the 

storm during the peaks of Act 4.

 10CUPHEAD 

PUBLISHER STUDIO MDHR
A graphically stunning love story to 

side-scrolling platformers of old, this 

boss-focused shooter is a masterpiece 

of design and difficulty. You will die.

DEFINING MOMENT Finally beating the 

goddam boss you’ve been fighting for 

days and crying tears of unbridled joy.

 05

 03

games
THE TEN BES T XBOX ONE GAMES

OVERWATCH 

PUBLISHER BLIZZARD ENTERTAINMENT
Blizzard decides to have a go at  

making a multiplayer shooter and 

somehow ends up creating one of  

the best since Team Fortress 2. Just 

beginner’s luck? We doubt it.

DEFINING MOMENT Getting your first 

Play Of The Game in Competitive mode.

 07

DISHONORED 2 

PUBLISHER ARKANE STUDIOS
This supernatural stealth-’em-up is a 

superb action game and a landmark 

work of videogame world-building 

wrapped up in a sumptuous art style.

DEFINING MOMENT Exploring Karnaca’s 

shifting clockwork mansion and finding 

your way between the walls.

 08

extra
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movies
THE BES T MOV IES AND T V THIS MONTH

THE BEST GAMES 
WE’RE PLAYING AND 
WHY WE LOVE THEM

OXM TEAM 
CHOICE

 Adam’s  
choice
DEAD SPACE
I’ve been playing 

an exceptional 

amount of Dead 

Space recently. It’s been almost 

10 years since release, and even 

though it still manages to terrify 

me and forces me to sleep with 

the light on, I absolutely love it.

 Dani’s   
choice
MONSTER 
HUNTER: WORLD
This has filled 

the multiplayer-

shaped hole in my life. To me, 

there’s nothing quite like finally 

taking down that spikey, rolly 

bastard with your friends. Screw 

you, Radobaan!

 Steve’s  
choice
WOLFENSTEIN 
II: THE NEW 
COLOSSUS
I’ve been meaning 

to dive into this one for a while. 

I’m going all-in on the stealth; 

sneaking around axing Nazis in 

the back is just as much fun as I 

expected it to be.

THE CLOVERFIELD 
PARADOX
FOR FANS OF Alien, Gravity, Life

With just a single trailer released during the 

Superbowl, The Cloverfield Paradox suddenly 

dropped on Netflix. It’s easy to see why—it’s 

shoddy and nonsensical—but we can’t help 

but love its trashy, alien-fighting fun.

EPISODES S5
FOR FANS OF The Office, Friends

The final season of this comedy from the 

creators of Friends sees Matt LeBlanc return 

as an exaggerated version of himself. US 

networks have ruined the work of Sean and 

Beverley, two British sitcom writers, but they 

have one more chance of success with Matt.

GHOST IN THE SHELL
FOR FANS OF Blade Runner 2049

This live-action remake explores some 

weighty themes, such as identity and if a 

soul can exist within an artificial body, but 

mostly it’s just worth watching for the 

gorgeous dystopian cityscape, full of giant 

3D billboards and popping candy colors.

TROLLHUNTERS S2 
FOR FANS OF Monsters Inc

Watching Trollhunters makes everything 

better, and we couldn’t be more excited to 

watch more episodes. With Jim stuck in the 

Darklands after defeating Enrique, he needs 

the help of Tubs, the erudite six-eyed Blinky, 

and gentle giant AAARRRGGHH!!! to get out.  

THE BIG SICK
FOR FANS OF Bend It Like Beckham

Two cultures clash in this romantic comedy 

based on the real-life courtship between 

Pakistani comedian Kumail Nanjiani and 

American writer Emily V Gordon. Rom-coms 

can be too sweet, but The Big Sick is wry, 

hilarious, and tender in all the right places.   

THE GOOD PLACE
FOR FANS OF Pushing Daisies

We not-so-secretly thought The Good Place 

was one of the best things about 2017. Now 

we’ve been gifted with more episodes. 

Kristen Bell is amazing as the selfish 

Eleanor, who finds herself in Heaven after 

accidentally taking another woman’s place. 

KING ARTHUR: LEGEND 
OF THE SWORD 
FOR FANS OF Game Of Thrones, Vikings

Guy Ritchie swaps the mean streets of 

London for a dirty vision of Dark Ages 

Britain. The first instalment in a cancelled 

fantasy series, Ritchie’s Arthur is a moody 

upstart out to overthrow King Vortigern.

THE END OF THE 
F***ING WORLD
FOR FANS OF Skins, Bates Motel

This new show is dark comedy gold, about a 

psychopathic teenage boy and his romance 

with a sullen girl. The young lovers embark  

on a roadtrip across England, getting into 

various mishaps along the way.  

COLOSSAL
FOR FANS OF Pacific Rim, Garden State

This weird little gem sees Anne Hathaway 

play a washed-up alcoholic who returns to 

her hometown for a fresh start, only to 

discover she shares a mind with a giant 

monster wrecking the streets of Seoul. A 

monster movie dressed as an indie movie.

McMAFIA 
FOR FANS OF The Night Manager

English actor James Norton is terrific as the 

son of a Russian mob boss, who’s trying to 

help his father escape a past of organized 

crime. Slick and serious, McMafia shares 

DNA with James Bond and Bourne, with a 

gangster dash of Eastern Promises.

LION
FOR FANS OF Life Of Pi

One of last year’s best movies is a moving 

portrayal of finding family. Based on the 

true story by Saroo Brierley, it follows a 

young Indian man (a superb turn from Dev 

Patel) who sets out to find his real parents 

25 years after he was adopted as a child.

ALTERED CARBON
FOR FANS OF ‘80s cyberpunk

The most divisive show of recent months, 

Altered Carbon shocked viewers with its 

lashings of kink and sexualized violence. 

But we can’t ignore how brutally beautiful it 

is, centering on Joel Kinnnaman’s depiction 

of a resurrected hitman in the wrong body.

tv shows
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The vehicle and course graphics of  Forza  
 Motorsport 5  (1) are gorgeous, and the total 
support feature was also enticing. The game 
offered a sense of steady improvement thanks to 
its Rewind feature, which allowed the player to go 
back a certain amount of time and have another 
shot. Making it through a race was truly moving. 
I also really like the expansive open-world map 
made for exhilarating action in  Sunset Overdrive  
(2). You could ride electric lines, handrails etc, and 
there was also jump-based gameplay where you 
used trees, parasols, and so on. Once you learned 
the controls you could hit some really high speeds, 
and I remember having a lot of fun just racing 
through the city. I would play  Gears Of War 3  (3) 
with my friends, and we would push deeper into 
the story mode each night, and also do speed runs 
in the Horde co-op mode. I have fond memories 
of us working together, talking our plans through, 
and coordinating when we would use our weapons, 
things like that.  Portal 2  (4) did a magnificent job 
of fusing puzzle and action elements. There were 
some stages that I just couldn’t clear, and it was 
a real joy to finally do so by just going full on, 
doing what felt right at the time without too much 
planning. The online co-op in  Splinter Cell Conviction  
(5) was really interesting. Even if you were doing 
well, if you were discovered by your opponent 
then it was all over. This made for a feeling of real 
tension that just isn’t there in single player modes.

 Tomoko Hiroki
Producer, Bandai 
Namco
Tomoko has been 

with Bandai Namco 

for ten years, having 

started out in the 

Japanese sales 

team before working 

as a producer on 

several Dragon Ball 

titles, including 

the latest hugely 

popular release—

Dragon Ball FighterZ.

the disc slot
[1]

[4]

[5]

[2]

They make the games we love, but what do they play 
for fun? We ask developers to pick their faves from 
Xbox history. This month: Tomoko Hiroki

[3]
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