
PLUS JUST CAUSE 4  DARKSIDERS 3  VOID BASTARDS  RIDE 3 
PHOENIX POINT THRONEBREAKER  FORTNITE  TIMESPLITTERS 2

RAGE 2

FAR CRY NEW DAWN

MORTAL KOMBAT 11

THE OUTER WORLDS

SEE PAGE 42

WORLD’S FIRST PLAYTEST!

MAX OUT
YOUR XBOX

Get the best from 4K  
on the Xbox One X

AMAZING XBOX ONE EXCLUSIVE! MULTIPLAYER HANDS-ON!

FEBRUARY 2019 THE XBOX ONE AND XBOX 360 MAGAZINE





THE OFFICIAL XBOX MAGAZINE  003More Xbox news at gamesradar.com/oxm

I N T R O

Future plc is a public company 
quoted on the London Stock 
Exchange  
(symbol: FUTR)
www.futureplc.com

Chief executive Zillah Byng-Thorne
Non-executive chairman Richard Huntingford

Chief financial officer Penny Ladkin-Brand

Tel +44 (0)1225 442 244

ISSUE 173 FEBRUARY 2019
Future Publishing Limited
Quay House, The Ambury, Bath BA1 1UA
Tel 01225 442244
Email oxm@futurenet.com
Web www.gamesradar.com/oxm

EDITORIAL
Editor Chris Burke burkey13a 
chris.burke@futurenet.com
Senior Art Editor Warren Brown wozbrown
Production Editor Russell Lewin FloatedRelic264
Staff Writer Adam Bryant Firebreedpunk   Our Man Down Under Stephen Lambrechts

CONTRIBUTORS
Writing Stephen Ashby, Kimberley Ballard, Fraser Gilbert, Steve Hogarty, 
Martin Kitts, Sam Loveridge, Dave Meikleham, Alex Nelson, Alex Spencer, 
Justin Towell, Robin Valentine, Josh West, Ben Wilson, Robert Zak
Art Georgine Hodsdon, Rob Crossland

All copyrights and trademarks are recognised and respected

ADVERTISING
Tel: 01225 442244 
Media packs are available on request
Commercial Director Clare Dove, clare.dove@futurenet.com
Account Director Jeff Jones, jeff.jones@futurenet.com
Account Manager Kevin Stoddart, kevin.stoddart@futurenet.com

INTERNATIONAL
Official Xbox Magazine is available for licensing. Contact the International 
department to discuss partnership opportunities
Head of Print Licensing Rachel Shaw
licensing@futurenet.com

PRINT SUBSCRIPTIONS & BACK ISSUES
Web www.myfavouritemagazines.co.uk
Email contact@myfavouritemagazines.co.uk
Tel 0344 848 2852
International +44 (0) 344 848 2852
Online orders & enquiries www.myfavouritemagazines.co.uk
Head of subscriptions Sharon Todd

CIRCULATION
Head of Newstrade Tim Mathers

Head of Production Mark Constance
Production Project Manager Clare Scott
Advertising Production Manager Joanne Crosby
Digital Editions Controller Jason Hudson
Production Manager Nola Cokely

MANAGEMENT
Commercial Finance Director Dan Jotcham
Editorial Director Paul Newman
Brand Director, Games Tony Mott
Group Senior Art Editor Warren Brown

PRINTED BY
William Gibbons & Sons Ltd on behalf of Future

DISTRIBUTED BY
Marketforce, 5 Churchill Place, Canary Wharf, London, E14 5HU
www.marketforce.co.uk Tel: 0203 787 9001

We are committed to only using magazine paper which is derived from 
responsibly managed, certified forestry and chlorine-free manufacture. 
The paper in this magazine was sourced and produced from sustainable 
managed forests, conforming to strict environmental and socioeconomic 
standards. The manufacturing paper mill holds full FSC (Forest 
Stewardship Council) certification and accreditation

DISCLAIMER
All contents © 2019 Future Publishing Limited or published under licence. 
All rights reserved. No part of this magazine may be used, stored, 
transmitted or reproduced in any way without the prior written permission 
of the publisher. Future Publishing Limited (company number 2008885) is 
registered in England and Wales. Registered office: Quay House, The 
Ambury, Bath BA1 1UA. All information contained in this publication is for 
information only and is, as far as we are aware, correct at the time of 
going to press. Future cannot accept any responsibility for errors or 
inaccuracies in such information. You are advised to contact 
manufacturers and retailers directly with regard to the price of products/
services referred to in this publication. Apps and websites mentioned  
in this publication are not under our control. We are not responsible for 
their contents or any other changes or updates to them. This magazine is 
fully independent and not affiliated in any way with the companies 
mentioned herein.

If you submit material to us, you warrant that you own the material and/or 
have the necessary rights/permissions to supply the material and you 
automatically grant Future and its licensees a licence to publish your 
submission in whole or in part in any/all issues and/or editions of 
publications, in any format published worldwide and on associated 
websites, social media channels and associated products. Any material 
you submit is sent at your own risk and, although every care is taken, 
neither Future nor its employees, agents, subcontractors or licensees 
shall be liable for loss or damage. We assume all unsolicited material is  
for publication unless otherwise stated, and reserve the right to edit, 
amend, adapt all submissions.

ISSN 2053689

It feels like we’ve been excitedly awaiting this 
month’s cover game for ages. The Xbox exclusive 
Crackdown series hasn’t been seen since 2010, 
and frankly we’ve missed Terry Crews. We’ve also 
been optimistically including Crackdown 3 on just 
about every OXM calendar since forever, almost 
trying to wish it into existence that year. Imagine 
our excitement when Microsoft offered to fly us 
out to Washington State to get hands-on with 
this much anticipated sequel! Find out everything 
we know about the year’s first big Xbox exclusive 
from page 44! Elsewhere this month, OXM 
Investigates the origins of the Metroidvania genre 
of videogames, and we round up some of our 
favourites on Xbox. We also speak to Hitman 2 
devs IO Interactive for our Big Interview. There are 
tons of previews and reviews too, so don’t let me 
keep you. Crack on!

 Chris Burke
Editor
Chris has been putting 
in so many hours on Red 
Dead Online this month 
(ten-hour sessions are, 
apparently, common) 
that it may, or may 
not, have caused the 
electricity cables in his 
street to blow. There’s 
now a huge hole in front 
of his driveway. Really.

Up for the 
Crack(down)!

T H E  O X M  T E A M

 Robin Valentine
Contributor
Robin’s been standing 
in for regular Dep Ed 
Dani. Dani’s just had a 
beautiful baby girl, and 
now thinks it’s okay to do 
no work for eight months 
or so. Pah, lazy we call it.    

Adam Bryant
Staff writer
Adam emailed to say 
he was going to be late 
because he’d “had a 
bit of an upset at puma 
house”. Even he doesn’t 
know what that means. 
Good excuse, though.

 Warren Brown
Senior art editor
This month we found out 
Woz is a huge fan of the 
standalone 1980s Ewok 
films, Caravan Of Courage 
and The Battle For Endor. 
We looked them up, and 
yes, they really exist!

 Russell Lewin
Production editor
Unusually we’ve had no 
reports of the behaviour 
of Russ’ cat Boris this 
month, so we’re short on 
anything to write about. 
We’ll try to bring you 
more Boris news soon.
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insider
The year is certainly off to an exciting start as we 

bring you news from  The Game Awards , which 

closed out 2018 with some thrilling announcements 

of new games coming in 2019. The Game Awards 

are fast becoming one of the year’s big events in  

the gaming world’s calendar, an opportunity to 

reward great games and look forward to new titles. 

We have a full report from the glitzy LA bash over 

on page 8.  Atlas  is a new MMO from the makers 

of Ark: Evolved that looks set to challenge Sea 

Of Thieves and the upcoming Skull & Bones for 

supremacy of the high seas of Xbox. It looks like it 

will be an ambitious game that will fill all of our time 

when it launches later this year, and we have all the 

details on page 12. There’s more  Fortnite  news on 

page 14, with Epic adding a new Creative Mode 

alongside its Season 7 update for Battle Royale. 

Finally we report on the formation of a new union 

that aims to help game industry workers get a fairer 

deal.  Game Workers Unite  (p18) is dedicated to 

advocating workers rights within the game industry, 

and that can only be a good thing. 

006  THE OFFICIAL XBOX MAGAZINE

I N S I D E R F E B R U A R Y  2 0 1 9



THE OFFICIAL XBOX MAGAZINE  007





Back in
action

means – there were a few production 
problems – but given that he was able 
to lock in some really big exclusive 
announcements from big studios, he 
set the stage for the future.

 
Acting up 
It was always going to take time to 
learn lessons and figure out what 
worked and what didn’t, and with five 
years under his belt, Keighley has 
allowed the Game Awards to blossom 
into something very special. This year 
he outdid all the previous events and 
conjured up some magic to secure 
some huge names from both the game 
and film industries. The creators of 
Stranger Things, the Duffer brothers, 
announced their new Stranger Things 
game, directors of Avengers: Infinity 
War the Russo brothers announced 
the winner for Best Ongoing Game, 
and there were also appearances 
from actors Rosa Salazar, Christoph 
Waltz, Jonah Hill, Aisha Tyler and Joel 
McHale, to name just a few. That’s 
not all, Keighley was even able to 
secure the musical talents of Hans 
Zimmer and Harry Gregson-Williams, 
who were on stage, along with Sarah 
Schachner and award nominee Lena 
Raine, to perform songs from many 
of the games that were nominated 
during the show. They kicked things 
off by debuting the suitably epic Game 
Awards theme song. 

The Game Awards is a huge 
undertaking and although Keighley 

And the award 
goes to...
Geoff Keighley might be handing out the 
awards but he deserves one for himself for 
his achievement with the Game Awards 2018

CROWD 
PLEASER

A lot can happen when you chase 
your dreams, and last month, at the 
Microsoft Theatre in Los Angeles, 
Geoff Keighley did just that. To sign 
off the year with a bang he hosted the 
fifth annual Game Awards and it was 
bigger and better than ever before.

For months leading up to the event 
Keighley took to Twitter to share 
updates on the preparation for the 
event, to tease about some of the 
things that might happen and to 
declare that there would be more new 
game announcements than at any 
of the previous ceremonies. And he 
delivered on that promise, bringing 
16 brand new game announcements 
on top of all the other reveals. It was 
a fantastic night for celebrating the 
games industry.

The very first Game Awards took 
place in 2014 but it was a dream that 
had been developing in Keighley’s 
mind since he was 14 years old, when 
he helped write lines for presenters, 
specifically a line for William Shatner, 
on the admittedly unsuccessful 
Cybermania ‘94: The Ultimate Game 
Awards. After spending around two 
decades in the games industry on 
various platforms that celebrated 
games, and following the last Spike 
Video Game Awards, he set out to 
realise that dream. Thanks to his 
presence in the industry and the 
foundations he built during that time, 
the inaugural Game Awards was a 
success. It wasn’t perfect by any 

For Geoff Keighley the 
next Game Awards 
starts when the last 
one finishes. In a 
making-of feature on 
Polygon, Keighley 
said, “I think some 
people think we just 
start in November and 
pull it together. It 
really is a year-round 
effort.” Which means 
that after a short 
break following the 
2018 show he’ll be 
starting the process 
all over again. We’re 
excited already. 

I N S I D E RG A M E A W A R D S  2 0 1 8
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has a small team to help with all 
aspects of the show, he does a lot of 
the heavy lifting. Only Keighley would 
be able to describe the emotions he 
felt as he stood back during these 
moments to see the culmination of all 
his hard work materialise. We wouldn’t 
be surprised if there were tears. 

Together at last 
Another huge achievement was five 
years in the making and something 
that Keighley had been looking to 
do for a long time. He was finally 
able to get Microsoft’s Phil Spencer, 
Sony’s Shawn Layden and Nintendo’s 
Reggie Fils-Aime all on stage at the 
same time. The three of them gave 
a passionate shared speech on 
the importance of unity within the 
gaming industry and said that they’re 
all in this together. It was a great 
achievement to make this happen. 
It has at times felt as though the 
gaming world is becoming ever more 
fractured, so seeing the big studios 

do something like this gives us all a
sense of hope that we all want the 
same thing: to play great games.

This positive message about 
the Game Awards and the industry 
went out to more people than ever 
before thanks to the huge number 
of people who tuned in to watch 
the ceremony. It was announced 
that the total global viewership was 
the best it had ever received, with 
a record-setting 26.2 million global 
livestreams. That’s a massive 128% 
increase on the previous year, which 
had a viewership of 11.5 million. It 

was as huge a jump as the previous 
Game Awards, which saw an increase 
of 202% from the previous year of 3.8 
million. When you consider that the 
first ceremony garnered 1.9 million, 
this is very impressive. It’s clear that 
more and more people are seeing 
the Game Awards as a massive event 
for the industry and one of the best 
places for new game announcements. 
In a relatively short space of time 
it’s managed to gain so much 
attention that, even though it’s a very 
different type of event, it may end 
up overshadowing E3 as the biggest 
worldwide gaming event of the year.

In terms of the actual recipients 
of the awards, Rockstar was the real 
winner, with Red Dead Redemption 
2 walking away with four awards for 
Best Narrative, Best Score/Music, Best 
Audio Design, and with Roger Clark 
taking the Best Performance award 
for his portrayal of Arthur Morgan. 
Forza Horizon 4 managed to snatch up 
the award for best racing game, and 

“There were 26.2 
million lobal 
livestreams  a 
128% increase 
on last year”

ABOVE The Game 
Awards took the 
time to announce 
a remake of 
Crash Team 
Racing.

OXM
SAYS

I N S I D E R G A M E  A W A R D S  2 0 1 8

The numbers are dazzling: 
more than 26 million 
livestreams, and I love that 
it’s so global. Games really do 
unify the world: it’s actually 
remarkable, from an 
evolutionary point of view, 
that so many different people 
play by the same rules.

Russell 
Lewin

I never thought I would see 
the day where the top dogs 
at Xbox, PlayStation and 
Nintendo would share a 
speech on the same stage. 
It just goes to show that the 
industry is growing up and 
becoming a more unified 
and inclusive place.

Adam 
Bryant

It’s always exciting for us to 
see videogames celebrated 
at high profile events like The 
Game Awards. There is so 
much creative talent in the 
industry that it really does 
deserve to have its own 
Oscars. Well done to Geoff 
Keighley for his vision!

Chris
Burke

010  THE OFFICIAL XBOX MAGAZINE



Fortnite somewhat predictably won 
both of the awards for Best Multiplayer 
Game and Best Ongoing Game. 

Magic moments 
Even though it’s only been going 
for the past five years, the Game 
Awards has managed, for better or 
for worse, to create its fair share 
of memorable moments. There was 
the emotional speech from Geoff 
Keighley in 2016 where he was finally 
given the chance to personally hand 
over the Industry Icon award to 
Hideo Kojima, an award he won the 
previous year but due to conditions 
within his contract with Konami was 
forbidden to accept. He proceeded 
to state his love for the industry, 
the fans and for Geoff. During that 
same ceremony, however, the world 
collectively cringed at the inclusion of 
the Hydrobot, a man dressed up as a 
robot with a shaving razor for a head. 
Appearing sporadically throughout the 
event alongside presenters, it was 
something that seemed to clash with 
the respect that the Game Awards was 
looking to gain. Not exactly a shining 
moment for the event, but certainly 
a lesson learned. And let’s not forget 
the appearance of Josef Fares in 
2017 who joined Keighley on stage to

KINDA SPECIAL
Kinda Funny shines a light on some of the best 
upcoming indie games

There was another place for new game
announcements that debuted just two days after the 
Game Awards. We’re talking about the Kinda Funny 
Games Showcase, hosted by Greg Miller and Tim Gettys. 
It slipstreamed behind the Game Awards, while 
everyone is in new-game-announcement mode. Rather 
than using the platform to highlight even more triple-A 
games, this inaugural event paid special attention to 
the indie games scene. With a whopping 69 titles 
shown, this is one of the biggest, and most visible,
places for indie titles. For a first-time event it was
pretty spectacular. A handful of developers even held 
back on releasing their games just to have their release 
coincide with the show. The Kinda Funny Games 
Showcase is exactly what the industry needs, a 
celebration of the amazing games the people are 
making. We can hardly wait for the next one. 

 HOW DO YOU FEEL ABOUT THE AWARDS? TELL US AT WWW.FACEBOOK.COM/OXMUK

ABOVE Greg
Miller was once
a member of IGN 
before moving on 
to co-create
Kinda Funny.

RIGHT The Game 
Awards is a huge 
undertaking but 
it’s great when 
you can secure
big names like
Phil Spencer to 
take part.

promote his latest game A Way Out 
but proceed to go off piste. According 
to Fares, “There’s passionate people, 
there’s crazy people, and then 
there’s me.” He lived up to that self 
proclamation when he decided to  
say “F*** you” to the Oscars and 
showed them the middle finger, with a 
visibly uncomfortable Keighley trying 
to put that crazy train back onto the 
tracks. Keighley actually brought  
Fares back again for the 2018 but  
he was slightly more restrained this 
time around. 

The Game Awards is huge, and it 
keeps getting bigger every year. It’s 
become an important event for many 
people for many different reasons 
but predominantly because it’s a 
celebration of the industry that we 
love so much. Keighley’s singular 
vision that began at the age of 14 
has flowered into an event watched 
by tens of millions of people around 
the globe. We hope that it becomes 
an institution, to leave a legacy as big 
as ceremonies like the Oscars. It may 
even already be there. 
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Cloud
Atlas

you’ll build your own crew consisting
of AI characters as well as your own
friends, but it doesn’t stop there.

All empires fall
In Atlas you’re given a huge amount
of freedom and control over the game
world. Your sphere of influence can go
far beyond that of your single ship. It’ll
be possible to build your own empire
by conquering areas of the map. Claim
an area and only you will be able to

build a base of operations on it. You’ll
also be able to set your own laws in
that area. Until of course someone
contests that area, and steals it from
you. If you’re not too keep on the idea
of PvP, the developers have said that
there will be a separate PvE mode for
you to enjoy.

As an extra challenge there will
also be a range of creatures to find
throughout the world that you can
take on and defeat. These include
a giant many-headed hydra and an
absolutely enormous sea creature,

but that’s only a couple of the 50 
you’ll find within the game.

As this is a survival game you’re 
going to need to try and stay alive 
by keeping yourself well-fed and 
hydrated. Interestingly there will be 
an ageing system and the ability to 
pass on your legacy. According to our 
sister mag PC Gamer, the developers 
plan to let you have the ability to 
generate offspring and, once you 
die and they’re old enough, you’ll 
pick up where you left off with them, 
carrying over all your progress. Either 
that or just stave off death by finding 
a fountain of youth and getting rid 
of those pesky wrinkles and that 
bothersome backache.

Atlas is highly ambitious but if 
the developers can pull it off, we 
might not need any other piratical 
game at all. Keep an eye out for more 
information in the coming months. 

There’s a whole 
world out there
Pirates are all the rage in this new survival 
MMO  Atla  from Ark: Survivor Evolved devs

LAND
AHOY!

We thought the 
waters were 
already getting 
a little crowded 
with both Rare’s 
Sea Of Thieves and 
Ubisoft’s Skull & 

Bones, which is looking to set sail 
later this year, but it’s going to get 
even more crammed thanks to a brand 
new piratical adventure called Atlas 
that’s peeking over the horizon. 

It looks like they’re going to be 
up against some stiff competition, 
too, as this behemoth fantasy pirate 
adventure game is being developed 
by Grapeshot Games, an offshoot of 
Studio Wildcard, the same developers 
that brought us Ark: Survival Evolved. 
It’ll be an altogether different game 
than its rivals by being a survival 
MMO which can simultaneously 
accommodate more than 40,000 
people in a single world. For those 
looking to sail across the high seas, 
this might be the preferred choice 
given the remarkable scale and scope 
of the experience.

Of course you’ll be able to take part 
in all of your favourite pirate pastimes 
like sailing the ocean, fighting in 
ship-to-ship battles, and using old 
tea-stained maps to find treasure, 
but there’s so much more to do in the 
world of Atlas. You’ll start with a small 
boat and as you explore and gather 
resources, you’ll be able to build 
bigger and better ships, all the way up 
to a mighty galleon. It’s on these that

Atlas has a story, too. 
At a time of peace an 
empire prospered 
above the clouds, a 
‘Golden Age’ full of a 
magical energy called 
the Heart of the 
Goddess. That was 
until Xevos, a 
powerful warlord, 
waged war, shattered 
the Heart and 
plunged the land into 
the sea. Generations 
later you are a 
descendant of the 
protectors of the 
Heart. With the threat 
of Xevos still looming, 
will you restore the 
old world or build a 
new one?

I N S I D E R AT L A S

“The ame will 
simultaneously 
accommodate 
more than 
40 000 people”

ABOVE You’ll can 
customise pretty 
much anything 
you own, such as 
a ship’s sails, 
with your own 
images.

RIGHT You’ll 
need to work as 
a team if you 
hope to survive 
any of these 
encounters.

EXCITED? HORRIFIED? LET THE WORLD KNOW AT WWW.FACEBOOK.COM/OXMUK
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I N S I D E RP L A Y/ E J E C T

PLAY/EJECT
THE THINGS PUSHING
OUR BUTTON (OR NOT)

Worlds collide
Geralt from The 
Witcher arrives in 
Monster Hunter 
World in an upcoming 
crossover.  

A classic returns
Sega and Forever 
Entertainment are 
teaming up to bring 
remakes of Sega 
Saturn classics 
Panzer Dragoon and 
Panzer Dragoon II.

Another Fantasy
Former Final 
Fantasy XV director 
Hajime Tabata has 
announced the name 
of his new company, 
JP Games, which will 
soon be launched.

Epic fail
Shorty after the 
mythic weapon 
Infinity Blade was 
added to Fortnite, 
it’s been removed, 
with Epic admitting it 
messed up.

Getting personal
A glitch in Bethesda’s 
online support for 
Fallout 76 meant 
that some users who 
submitted tickets 
had their personal 
details exposed.

Spoiler alert
Retail versions of 
Kingdom Hearts 3 
were released into 
the wild over a month 
early and the game’s 
director Tetsuya 
Nomura asked for 
people to refrain from 
sharing spoilers.
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RIGHT The 
gilders are 
getting ever 
more insane, 
This one’s a 
dragon…

I N S I D E R F O R T N I T E  S E A S O N  7

Fortnite gets 
creative
There’s snow game like Epic’s shooter, 
and now you can build your own game

reverting to its saved form at the end
of each match.

Epic’s creative director Donald
Mustard tweeted, “Fortnite Creative
is super early and rough. But it’s a
great start… expect rapid iteration
and updates as we refine and add
and build for years to come.” In
other words, as with the rest of the
game – which is still in Beta – it’s a
work-in-progress as the company
look to iron out any problems players 
may experience. 

Fortnite Season 7 is now live, 
alongside Creative Mode.

Season 7 has arrived on Fortnite island 
in a literal flurry of cool new updates. 
As befits the time of year, the entire 
southwest corner of the map has had 
a massive dump of snow all over it.

New customisation options include 
weapon and vehicle skins, and new 
character skins, with more than one 
outfit upgradeable. Plus there’s a 
controversially powerful Mythic-tier 
weapon called the Infinity Blade, with 
which players have been wreaking 
havoc. There’s also now a five-seater 
bi-plane, with easy manoeuvrability 
allowing for some very cool stunts.

The latest build
The most innovative new addition is 
Creative Mode, which will appear as 
another top-level option alongside 
Battle Royale and Save The World. It 
gives you access to a private island 
on which you can build with infinite 
resources, using basic materials 
or prefab structures. Once you’ve 
built your own Fortnite sandbox, you 
can run your own custom matches, 
obstacle courses and more, with 
your probably half-destroyed island 

MORE
EPIC

BARREL
WATCH
GAMING’S FAVOURITE 
PROP RATED BY OUR 
RESIDENT COOPER

Mutant Year 
Zero  
A pig, a duck 
and a woman 
walk into a 
bar-rel. We’re 

not sure what the punchline is, but 
wouldn’t it be something to be able 
to play as a human-barrel hybrid? 

Hungry Shark 
World  
Yet more proof 
that sharks are 
wrong ’uns. 
Look at what 

this one’s done to those poor 
barrels, and now they’re bleeding 
toxic green stuff. Bad shark!

Outer Worlds  
In the future, 
barrels will be 
hunted and 
persecuted. This 
pic shows some 

militaristic future-police harassing 
one poor barrel for doing nothing 
more than associating with boxes.

Thronebreaker  
Oof, looks like a 
fight broke out 
at the Rivia beer 
festival. All 
those casks 

bore the brunt of these drunk real 
ale fans’ rage. They also set fire to 
the pub for serving lager.

Monster Boy 
And The Cursed 
Kingdom
Now this is 
more like it! 
Monster Boy’s 

Uncle Nabu rides around on a 
magical barrel turning everyone into 
animals. Sounds like a barrel of fun!
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NORSE
AND 

SWEET

Out of the 
Odin-ary
Loosen those muscles and fight to 
the rhythm of the beat in Atone

We’re accustomed to games delving 
into Norse mythology but the team 
at Wild Boy Studios are doing things 
a little differently. The gods have 
abandoned Midgard and left it to rot 
and it’s down to Estra, daughter to 
one of Odin’s chosen guardians of the 
realm, and the last bastion of hope, 
to save it. 

Throughout your quest you’ll meet 
a range of interesting characters in 
focused dialogue segments but you’ll 
often be required to solve complex 
puzzles that reveal more about the 
story as well as secrets and abilities.

This all sounds familiar but it’s the 
combat that’s taken a unique spin; 
rhythm-based combat. Battles will 

involve pressing the corresponding 
buttons to onscreen prompts as 
they move across the screen. Tightly 
woven into this combat is the game’s 
wonderfully entrancing synth-heavy 
soundtrack with a unique score to 
each battle.

All of the visuals have been hand-
crafted, with no reusing of assets, 
giving the game an organic feel. Its 
angular art style is inspired by Clone 
Wars artist Genndy Tartakovsky. We 
may have seen a bunch of Norse-
themed games but Atone proves  
we’ve got room for another.

The game’s due for release some 
time this year.
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Still
not
bitten

100-hour weeks, to get a good picture
of the sometimes difficult conditions
faced by the industry.

In a press release, game worker and
founding member of the IWGB’s Games
Workers Unite branch Dec Peach
said, “For as long as I can remember
it has been considered normal for
games workers to endure zero-hours
contracts, excessive unpaid overtime,
and even sexism and homophobia
as the necessary price to pay for the

privilege of working in the industry.
Now, as part of the IWGB, we will have
the tools to fix this broken sector and
create an ethical industry where it’s
not only big game companies that
thrive, but workers as well.”

IWGB General Secretary Jason
Moyer-Lee commented, “The game
workers’ decision to unionise with
the IWGB should be a wake-up call
for the UK’s gaming industry. The
IWGB is proud to support these
workers and looks forward to shining
a massive spotlight on the industry.”

And a massive spotlight it is indeed. 
Hundreds of game workers are 
expected to sign up to the union 
within its first few months.

All game workers, apart from those 
with hiring and firing power, can join 
the union and by doing so will gain 
several benefits, including full legal 
protection support for employment 
tribunals and other legal cases, the 
option to strike, and the ability to 
have the support of a trade union 
representative who can offer them 
advice and accompany them to 
disciplinary meetings.

This is a hugely positive step in the 
right direction to eradicate crunch 
and create a better, safer and more 
inclusive games industry, but for it to 
be truly effective, the games industry 
must unionise globally. A difficult 
task, but with the help of GWU UK, we 
remain hopeful.

Game employees 
to get union rights
Game Workers Unite UK becomes the UK’s first 
union to protect game workers’ rights

PLAY 
FAIR

Last month saw 
the launch of the 
very first union for 
videogame workers 
in the United 
Kingdom. Game 
Workers Unite UK is 

a worker-led, democratic organisation 
that represents and advocates for UK 
game workers’ rights.

The GWU UK is an official branch 
of the Independent Workers Union 
of Great Britain, and affiliated with 
Game Workers Unite, an international 
grassroots organisation dedicated to 
advocating workers’ rights and the 
crafting of a unionised game industry 
(gameworkersunite.org).

GWU UK’s goals are to end the 
institutionalised practice of excessive 
and unpaid overtime, often referred 
to as ‘Crunch’, to improve diversity 
and inclusion at all levels, to support 
abused or harassed workers, and to 
secure a steady and living wage for all 
of its members.

Kill the crunch
For years we’ve enjoyed the fruits of 
the hard work that developers put 
into games, but the sad reality is that 
many of those games were created 
under these difficult conditions 
and often uncertain job security. 
You only need to look at the recent 
events surrounding Telltale Games 
and Codemasters Evo where workers 
lost their jobs, or the reports that 
some workers at Rockstar worked

After the closure of 
Telltale Games the 
fate of its The 
Walking Dead: The 
Final Season was 
uncertain. It was 
subsequently 
announced by series 
creator Robert 
Kirkman that 
Skybound 
Entertainment would 
take over development 
to bring us the last 
two episodes. It was 
also stated that they 
would be employing 
as many of the 
original game’s staff 
as possible. The third 
episode releases on 
15 January.

I N S I D E R G A M E  W O R K E R S  U N I T E  U K

“This is a hu e 
step in the 
ri ht direction 
to eradicate 
crunch”

ABOVE We’re 
happy to see 
Clementine 
return, but its 
development came 
at a cost.

RIGHT OnRush  
had poor sales, 
which meant  
job losses for 
those who  
worked on it.

  EXCITED? HORRIFIED? LET THE WORLD KNOW AT WWW.FACEBOOK.COM/OXMUK
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“To replay every Halo 
game on Legendary 
difficulty in co-op.”
Jack Preedy

“To have an Xbox and TV 
in the bathroom.”
Daniel Dean Barlow

“I just want a good year, 
and to play with all my 
friends in the best 
games!”
Jimmy Tostado 

“To play anything other 
than Rainbow Six Siege. 
It’ll probably never 
happen…”
Nader Mohamed

“To make it to at least 
250k Gamerscore by 
the end of next year! 
Because 188k+ is not 
enough for me!”
Shane Harold

“Continue to worship 
the lord Sparda himself 
in waiting on the arrival 
of Devil May Cry 5.”
Vuk Suleskiz

“Gonna scrape together 
some free time and go 
through the old Tomb 
Raider back catalogue 
before getting myself 
into Shadow.”
Matthew Wilson

Agree with the above? Have 
your own ideas? Tell us at 
facebook.com/oxmuk

HOT TOPIC
WHAT ARE YOUR GAMING
RELATED NEW YEAR’S 
RESOLUTIONS FOR 2019?
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Welcome to The Fixer, 
a monthly column in 
which I fix gaming’s 
problems one by one, 
like a heroic Victorian 
doctor administering 
the smallpox vaccine 

to miasmic crowds of ungrateful, 
malnourished orphans. The metaphorical 
orphans are videogames. The smallpox is 
things like unskippable cutscenes, long 
load times, and levels where you turn a 
corner only to get hit over the head by 
an unseen henchman and wake up in a 
prison cell with none of your weapons.

This month marks 40 years since my 
first fix, when Namco sent me an early 
version of arcade coin-guzzler Pac-Man. 
I immediately penned a letter to the head 
of the company at the time, Brian Namco, 
with three simple pieces of advice. 
1) Make them ghosts instead of irate 
swans; 2) Make him say “wakka wakka 
wakka” instead of the Japanese words 
for “I do wish these bothersome swans 
would leave me alone”; 3) Charge 10p 
per go, instead of having the machine 
dispense a Twix after each game.

My last suggestion saved the company 
untold billions of yen, and countless 
biscuit-based chocolate bars, allowing 
the Japanese games giant to go on 
to create classics like Tekken and Ace 
Combat, and launch a soulless, tourist-
rammed arcade in Westminster with 
sticky floors, next to an aquarium no 
Londoner has ever set foot in. Which is 
all to say that the solutions to gaming’s 
problems that I suggest here today could 
have a profound and unknowable effect 
on the industry’s future. It’s history in 
the making. We could be witnessing a 
moment as pivotal as the assassination 
of Franz Ferdinand, or the first time 
Genghis Khan killed a guy and liked it. 

The problem
You know how sometimes games ask 
you to choose a difficulty setting before 
you’ve even started playing? What is 

have a root canal. I mean, come on folks! 
You’re the experts, you tell me!”

At this point I would let the mic fall 
limply in my hand and do an exaggerated 
shrug, as my scathing observational 
comedy drives the audience into 
wild, uncontrollable hysterics. They’re 
laughing because they also understand 
how ridiculous it is for games to place 
this kind of decision in the hands of 
players. To ask them how hard they 
would like to be punched, before they 
can even see the size of the guy doing 
the punching. The worst implementation 
of difficulty modes don’t even give 
players the option to dial down the 
difficulty later on, after you’ve realised, 
usually hours too late, just how tough 
some of the bad guys are. Doom was the 
infamous starting point for this trend, 
and even 25 years on, the trend for 
self-selecting the degree of challenge 
occasionally rears its busted-up head.

The solution
Designers have already solved this one. 
Dynamic difficulty is a method by which 
a game can covertly adapt to meet 
the ability level of the player, either by 
making things easier or by raising the 
level of challenge. Left 4 Dead might 
be the cleanest example of dynamic 
difficulty, with an invisible ‘AI Director’ 
who would control the zombie hordes  
in response to how well you were  
playing. Some players don’t like this  
idea of a game taking pity on you and 
placing a thumb on the scales. Dynamic 
difficulty is like a friendly uncle lifting  
you on his shoulders so you can put  
the basketball in the hoop, and paying 
some cheerleaders to do a celebratory 
dance when you do. Just as fun as  
doing it yourself, but somehow hollow 
and unearned.

Personally, I like my uncle, am terrible 
at basketball, and relish any opportunity 
to feel more competent than I truly am. 

Steve also writes for City A.M.

the deal with that? If I were a stand-up 
comedian I would choose this moment 
to unhook the mic and walk across the 
stage, nonchalantly whipping the cable 
behind me. Then I’d say something like, 
“You don’t get dentists asking you how 
much anaesthetic you’d like before you 

I N S I D E R O P I N I O N

Steve sets out to fix one of Doom’s  defining characteristics

The Fixer
Steve Hogarty is...

“You’ve realised  
usually hours too 
late  how tough 
the bad uys are”
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The life of a games 
magazine editor is 
tough. Being paid 
to play videogames, 
flown off to attend 
elaborate launch 
events in exotic 

locations while sipping endless Faketinis 
on the company’s expense account…  
but sometimes, you have to actually  
do some work.

We’ve been putting in the late nights 
recently to get this month’s mag out 
before the Christmas shut-down – so 
that by the time you read this, well into 
the miserable month of January, we can 
in some small way cheer you up with 
plenty to read about the year’s games 
to come. And all of that hard work at 
the year’s most sociable time. It’s been 
Christmas-drinks this, Christmas-party 
that; and it’s a miracle we even found 
time to nibble a mince pie. Yes, it’s a 
great time of year if you like socialising, 
and personally I mostly like people. Not 
when I’m playing videogames though. 
I am, in fact, about the furthest thing 
from a sociable gamer you can get. In 
games, I don’t like people at all. People 
ruin things. They’re a glitch in the load 
screen, a rumble in the controller, a pain 
in the ass. 

A few hundred miles of open water 
traversed, on my way back to dry land 
and cashing in my booty, one more 
griefer sinks my ship and with it my 
chances of ever actually enjoying Sea 
Of Thieves. Dungeon-delving in The 
Elder Scrolls Online would be so much 
better without being screamed at by a 
Healer who then proceeds to quit like 
a massive baby before we finish the 
quest. Red Dead Online is great, and 
needs other people, but there are still 
enough bad hombres on its servers to 
sometimes make the Wild West about as 
much fun as it really was. You know, with 
the constant threat of being robbed or 
killed, and with an awful lot of horse shit 
everywhere. Yes, people can really suck 

social? Curmudgeonly even? Or am I just 
someone who still remembers the good 
old days of cracking narrative arcs and 
immersive single-player campaigns?

Falling out
These days games companies seem to 
be falling over themselves to make it all 
about the multiplayer. You know, games 
involving wearing headsets, singing 
annoyingly in a high-pitched voice that 
suggests you’re about eight (which you 
probably are), and messaging ‘Traaash!’ 
at people. Apparently that’s how today’s 
gamer chooses to experience Xbox, and 
in the last year or so the games industry 
has responded to the crazy popularity 
of Fortnite by ditching single-player 
campaigns, creating MMOs that no one 
actually needed or leaping like salmon 
onto that Battle Royale bandwagon.

Fallout 76 is the perfect example 
of a game that, like it or loathe it, just 
hasn’t been made any better by inviting 
more people to play it at the same time. 
Fallout’s one of the best RPG series ever; 
the last game, Fallout 4 was a wonderful 
single-player experience. So upon 
leaving Vault 76 in Bethesda’s MMO, the 
first thing I did was go as far away from 
everyone else as possible. And it seems 
as though everyone else had the same 
idea. Perhaps that says more about fans 
of Fallout, but it’s been like throwing a 
party for introverts. Hardly anyone turned 
up, and the three people that did refused 
to mingle and stood at the sides of the 
room nibbling cocktail sausages and 
looking awkward. Which, actually, is fine 
by me. At least in gaming terms.

No, as much as I like the idea of Fallout 
76, Red Dead Online, GTA Online etc, I’ll 
play those games as solo as possible, 
because I’d rather enjoy the experience 
on my own terms. So I’ll just be over here, 
rummaging through a half-destroyed 
building for crap so I can craft something 
slightly less crappy. On my own. 

Follow us on Twitter: @oxm.

the fun out of games. I’m not on Xbox for 
the sociability. I’d go to the pub for that. 
And I wouldn’t expect, once I’m there, to 
have randoms come over, insult me, spill 
my pint and steal my crisps. I’d certainly 
stop frequenting that particular bar.

Does this make me sound anti-

I N S I D E R O P I N I O N

Chris just wants to be left by himself for a while

The Editor
Chris Burke is...

“I’m not on Xbox 
for the sociability. 
I’d o to the 
pub for that”
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The games we want the most

PREVIEW
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We don’t seem to be able to stop swearing in this issue, thanks to Void Bastards. Argh, there we go again! We are such potty mouths
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We were thrilled by the recent news that RPG

masters Obsidian had joined the Microsoft Studios 

family, but before they get to work on some juicy 

Xbox exclusives there’s a little matter of their current 

project,  The Outer Worlds  (p26). This open-ended 

sci-fi RPG looks like it could be Fallout New Vegas 

in space, and we’re very excited for it. There’s more 

space shenanigans with the very sweary comic  

book-style shooter  Void Bastards  on page 30. 

Things are a little less cussy, but a bit more scary, 

over on page 32, with the horror-meets-X-COM of  

Phoenix Point . Things take a turn for the decidedly 

violent then, with news of the return of Scorpion,

Raiden, Sub Zero and pals for  Mortal Kombat 11 . 

We have all the news on NetherRealms’ latest on

page 34. When FPS innovators id and open-world 

specialists Avalanche get together, you know it’s

going to result in something good. Something big, 

with bigger explosions, and that’s exactly what we’re 

going to get this May with post-apocalyptic open-

world FPS Rage 2 (p36). Staying with the post-

apocalypse, the latest game in the Far Cry series 

carries the story on from the literal bombshell that 

was the ending of Far Cry 5.  Far Cry New Dawn  

takes Ubisoft’s series post-nuclear armageddon, and 

we take a good look at the results on page 38.

READ THE LATEST PREVIEWS OF THE BIGGEST GAMES AT GAMESRADAR.COM/OXM

Chris’s pick 
Mortal Kombat 11
As a fan of the MK 
series, as well as the 
Injustice games, I 
can’t wait to see 
what NetherRealms 
bring to the fighting 
genre in 2019. In fact  
I want it now, 
NetherRealms…  
finish it!

Adam’s pick 
The Outer Worlds
I’ve always wanted to 
play a Fallout game 
set in space, and 
after finding out that 
Bethesda’s Starfield 
won’t be seeing the 
light of day any time 
soon, hope was 
waning. That was 
until The Outer 
Worlds, and I’m super 
hyped about it.

Warren’s pick 
Phoenix Point
I was playing Julian 
Gollop’s games way 
back on the Speccy 
and the original UFO: 
Enemy Unknown was 
the game that 
convinced me to get 
my first PC back in the 
‘90s. Luckily I can 
now play this on my 
Xbox rather than a 
two grand gaming rig.
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2 creators Tim Cain and Leonard 
Boyarsky. So with this dynamic duo’s 
role-playing expertise and wicked 
sense of humour you know that the
game is in good hands.

In this first-person science fiction 
RPG you play a silent protagonist 
of your own creation. There will be 
a pretty robust character creation 
system to adjust your appearance 
and your stats and attributes, but as 
it’s fixed to first-person view you’ll
mainly see your character in the
menu screens. 

You’ve been put on ice, alongside 
thousands of other colonists, inside 
a massive starship that’s making its 
way to the far edge of the galaxy and 
towards the human colony of Halcyon, 
a colony run by mega corporations 
that rule this small pocket of the 
universe. Unfortunately something 
goes terribly wrong aboard the 
ship and its faster-than-light drive 
malfunctions, forcing you to take 
the long route. A trip that should 
have taken less than a decade drags 
on for around 70 years. Apparently 
cryo-static is only fit for humans 
for about ten years, but somehow 

you’ve managed to survive the trip. 
An eccentric on-board scientist has 
figured out a way to keep you alive 
for the journey and has thawed you 
out upon your arrival. You wake to find 
yourself in the middle of a conspiracy 
that threatens to destroy the colony. 

New future 
Your mission will be to help this 
strange scientist obtain a certain 
chemical that will thaw out the rest of 
the ship’s inhabitants. But only if you 

We’ve known for a long time that 
Obsidian Entertainment was cooking 
up something special and the 
anticipation reached its peak prior to 
The Game Awards, thanks to a big ol’ 
timer clicking away counting down 
to the actual event, but we weren’t 
entirely sure what to expect. Yes, 
we all had our guesses and there 
were a few visual clues in the form 
of in-fiction advertisements on its 
website hinting at what it might be. 
Still we really  didn’t have a clue, and 
neither did anyone else. So the reveal
of The Outer Worlds both surprised
and delighted.

If you’re looking at these 
screenshots and thinking that this 
looks all too familiar, it’s because
the game is being developed by the
same team that brought us Fallout:
New Vegas. But that’s not all, the co-
directors of The Outer Worlds are none
other than original Fallout and Fallout

The ‘Flaw’ system is something Tim Cain has wanted to include within a game for many years

The Outer 
Worlds
Usher in the halcyon days  
with Obsidian’s surprising  
sci-fi reveal  
Adam Bryant

PUBLISHER PRIVATE DIVISION DEVELOPER OBSIDIAN 
ENTERTAINMENT ETA 2019

“The reveal
of The Outer
Worlds both
surprised
and deli hted”

BELOW Some 
places are more 
hospitable than 
others. This 
place looks 
fine, right?

want to. You see, Obsidian is known 
for creating games that are all about 
player choice and you’ll have the 
option to do pretty much anything you 
want. Do you want to just walk off and 
do your own thing? Sure, go ahead. 
Fancy turning in the scientist to the 
mega corporations for a big pay out? 
Fair enough. How about just shooting 
the guy dead as part of a psychotic 
killing spree? You can do that, too. 
The choice truly is yours. This scope 
for freedom will extend to every single 
character. Which means that no one 
will be immune to your wrath, no 
matter how integral they might seem 
to the plot. All of these decisions 
that you make throughout the game 
matter and will have a huge impact on 
how the story unfolds. And from the 
sounds of things, the outcomes can
be wildly different.

You won’t be doing all of this on 
your own though. One of the first 
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ABOVE A crazy
scientist,
yesterday. Wait!
Is that the flux 
capacitor in the 
background?!

LEFT You’ll be 
spending a lot 
of time on your 
starship, but 
sadly you can 
only fast travel 
between areas. 
You won’t be 
piloting it 
across the 
universe.
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ABOVE You’ll 
find various 
settlement where 
you can trade 
and chat to 
discover more 
about the world.

LEFT We’re hoping 
we get one of 
the robots for 
ourselves.
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Unlike other RPGs Cain and Boyarsky have chose not to allow romance choices within the game

an ability to enter a ‘time dilation’ 
mode which slows down time, giving 
you the opportunity to take a good
look at the enemy’s stats and to
react more effectively during combat. 
A bar at the top left of the screen
starts to deplete once you enter
time dilation and chunks of it will
be eaten up with each action you
perform, similar to how attack points
are used in Fallout.

A brand new concept that comes to
The Outer Worlds is the one of ‘Flaws’.
It’s so new that it may take a moment
to wrap your head around. All of your
actions are monitored as you progress
through the game and if you end up
having trouble going head to head
with a certain enemy the game will
pick up on that. You’ll then be offered
the opportunity to accept a Flaw,
which will see your character receive
a debuff that makes you less effective
against that particular enemy. Why
would you want to do such a thing?
Well, you’re instantly rewarded with a
perk which you can then use to bolster
other areas of your characters’ skills
and abilities.

Laced throughout everything is the
game’s silly sense of humour, from
the world itself all the way down to
individual characters and your own
dialogue choices. Some of which you
can simply respond to with the ‘dumb’
option, which will offer endless hilarity.

The Outer World introduces a few
new interesting mechanics but it
doesn’t seem to be breaking much
ground in terms of first-person RPGs
and will feel familiar to many who’ve
played other Obsidian games. You
explore, chat to NPCs through dialogue
trees, take on quests and develop
your character, but that all seems to
be exactly what Obsidian is aiming for.
Something they know you’ll enjoy.

The game couldn’t be more 
perfectly timed, either. Just as 
people may be feeling somewhat 
disappointed and underwhelmed with 
Fallout 76, The Outer Worlds sweeps 
in and scratches the itch of not just 
Fallout fans, but fans of single-player 
RPGs that are crying out for a game 
such as this. And given that we’re 
likely two or three years away from a 
new game from Bethesda that’ll be 
in the same vein as either Skyrim or 
Fallout it seems that Obsidian is well 
poised to take up the mantle and fill 
that void. 

things that you’ll need to do will be 
to find your own ship and you’ll need 
to fill it up with a crew in order to 
explore and adventure throughout 
all the locations found in and around 
Halcyon. The ship will be your home 
base where the crew will gather and 
act as a fast travel point between 
locations. It’ll also be where you 
manage your inventory.

Another thing Obsidian is known for 
is creating games with a strong focus 
on story and character and The Outer 
Worlds looks to be no different. As well 
as your story there are the tales of the 
many different companions that join 
you on your mission. Each will have 
their own individual story which will 
be just as important as yours. They’ll 
also have their own motivations and 
sensibilities that will develop over 
time depending on the choice you 
make. These companion characters 
will have a more active roll within 
the game than we’ve seen before 
in similar games, and will integrate 
themselves deep within the narrative. 
For example, they may interject during 
certain conversations, influencing 
the story. They’ll even speak out, or 
in extreme circumstances, abandon 
you if they disagree with your actions 
or decisions. They’ll also have their 
own missions to fulfil, which at the
moment seem to function in the
same way as the loyalty missions in 
Mass Effect.

You’ll only be able to take two 
companions with you at any given 
time but you can be strategic in
your choice as their unique skills
can make up for the ones you lack. 
A companion that has a higher 
intimidation skill than you have will 
be able to pick up the slack during 
conversations to help you out.

The good old days 
Thanks to a gameplay video from 
Game Informer we managed to get a 
decent look at the game’s combat,
which is reminiscent of both the
VATS system from Fallout and combat 
from the BioShock series. You have 

“Fans of sin le-player 
RPGs are cryin  out for 
a ame such as this”

AGAINST
THE GRAIN
Not only is Obsidian
Entertainment flying 
in the face of the 
increasingly 
overcrowded market 
of online multiplayer 
games or the 
games-as-service 
model but it also 
won’t be including
microtransactions
within its game. A 
blog entry which was 
posted on the 
company’s website a 
year before the
game’s official
announcement at The
Game Awards stated 
that there would be 
no microtransactions 
of any kind within its 
next game, a stance 
the developers seem 
to be sticking to.

BELOW Why are 
people always 
trying to attack 
you in space? 
Can’t we just 
talk about this?
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likes of BioShock, Thief II and Freedom 
Force. “I like to think of this game as 
a sibling to BioShock,” says Farbs. 
“System Shock 2 was John and Ken 
[Levine] working together, Ken pushing 
his narrative stuff and John pushing 
the highly interactive, highly systemic 
side of things. And then BioShock was 
very much a Ken story kind of game, 
and that series has pushed more and 
more in that direction, and become 
less systemic. This is John having his 
turn, having interlocking systems all 
over the place interacting with each 
other in bizarre and exciting ways.” 
Levine’s already given the game his 
seal of approval: “He’s played 36 hours 
according to our analytics!”

Burst fire
The art-style, however, owes a debt 
to the likes of Duke Nukem and Dark 
Forces, with enemies represented 
by gorgeous 2D sprites. Initially 
conceived as a way for the tiny team 
to save time and resources, the 
unusual look has become the game’s 
most striking quality. “The first room 
we put together… I was blown away by 
how much it looked like my drawings,” 
says Lee. “I’d never worked on a game 
before where the art came out exactly 
like I wanted. Here, I was drawing stuff 
and then it was in 3D, pretty much.”

The only disadvantage? When foes 
die, it’s tricky to represent a corpse in 
2D. “That’s a large part of why all our 
enemies explode,” says Farbs. “They 
burst, is how I’d describe it,” adds Lee. 
“Stuff flies out.” 

It’s more than just visual flair, 
though – the art style works hand-in-
hand with the action, adding clarity 
to its complexity. Sound effects, for 
example, are accompanied by comic 
book-like on-screen text. “They’re all 
visual cues to game systems, they all 
mean something,” explains Lee, giving 
the example of the sound/sight of 
footsteps alerting you to an enemy’s 
presence. “It’s very blunt force, but 
for a game this complicated I think it’s 
very helpful.”

And don’t worry – that complexity 
doesn’t mean it’s only for the 
hardcore. “It’s meant to be 
challenging, but not discouragingly 
difficult,” says Lee. Farbs confirms: “A 
big design goal was to make a game 
that anybody can finish.” We can’t 
wait to try doing it ourselves. 

For a time known internally as Ghost 
Armada or False Light, Void Bastards 
took a while to gain its current title. 
“It was the first name that actually 
sounded like the world we were 
building,” says lead programmer 
Farbs, though he admits it’s made 
discussing the game with his six-year-
old awkward. “One of the reasons I 
thought the name was good is that it’s 
not clear if you are the bastards, or if 
you’re fighting the bastards,” adds art 
director Ben Lee, cryptically.

The game takes its inspiration from 
seminal FPS/RPG System Shock 2, 
challenging you to explore derelict 
spaceships full of dangers in search 
of resources. On the starmap strategy 
layer, you’ll manage supplies, choose 
which hulks to board, and make your 
plan of attack. Then you’ll zoom into 
first-person and try to pull it off, 
playing the game’s interconnected 
systems off each other as you go. The 
pair describe it as like pulling off a 
heist. “It’s a lot of seeing opportunities 
and threats, re-evaluating your plan 
and deciding what you’re going to do, 
and changing that as things go right 
or wrong,” says Farbs. 

And Blue Manchu has the lineage 
to pull this off. The studio’s founder, 
Jonathan Chey, was the director of 
System Shock 2 and a co-founder at 
Irrational Games, with credits on the

The game’s comic book aesthetic was conceived as a way to ‘explain’ the 2D sprites to the player

Void Bastards
It’s big, brash and sweary, and 
we reckon you’ll love it 
Robin Valentine

PUBLISHER BLUE MANCHU DEVELOPER BLUE MANCHU

ETA EARLY 2019

SWEAR ON 
YOUR LIFE
The game’s rude title
has caused the team
problems online. Not 
only has lead 
programmer Farbs 
been banned from 
Twitter’s promoted 
tweets service 
because “I used the 
word ‘bastard’ too 
many times”, but it’s 
automatically flagged
as offensive on
YouTube. Ben Lee, 
however, looks on the 
bright side: “I’d rather 
have a memorable 
name that causes a 
conversation about
why people can’t use
it on YouTube, than 
have a boring name
that people can use
on YouTube but no 
one wants to because 
they’re not 
interested.”

“Sound effects are 
accompanied by comic 
book-like on-screen text”
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ABOVE The game 
is “strategic 
when you’re in 
the starmap, and 
tactical when 
you’re in the
ship,” says art
director Ben 
Lee.

FAR LEFT The 
game does have 
some comic 
book-esque 
cutscenes, but
narrative isn’t
the focus – “It’s 
about the 
stories that you 
tell, rather 
than the story 
that you’re 
told,“ says lead 
programmer 
Farbs.
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ABOVE The virus 
was first 
unleashed in the 
ocean, which is 
why its initial
forces are
mutant crabs and
other sea
creatures.
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body parts and abilities in reaction
to the outcome of your missions. If
a particular combo is working well
against you, the virus will produce
more and more units like that; but
if there’s a kind of mutant you’re
regularly wiping out, it’ll change into
something new to out-fox you.

“We’re already starting to see quite
interesting combinations,” says Kaye.
“For example, we have this Crabman
enemy who can have a lot of different
kinds of appendages, and they can
have these legs that give them very
fast movement – we got that in
combination with a grenade launcher
attachment. So it’s this very fast
moving enemy that can cover a lot of
ground and flush your soldiers out of
their fortified position.” Nasty.

Small arms fire
During our hands-on, the Crabmen
take a different tack, protecting
themselves from our bullets with
bulky organic shields. We’re forced
to employ another of the tricks
up Phoenix Point’s sleeve: manual
targeting. Rather than relying on
percentage-based dice-rolls, the
game has a full ballistics model,
tracking the path of every bullet.
Moving the target reticule allows you
to direct your burst of fire wherever
you like, even targeting different body
parts – in our case, attempting to
fire over the shield into the soft meat
behind. Whatever appendage you hit
is realistically damaged, too, allowing
you to disable enemies’ weapons,
blast away their legs to cripple them,
or target vulnerable weak points.

“We have these large boss enemies
that have a lot of different nasty
abilities, so it becomes quite useful,”
says Kaye. “It’s not about doing as
much damage as possible, because
you’re not going to be able to do
enough to take it down in one turn.
It’s about judging which of its abilities,
in this current situation, poses the
greatest threat, nullifying those and
gradually moving to take it down.”

Even in the relatively early build
we try, there's already a level of
complexity and simulation here that
results in a more intricate and involved
experience than Firaxis' XCOM. For
some, it could be overwhelming – but
those with an eye for detail should
keep it trained on Phoenix Point.

As if rampant climate change weren’t
bad enough, Snapshot Games’ turn-
based strategy title predicts global
warming has another grim surprise in
store for us. Its apocalyptic setting
sees the melting polar ice caps
release a long-frozen alien virus,
which mutates all living beings it
infects into monstrous soldiers.

These twisted creatures, many
of them forcibly evolved from
crustaceans and other sea life,
exude “cosmic horror, body horror
and Lovecraftian dread” in the words
of David Kaye, the studio’s president
and co-founder. As the leader of the
Phoenix Project, it’s your job to stop
them wiping out humanity, dividing
your time between squad-level turn-
based missions, and global-level
strategising and base-building.

Anyone who played Firaxis’ recent
XCOM games will find the core ideas
familiar, but there’s good reason for
that – Snapshot is headed up by
strategy legend Julian Gollop, who
created the original X-COM games
back in the ’90s.

And it’s no clone, either – Phoenix
Point boasts a raft of ambitious ideas
that mark it out from its peers. Those
gribbly enemies, for example, aren’t
done mutating. The plan is for them
to be continuously evolving over the
course of your campaign, gaining new

Phoenix Point
The father of X-COM returns to
finish what he started
Robin Valentine

PUBLISHER SNAPSHOT GAMES DEVELOPER SNAPSHOT GAMES

ETA JUNE 2019

FRIEND
OR FOE?
It’s not just mutants 
you’ll have to deal 
with – there are also 
human factions, each 
with their own 
agendas. Your actions 
will lead to either a 
cooperative or a 
hostile relationship, 
and they’ll all interact 
with each other too, 
potentially forcing you
to choose sides.
“They each have 
unique technologies 
that are very useful, 
different kinds of 
weapons and other 
things that you can
get access to,” says
Snapshot’s David
Kaye. These lead to 
different ways of 
taking down the virus, 
meaning who you ally 
or scrap with will 
affect your ending.

“Phoenix Point boasts a
raft of ambitious ideas that
mark it out from its peers”

The game was crowdfunded on the Fig platform, raising $765,948 from backers
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MK11 taking advantage of a brand new 
engine we can only begin to imagine 
how much better they will be. It’ll make 
all those fatalities and X-ray moves all 
the more brutal and shocking.

Fashion victim 
The developers have stated that this 
will be a more personalised experience

to what they’ve done before. This is 
all thanks to a new addition to the 
series called the ‘Character Variation 
Customisation System’. This feature, 
according to NetherRealms creative 
director Ed Boon, will offer “an infinite
amount of options for players to
personalise their favourite fighters”. 
Just what kind of personalisation this 
entails we don’t know but from the 
sounds of things it looks like it’ll be 
pretty extensive. We’re hoping we’ll 
have a whole selection of outfits to 
choose from the series’ history and to 
be able to mix and match individual 
parts. Maybe they’ll even add some 
accessories, too.

A hint that this may be true appears 
in the trailer. After Raiden kills 
Scorpion by making his head explode, 
another Scorpion turns up behind him 
dressed in what looks like a mixture 
of outfits; the mask from his MK2 days 
and the clothing from MK3. How does 
this fit into the narrative? Well, it’s 
possible that we’ll be jumping around 
the MK timeline during the story. The 
MK series is no stranger to time travel, 
after all. Raiden himself went back 
in time to try and change the future. 
Another clue that we could be dealing 
with time travel is seen at the end of 
the trailer. An unknown woman can be 
seen standing in front of what looks 
like a giant hourglass with the sand 
moving backwards. We think that’s a 
pretty big clue.

Another element of interest is  
this mysterious woman. Is she a  
new antagonist or even a new ally? 
The developers have stated that 
we’ll see both new and “Klassic” 
characters. Who else is to be 
revealed? We’ll have more info in  
our next issue. 

Nobody makes fighting games quite
like NetherRealm, which is why
we’re extremely excited about the
announcement of a new entry to the
Mortal Kombat series. A trailer was
broadcast at The Game Awards with
an expectedly graphic fight between
series stalwarts Raiden and Scorpion.
The corruption that the thunder god
experienced in the previous game
seems to have finally taken its hold
and turned him over to the dark side.

NetherRealm’s narrative and
cinematic skills seem to get better
with every new game it makes, and
given that Injustice 2 was a huge step
up in both departments we’re hoping
for the same again for Mortal Kombat
11. The most obvious improvement
was the facial animations and with

Pre-ordering the game will give you access to Shao Kahn as a playable character

BELOW Get over 
here! Scorpion 
is possibly the 
most well-known 
face of MK, and 
we love him. 

Mortal  
Kombat 11
Save Earthrealm once more  
in the bloodiest tournament  
of them all  
Adam Bryant

PUBLISHER WARNER BROS  DEVELOPER NETHERREALM STUDIOS

ETA 23 APRIL

“It’s possible 
that we’ll be 
umping around 
the MK timeline 
durin  the story”
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The teaming of Avalanche, experts in 
open-world destruction courtesy of the 
Just Cause franchise, with FPS dons iD 
(Doom, Wolfenstein, Quake), looks like it 
will result in one of the most perfectly 
insane games of 2019.

And when we say ‘open world’, Rage 
2’s world really does look massive. 
Luckily there are Mad Max-style 
armoured dune buggies, trucks and 
other vehicles to tear around in – 
including the newly unveiled monster 
trucks and gyrocopters, the latter of 
which will be particularly handy if you 
want to get around and see all of the 
world’s varied post-apocalyptic biomes. 

Act your Rage
It’s no surprise that the game throws 
a crazy range of weaponry at you, 
including the return of the three-
bladed boomerang, aka Wingstick, 
from the first Rage. Everything looks 
wonderfully destructible, and of course 
your arsenal of vehicle-mounted guns, 
hand-cannons, automatic laser-
blasters and missile launchers are 
going to need a good amount of fodder 
to take it out on. Fortunately, the game 
throws enemies at you, and it looks like 
colourfully-garbed psychos, armoured 
raiders and other bad guys will never 
be in short supply as you burn through 
the world following the loosest kind of 
revenge story. Your character is Walker, 
the last of the Ranger faction, out for 
vengeance against the Authority, who 
would impose order on the wasteland 
through force, and the chaotic factions 
of raiders who, to give them their due, 
at least look like they’re having a lot of 
fun in the post-apocalypse.

You also have something called 
‘nanotrite’ powers. In the first Rage, 
nanotrites were tiny ‘robots’ injected 
into your body that work to repair 
damaged cells, revive you and even 
send out a destructive electric pulse 
to kill everyone in the vicinity, so we’re 
excited to see how far you can push 
these super-science powers in the new 
game. There’s also something called 
‘Overdrive’, which will allow you to push 
your guns beyond their limits.

Publishers Bethesda boast that Rage 
2’s ‘shooterverse’ will allow you to go 
anywhere, shoot anything and explode 
everything, which certainly sounds 
good to us, and we can’t wait to be let 
loose in said Shooterverse when the 
game releases on May 14. 

These days, everything seems to be 
about the apocalypse. Maybe it’s 
the melting of the ice caps. Maybe 
it’s Brexit, or Trump, or the kind of 
existential despair you get when you 
can’t find a single matching pair of 
socks, and it’s Monday, and all you’ve 
got is two socks, one of which says 
‘Thursday’ and the other ‘Saturday’. 
Whatever, doom is big in videogames 
– Fallout 76, Far Cry: New Dawn, Metro 
Exodus and a million others whose 
premise is the aftermath of a big 
atomic or environmental catastrophe. 
Still, if something must one day put 
an end to our comfortable existences, 
we certainly prefer the idea of picking 
up some bloody big guns and having a 
little fun with it.

Thankfully, Rage 2, Avalanche 
and id’s post-apocalyptic shooter, 
looks like being the most joy you can 
possibly have following the breakdown 
of society’s morality and the total 
collapse of the rule of law. It’s Mad 
Max in all but name – though more 
Beyond Thunderdome than Fury 
Road – and new details from last 
month’s Game Awards have ramped 
up our expectations of its grand-scale 
carnage still further.

Set in a huge, open-world wasteland 
following a catastrophic meteor hit, 
Rage 2 throws everything at the player 
and enjoys the ensuing mayhem.

The first Rage is worth checking out in the meantime as it’s back-compat on Xbox One

Rage 2
Rage ain’t nothin’ but a number. 
Two, in fact 
Chris Burke

PUBLISHER BETHESDA  DEVELOPER AVALANCE/ID   
ETA 14 MAY 2019

ROAD RAGE
If you’re thinking that 
there’s more than a 
touch of Mad Max
about Rage 2, you’d
be right. And in fact,
developers Avalanche 
made the Mad Max 
game from a couple of 
years back. That 
game still holds up, as 
you can see if you 
turn to page 98 this
month where we’ve
featured it in Now 
Playing!

“You burn throu h the 
world followin  the loosest 
kind of reven e story”

036 THE OFFICIAL XBOX MAGAZINE

P R E V I E W



ABOVE You’re 
going to need a 
big gun to take 
him down. 
Fortunately, 
there are plenty 
to choose from.

LEFT Make short 
work of raider 
gangs with a ton 
of weaponry and 
weaponised 
trucks.
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ABOVE After the 
nuclear winter a 
super bloom 
takes place 
resulting in 
colourful fauna.

RIGHT Your
faithful Fang
for Hire,
Timber, will 
help fight off 
your attackers.
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simple goal: survive. A large portion of
your time will be spent helping other
survivors and rebuilding a sanctuary
called Prosperity. This place that
you’ll call home will form your base of
operations and will expand over the
course of the game.

It’s a relatively safe place where
you’ll bring other survivors, who in
return will offer services such as the
ability to craft new weapons and build
better vehicles.

Your job will be to survive against
the threat of The Highwaymen, a
group of dastardly delinquents led
by nefarious twin sisters Micky and
Lou. The twins, and The Highwaymen,
roam the land taking whatever they
please and will stop at nothing to take
everything you own.

A new hope
Expeditions will be a new activity
that lets you visit locations outside
the confines of Hope County. Each
of these large isolated areas will be
drastically different from one another
and will show you not only how
other places have been affected by
the devastation, but also offer new
challenges and experiences outside
of the main story.

You’ll be able to head out on these
expeditions with a co-op partner, or
with one of the Guns or Fangs for
Hire, some of which will be returning
characters from the previous game.
Sadly the Fang for Hire and goodest
of boys, Boomer, won’t be returning
for New Dawn as it was revealed in
a recent developer video that he’s
made his way to the big farm in the
sky. The new Fangs for Hire that’ll be
joining you are Timber, an Akita dog,
and a very friendly and boisterous boar
named Horatio. A much-requested
feature will allow your furry friend to
jump in the passenger seat of your
vehicle and come along for the ride.
This may only be for Timber, as Horatio
looks a little too big. Sorry Horatio.

We’re more excited that we thought
we’d be for a new Far Cry game, but
it’s a welcome change to finally have
a couple of bad-ass women taking
charge. And despite the colour pallete
and theme, which will inevitably draw
comparison to id Software’s Rage 2,
New Dawn appears to be a faithful Far
Cry experience, but with a twist. We
can’t wait to play it next month.

Less than a year has gone by since
the release of Far Cry 5 and we’re
already looking at a new entry to the
series. It’s hardly a surprise given that
the majority of mainline games have
shortly been followed by some kind of
spin-off. This time, however, instead
of an entirely disconnected story, New
Dawn will be a direct sequel to Far Cry
5. Specifically, following on from the
nuclear ending. Set 17 years after the
bombs laid waste around the globe,
the game returns to Hope County,
Montana, during the post-apocalypse.

Now we know what you’re thinking:
“Not another post apocalyptic game...”
Well, that’s what we thought at first
but things are a little different than
you might expect. Instead of the
dark and dreary vision of the post-
apocalypse we’re familiar with, New
Dawn takes place during a so called
super bloom. In the 17 years that have
passed since the Collapse the world
has gone through the nuclear winter
which left the land barren and dry.
This was followed by harsh winds and
periods of heavy rain, which resulted
in a beautiful and brighter land with
lush flora and fauna everywhere.

It may be the narrative sequel to
Far Cry 5 but it’ll be a standalone
experience. You’ll be playing as a
brand new character, arriving in Hope
County for the first time with one

Far Cry
New Dawn
It a new dawn, it’s a new
day, it’s a new life for you
in Hope County
Adam Bryant

PUBLISHER UBISOFT DEVELOPER UBISOFT MONTREAL

ETA 15 FEBRUARY

A FATHER
RETURNS
Given that New Dawn
takes place a mere 17
years after the
previous game it’s
inevitable that we’ll
see the return of
some familiar faces.
One of which may be
Joseph Seed, the
antagonist of Far Cry 5
who we last saw
shacked up in a
bunker waiting out
the apocalypse, but
the ending to New
Dawn’s trailer seems
to hint at his return.

“You’ll be able to head out
on these expeditions with
a co-op partner”

One of the Guns for Hire is Carmina Rye, the daughter of Nick and Kim Rye from Far Cry 5
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roundup
WITH NEW GAME ANNOUNCEMENTS AND RELEASE DATES THIS 
MONTH’S PREVIEW ROUND-UP IS INDIE HEAVY ADAM BRYANT

EL HIJO

PUBLISHER HONIN STUDIOS
DEVELOPER HONIN STUDIOS DUE 2019

The trailer for this non-lethal stealth 
Spaghetti Western really makes you pay 
attention. Bandits burn down your home 
leaving you, a six-year-old boy, and your 
mother to wander the wilderness. Your 
mother leaves you at a monastery for your 
own safety but you soon head out, digging 
up your toys that you buried, to look for her. 
Keep an eye on this one.

SUPER MEAT BOY FOREVER

PUBLISHER TEAM MEAT
DEVELOPER TEAM MEAT DUE APRIL 2019

Prepare to die, a lot. Dark Souls has nothing
on Super Meat Boy when it comes to
popping your clogs and this April you’ll find
out why. This meaty sequel is a completely
different experience to the previous game.
Not only is it an endless runner, but the 
levels are randomly generated, so you’ll 
need to stay on your toes as you won’t be 
able to master the layout of the levels.

THE LAST CAMPFIRE

PUBLISHER HELLO GAMES
DEVELOPER HELLO GAMES DUE 2019

A nice little surprise at The Game Awards
was this new adventure game from the
creators of No Man’s Sky. In this cute little
title you play a small, lost ember looking for
a way home. As you travel through strange,
beautiful and sometimes dark and daunting
environments you’ll come across other lost
souls and ruins for you to explore. All of this
is so that you can light ’The Last Campfire’.

TOEJAM & EARL:
BACK IN THE GROOVE

PUBLISHER HUMANATURE STUDIOS DEVELOPER
HUMANATURE STUDIOS DUE 1 MARCH

The much anticipated return of everyone’s
favourite alien rap duo will be arriving on
the Xbox One at the start of March. Once
again they’ve crash-landed on Earth and
you’ll need to retrieve all the pieces to the
Rapmaster Rocket to return them to their
home planet of Funkotron. There will be 
nine different playable characters to use in 
either online or offline four-player co-op.

DRAGON AGE 4

PUBLISHER EA
DEVELOPER BIOWARE DUE TBC 

How do you get a Dragon Age fan excited 
in 66 seconds? Show a mysterious teaser 
trailer containing snippets of dialogue 
from one of the characters, Solas, from 
Dragon Age: Inquisition while the camera 
slowly pans over a lyrium idol, that’s how. 
BioWare’s tease gave hints as to what we 
can expect storywise but we’re left without 
any sort of release window.

A FOLD APART

PUBLISHER LIGHTNING ROD GAMES
DEVELOPER LIGHTNING ROD GAMES DUE 2019

This charming and quirky puzzle game has 
completely stolen our hearts. You probably 
wouldn’t expect a game that explores the 
struggles of a long-distance relationship to 
take the form of a puzzle game, much less 
one that takes place on sheets of paper.
You’ll need to solve puzzles by folding
these pages and help partners Alex and 
Sam save their relationship.

 FOR MORE PREVIEWS AND THE LATEST GAMES CHECK OUT GAMESRADAR.COM/OXM

THE OFFICIAL XBOX MAGAZINE  041More Xbox news at gamesradar.com/oxm

P R E V I E W



Lines open Monday-Friday 8am-7pm and Saturday 10am to 2pm (GMT)

Subscribe from  
just £29.99*

Order hotline 0344 848 2852
Please quote jan19 when ordering by phone

PLUS

GIFTWORTH£29.99



*Terms and conditions: Savings calculated against the full RRP (single issue price x frequency). You can write to us or call us to cancel your subscription within 14 days 
of purchase. Gift is only available for new UK subscribers. Gift is subject to availability. Please allow up to 60 days for the delivery of your gift.  In the event of stocks 
being exhausted we reserve the right to replace with items of similar value. Payment is non-refundable after the 14 day cancellation period unless exceptional 
circumstances apply. Your statutory rights are not affected. Prices correct at point of print and subject to change. Full details of the Direct Debit guarantee are available 
on request. For full term and conditions please visit: bit.ly/magtandc. Offer ends 28th February 2019.

Great reasons
to subscribe

Pay just £29.99 every 6 months
  Spread the cost with
Direct Debit
Never miss an issue
  Delivered direct to your door

  Upgrade to include digital 
for just an extra £2.50

Enjoy your 
favourite magazine 
anywhere, anytime!

SEE THE FULL RANGE  
AND ORDER ONLINE AT

Call UK 0344 848 2852 or overseas quote jan19

www.myfavouritemagazines.co.uk/oxm/jan19

JANUARY SALE



044  THE OFFICIAL XBOX MAGAZINE

OXM GETS HANDS-ON WITH CRACKDOWN 3’S
RIDICULOUS, AWE-INSPIRING MULTIPLAYER 

EXPERIENCE, WRECKING ZONE 
JOSH WEST
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here are some games that you just
really look forward to. After spending
hours having riotous fun in Realtime
Worlds’ original open-world action
adventure game on the Xbox 360
back in 2007, and then Ruffian 

Games’ 2010 sequel, it feels as though we’ve been 
waiting ages for the third instalment. 

It’s been promised for a while, of course. In fact, the 
game was first slated for release in 2016… that’s three 

years ago now. By 2018 we’d frankly almost given up
hope that one of Xbox’s best franchises would ever
make a return.

Then came the beyond-exciting news that, not only
was the game almost ready to be unleashed on the
world, but OXM was invited over to Washington State 
to get hands-on with the game. Needless to say we 
jumped at the chance. What we saw was destruction 
on a grand scale, courtesy of Microsoft’s Azure cloud 
tech, and a multiplayer mode called Wrecking Zone…

T

C R A C K D O W N  3



When Microsoft offers to fly you
half way around the world to visit
its sprawling campus in Redmond,
Washington, USA, you really have
to weigh up the potential cost and
reward – jetlag is deadlier than a
rampaging Terry Crews across New
Providence, trust us on that one.
Thankfully, the company made the
decision easy enough for us; when
Microsoft offers to put you in front of
Crackdown 3, when it gives you the
opportunity to be among the first in
the world to wrap your hands around
a controller and experience its wild
vision for the future of multiplayer
gaming, there is simply no two ways
about it. We were on that flight faster
than we could recall Crackdown
3’s very public crawl through
development hell.

Cloudy conditions
It is, however, worth taking a second
to reflect on that crawl, because
getting Crackdown 3 into a position
where it can be primed and ready
for release on 15 February 2019 is
an achievement in and of itself for
Microsoft Game Studios. After four
years of development, driven by
no less than four different studios,
and after four delays have kept it
perpetually out of reach, the game
is thankfully finally ready to take the
world by storm.

There’s a very real delight to be had
in pulling a building down around
a group of otherwise aggressive
enemies. Perched atop a towering
skyscraper, it’s difficult not to get
drawn into the sheer, incredible
spectacle of it all; mouth agape,
eyes blinded by the collapsing neon
fixtures of the futuristic cityscape
enveloping you.

The Agents begin to desperately
scramble for cover through falling
debris, crashing through walls and
windows as they tumble to the
ground with weapons drawn high,
all in an effort to outmanoeuvre
encroaching players before the
bullets start flying.

The firefight ends almost as
quickly as it started, with twinkling
dog tags soon littering the ground
where entire structures once stood
tall. There’s just seconds to collect
them before the next entanglement
begins, before the Agents return
to the simulation to seek revenge.
When it comes to Wrecking Zone,
Crackdown 3’s incredible take on
high-octane multiplayer action,
victory is never guaranteed, nor is
the shape of the city after a few
frantic minutes of combat – the
landscape a smouldering wreckage of
bullet-ridden buildings and fractured
intentions. It’s pretty radical, in every
sense of the word.

It means that, in just a few short
months, you’ll be able to see what
Microsoft’s Azure cloud network is
truly capable of. You’ll be able to
experience how it will power the next
generation of game experiences; how
it will work to set a new benchmark
for fidelity and emergent chaos in
multiplayer sessions.

We won’t bore you with the
specifics as it is all extremely
complicated, a technical
accomplishment that Microsoft
Game Studios admits it has only
gotten working as intended in the
last 12 months or so, but you should
trust us when we tell you that it
is pretty goddamned spectacular.
By using its established cloud
infrastructure – a bank of data-

ABOVE Crackdown
3’s cityscape is
stunning – and
prettier than,
for example,
Blade Runner’s.

BELOW Terry
Crews’s
Commander
Jaxon is
a playable
character.
Oh yes.
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centres made up, effectively, 
of interlaced Xbox One units – 
Microsoft’s engineering team has 
been able to offload all of the 
advanced physics calculations 
necessary to power something as 
revolutionary as Crackdown 3’s awe-
inspiring destruction. And it can do it 
without taking anything at all away 
from the game’s gorgeous graphics, 
silky smooth framerate or its heart-
pounding moment-to-moment action 
– if anything it enhances it entirely. 

That’s because Ruffian Games 
– the team responsible for both 
Crackdown 2 and the multiplayer side 
to Crackdown 3 – effectively has up to 
12 times the processing power of the 
Xbox One X (or 30 times the original 
base Xbox One) to play with. The hard 
work is handled behind-the-scenes, 
up there in the cloud, so all you need 
to worry about is tracking Agents 
through the chaos and keeping your 
mind focused on the objective at  
hand as the world crumbles down 
around you. 

Crackdown 3 isn’t the first game to 
utilise this cloud-based technology,

but it is unquestionably the most
impressive application of it to date.
Thus far, we’ve seen it used to power
the machine-learning artificial
intelligence in Forza Horizon and Forza
Motorsport’s multiplayer, as well the
AI mobs in Titanfall’s Attrition and
Halo 5’s Warzone multiplayer (not
to mention these games’ dedicated
servers). This is, however, the first
time we’ve seen Azure used to
calculate something as complex 
as game physics across a shared-
experience in real-time. And believe 
us, the results really are something  
to behold. 

 
Agent provocateur 
What it means is that, regardless 
of the strength of your internet 
connection, you’ll be able to jump 
into Wrecking Zone and bask in the 
glory that is 100 per cent destruction 
without any noticeable impact to 
the core game experience. You’ll 
be able to stand alongside nine 
other players and literally tear an 
entire city apart piece by piece, 
grappling with your foes as you 

shred through environments with
wild abandon. By utilising the Azure
network, Crackdown 3 is able to
render hundreds upon hundreds of
individual pieces of debris in real-
time, for every one of the players in
any given game.

In effect it means that, were we
to be running away from a gaggle of
enemies, we could use an assault
rifle to hastily carve a makeshift door
into the façade of an approaching 
building in an effort to break line-of-
sight, and that will synchronise for 
every player in the game without any 
delay. Perhaps you may see an enemy 
running along a bridge overhead – 
rather than leaping up to their level 
in an effort to engage them, you
could whip out a rocket launcher
and rip the floor right out from under 
their feet, catching them unawares 
and open to an easy kill. As you may 
imagine, this makes for some fairly 
interesting, if not totally awesome, 
gameplay scenarios and opportunities 
that – to put it simply – no other 
multiplayer game on the market can 
accurately capture or reproduce. 

“Soon you’ll be able to see 
what Microsoft’s Azure 
cloud network is capable of”

ABOVE In the
Wrecking Zone 
you’ll be able 
to, yep, wreck 
things.
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While the single-player
component of Crackdown 3
might be focused wholeheartedly
around the acquisition of power,
the multiplayer puts its focus on
extreme manoeuvrability. Given
that you could be under siege from
any direction, at any point in time,
it should come as no surprise that
this is a game mode based around
awareness and movement.

The gunplay is a strictly lock-on
affair, with a squeeze of the Left
Trigger focusing the attention of
your reticule onto an enemy in direct
line-of-sight. The skill in Wrecking
Zone isn’t in mastering the mechanics
of the weapons, but mastering
your traversal of the environment
– understanding how to quickly
break line-of-sight and gain a height
advantage on a would-be aggressor
is everything. 

Speed is king. Your Agent – one of 
21 different character models you 
can cycle between ahead of jumping 
into the fray – will need to utilise 
an array of double jumps and aerial 
dashes to properly manoeuvre across 
the cityscape, manipulating the 

terrain and navigating through falling 
debris with jet-propelled punches as 
you do. Wrecking Zone is inherently 
aggressive in its design; each of the 
weapons provided in our play session 
were big and bulky, as excellent at 
ripping through enemies as they are 
ripping through steel.

Health regenerates if you
can avoid being shot at for five
seconds, while colour coded lines
denote whether you are being
actively targeted or have been
successful in breaking line-of-
sight. It’s a fairly simple but mostly
very effective system, one that’s
designed to ensure that you’re never
overwhelmed in what should be a 
stressful scenario for a multiplayer 
match. The game’s mechanically-light 
design works to give you the freedom 
of mind to focus on the environment, 
to be drawn towards explosions and 
always on the hunt for your next 
spectacular kill..

Azure bet
Agent Hunter – Crackdown 3’s 
variation on Kill Confirmed – is being 
pitched as the premiere game mode, 

pitching five Agents versus another 
five in a desperate battle to slay 
enemy players and grab their dog 
tags to score a point. Our favourite 
of the modes presented during our 
hands-on session, however, was 
Territories, which sees teams battle 
it out for control over ever-shifting 
territory spaces across a landscape 
that is forever changing as the battle
rages on. As skyscrapers fall, as
cover becomes obliterated, and as
the composition of the environment 
warps to the flow of combat, the
tension in play is only heightened
over time. 

Of the two maps and two game 
modes that we experienced in our 
time with Wrecking Zone, it was 
undeniably exhilarating – but it was 

ABOVE Speed and 
gaining height 
will see you at 
an advantage.

BELOW Without 
cover, the game 
becomes even 
more tense.
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OXM
SAYS

Crackdown is perfect for 
multiplayer mayhem, and 
with Wrecking Zone taking 
full advantage of Microsoft’s 
Azure cloud technology to 
minimise lag, it should be a 
blast. Moreover, this should 
point the way for other 
multiplayer games to go!

Chris 
Burke

The art style of the series has
always had a unique flair and
the third outing is nothing 
short of stunning. I love the 
way the game mixes up the 
Tron-esque neon vibe, taking
that clean aesthetic and 
adding some real world grit. 
It’ll be jaw-dropping in 4K!

Warren
Brown

It’s happening! Don’t panic. 
It’s actually happening. I’ve 
got my fingers crossed it’s
just as epic as they promise
it will be. After such a long 
wait, instead of getting 
Crackdown I may have a 
breakdown, if they don’t 
deliver. They will, won’t they?

Adam
Bryant



We get the feeling that the more
time players spend experimenting
with Wrecking Zone, its maps and its
destruction, the more intoxicating it
will become.

Cracking time
Microsoft’s commitment to Crackdown
has never once wavered. The game
has outlasted Fable Legends,
Phantom Dust and Scalebound; it is
still being positioned as a franchise
that can stand shoulder-to-shoulder
with the likes of Halo, Forza and
Gears Of War. The reason for that, we
believe, is because of Wrecking Zone
– it establishes Crackdown as a series
that can showcase the true power of
the Xbox platform.

Wrecking Zone is only possible in
its current form because of Azure,
because of the cloud infrastructure
Microsoft has established. It really
is incredible technology and what’s
difficult to believe is that this is only
the beginning. Crackdown 3 is going
to be the best example of what this
tech can do in the hands of ambitious
development teams.

Crackdown 3 will be released on 15
February 2019. We promise (hope).

also unquestionably content-light.
Microsoft wasn’t quite ready to give
us any insight into the progression
systems running behind the action,
but we do still have concerns over
the longevity of it all. As impressive
as the physics-based destruction
is – the core underlying technology
powering it all – the mechanics
and systems layered on top of it
are easily mastered. It wasn’t long
before we were taking the fight to
the developers and testers who
were responsible for building and
streamlining the damned thing.

That said, so much of the fun
to be had in the core experience
comes from the emergent moments
that come up naturally during play.
Wrecking Zone is one of those
modes that will truly spring to
life as teams of players begin to
experiment, as they push against
the limits of Crackdown 3’s design
and destruction. It’s a sandbox
purpose-built to let players run wild
and experiment; it’s exhilarating to
successfully pull off a manoeuvre that
involves toppling a building leaving
enemies open, pulling scrambling
foes into chokepoints as their cover
is obliterated by heavy focused fire.

“The Crackdown series
showcases the true power
of the Xbox platform”

Crackdown 3’s Wrecking
Zone multiplayer maps are
being created by the best

M A P D E S I G N

While we only got a look at two
maps during our session with
Wrecking Zone, Microsoft did
reveal to us that Certain Affinity
are on-board to assist with
creation and optimisation.
Certain Affinity, if you don’t
already know, is legendary in
the first-person shooter
industry, a studio formed by
ex-Bungie staffers that
specialises in competitive map
designs. In other words, this is
the team that you bring in to
production when you want
world-class level design and
optimisation. The studio has
worked on everything from
Call Of Duty: Black Ops to
Left 4 Dead, Halo: The Master
Chief Collection to Doom,
among many others. It has
given us great confidence in
what the developer is trying to
achieve here.

Microsoft confirmed the two
maps at XO18 in November
last year. The first is called
Blackout Zone, while the
other is the intriguingly named
Nova Station. One thing’s for
sure, there’s unlikely to be
much left standing of either
map by the time you’ve
finished wrecking them…

ABOVE
Spectacular
combat awaits
those brave
enough.

BELOW Exploring
this world is
exhilarating and
surprising.
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PLAY AS TERRY
CREWS
Yes, you can indeed play as Terry Crews’ 
Jaxon in Crackdown 3’s single-player, 
although there are 20 other Agents 
you can choose between. Naturally we 
wondered why anybody in their right 
mind would want to play as anybody 
other than Crews, although Microsoft 
assures us that we will find reason to. 
Each Agent character has different skill 
levelling bonuses – strength, agility, 
etc – meaning you may want to switch 
out between different Agents ahead 
of specific missions. You can switch 
between these characters when you 
respawn, if you want to. 

GANGS BITE
BACK
As you transition throughout the 
open world, and as you begin to blow 
the various strains of the Terra Nova 
corporation apart, you may just see 
that the gangs are starting to bite 
back. It’s an extremely smart feature 
of the game that the criminal Captains 
and Lieutenants will start retaliating 
against your efforts to clean up the city, 
so you should expect to have dynamic 
encounters with dynamic enemy-unit 
types. Microsoft hopes that this will only 
help create even more chaos within its 
immersive and bombastic open world. 
Here’s hoping they’re correct. 

CO-OP HAS
CHANGED
While it was originally reported that 
Crackdown 3 would feature four-player 
co-op support in its single-player 
campaign, this has been revised. The 
game will now support two-player 
co-op. The reason for this, we were 
told by Microsoft, is that the fantasy of 
Crackdown is to feel like you are ‘the 
most powerful person in the world’ and 
that the more players it pumped into the 
experience the more diluted that power 
fantasy became. Instead, the co-op 
count has been reduced to two and the 
game has been heavily optimised with 
that in mind. 
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IT’S SET IN NEW
PROVIDENCE
Crackdown 3 takes place in a brand new
city, New Providence. It’s here where you’ll 
tackle the corporate empire known as Terra 
Nova. This is a highly organised and highly 
cruel entity in the world, a far cry from the 
barely-organised criminal gangs you were 
faced with in the first game. You’ll need to 
work your way through three Captains, a 
litany of Lieutenants and a whole host of 
entry-level thugs, who will be up for a bit of 
scrapping, to even get close to its leader, 
Elizabeth Neemand.  

IT’S ALL ABOUT
POLISH 
With Crackdown 3 launching on 15 February 
2019, the various teams at work on the game 
are now getting their heads down to finalise
all of the components of Wrecking Zone. As
for the campaign, well we’re told that it has 
actually been done for a little while now, 
meaning that lead developer Sumo Digital 
has months and months to shore-up the
game’s core gameplay loop, performance
and graphical presentation to ensure that
Microsoft can kick off the year with a really 
excellent first-party exclusive.   

Here for the 
Crackdown

While our hands-on time with Crackdown 3 
was mainly focused on the new Wrecking 
Zone multiplayer component, rest assured 
there’s going to be plenty to get your teeth 
into in terms of a single-player campaign. 
For those who need a recap on what’s 
already gone down in the world of 
Crackdown, you play as a biologically 
enhanced agent fighting crime in a futuristic 
city. It’s like a neon-lit Tron-meets-GTA 
world where your super-cop is an 
unstoppable force against the city’s crime 
lords, a theme which continued through 
Crackdown 2 and is, unsurprisingly, at the 
core of this third instalment. In a nutshell, 
you can expect to be going through 
criminals like a knife through butter, if that 
knife was all buff and biologically enhanced. 
Here’s everything we know so far.

EVERYTHING YOU NEED TO 
KNOW ABOUT CRACKDOWN 3’S 
SINGLE PLAYER CAMPAIGN



EMBRACING THE
STYLE
Crackdown has always had what
Microsoft calls a ‘graphic novel’ feel
and the studi has decided to double
down on it for this latest instalment
in the series. Microsoft has created a
series of motion comics that will feature
throughout Crackdown 3 to illustrate
various elements of the story and
introduce some of the larger than life
bosses you should expect to encounter.
We’ve seen a few of these in action and
they look fantastic (and very tongue-
in-cheek), a strong indicator of the sort
of tone Microsoft is hoping to strike in
Crackdown’s story.
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THE MAP IS HUGE
We can reveal that the game’s new city,
New Providence, is absolutely bloody huge.
In fact, the world of Crackdown 3 is more
than twice the size of any Crackdown
setting before it. It looks stunning, designed
to increase in danger and ferocity the
further you get from the ground level of it.
Microsoft knows how important verticality
is to Crackdown’s core fun, and there is
certainly no shortage of impossibly tall
skyscrapers and hideouts to scale as you
go off in search of Orbs and the world’s
toughest challenges.

MULTIPLAYER TIES
While your progress in single-player won’t
directly carry across to multiplayer – your
hyper agile Agent from the campaign
won’t immediately have an advantage over
everybody else, for example – Wrecking
Zone is indeed tied to the world thematically.
In fact, the whole premise behind the
Wrecking Zone experience is that it’s
actually a training simulation for the Agency,
giving all prospective Agents an opportunity
to hone their skills and tactics before
heading out to fight crime on the dangerous
city streets of New Providence.

While the focus of our time at Microsoft was on
Wrecking Zone, we were lucky enough to get
a little time with a current-build of the single-
player campaign. It’s been under wraps since
June 2017 – that’s the last time it was shown
to the press and public – and we are happy to

report that it has come on in leaps and bounds.
The combat looks dynamic, the graphics look
sharp and the framerate stable. The delay has
clearly done the game wonders, giving the
developers the time and space to really make
Crackdown 3 the best game that it can be.

IT LOOKS EXCELLENT

THE WORLD IS
SEAMLESS
Not only is New Providence huge, we can
also confirm that this gigantic, futuristic
sandbox is completely open from
the start. Unless you die or decide to
respawn (to change Agent, for example)
you will encounter no load times.
Crackdown 3 is all about player freedom,
giving you the space to explore, hunt
Orbs and tackle the gangs as you see fit
without any heavy-handed interference
from the studio. If you want to follow the
story, follow the story. If you want to go
off and cause some chaos, then you go
and cause that chaos.
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The original Crackdown sold 1.5 million copies worldwide in its first year of release

was, well, is it going to be fun? Can we
actually create fun gameplay out of these 
fully destructible environments? We always 
knew that we could make destruction look 
great – that it was going to always be a
good spectacle – but what we didn’t know
is whether we could also make it fun. Can
we make destruction tactical? Does it
actually create interesting opportunities
for the players? The great news is, that
answer is ‘Yes!’

How does revealing something as
technologically ambitious as Wrecking Zone 
so early affect production?
Well, what it does is it makes a promise and
it sets expectations… but it’s always good
to light a fire under your own ass! To make
a promise publicly and then have to live up
to it, but I really do think this is one of those 
cases where we really did take that promise 
seriously and hopefully players agree that we 
made good on it.

What was behind the decision to limit the 
game modes to five versus five, was it limited
by technology or design?
That was a design-led decision, it wasn’t
a technical constraint. Five versus five
gave us a good balance, especially with  
map size and overall chaos. Crackdown 3 
is very fast; you’re hyper agile, the world 
is blowing up all around you and if you
are surrounded by 50 other players it just
becomes much harder, I think, to feel
powerful. This way, you can really stand out,
take aggressive actions and be rewarded for
them – you can feel like an Agent. So, really,  
it came down to design; there’s certainly  
the ability to have more or less [players]  
but as we’ve playtested it over the years  
we just gelled around team-based five-
versus-five action.

This sure has been a long time coming!
Crackdown 3’s cloud-powered multiplayer
was first shown off to the public in 2015, so
why has it taken so long for us to get our
hands on it?
When we first embarked down this path, the
question was whether we could actually,
technically do it – cloud-based destruction.
We didn’t know; it was a big technological
bet. What we learned pretty quickly was that
it was going to take a long time. It was really
only in the last year or so that the technology
has stabilised, that the design team could
really begin to wrap their brains around it.
We’ve done prototypes and play testing but it
was only in the last year that we could really
focus in on specific game modes, balance,
map size, Agent speed, all this kind of stuff.

Technology aside, were there ever any other
concerns surrounding this big initiative?
The other thing we didn’t know at the time

Q&A
WE CHAT WITH JOSEPH STATEN SENIOR CREATIVE DIRECTOR FOR MICROSOFT
GLOBAL PUBLISHING TO DISCUSS CRACKDOWN 3’S AMBITIOUS MULTIPLAYER
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Microsoft is putting its Azure cloud network
at the heart of its 2019 plans with the launch
of Project X Cloud and a number of other 
initiatives, has Crackdown 3 been positioned

to sell the concept and power to Xbox fans, or 
has it just been a happy coincidence?
It’s funny, I’ve never really thought about
it in those terms before, but I think a 
happy coincidence is right. Well, it wasn’t
completely coincidental, we’ve been on this
journey with Azure for many, many years!
But I think that Crackdown 3 is a very clear 
example of the kind of experiences you can 
enable when you do harness even just a little
fraction of this cloud computing technology.
It was especially fun to watch you play today,
because while you were playing on an Xbox
One X, with the game running in 4K, there 
was somebody next to you playing on a base 

Xbox One at 1080p, but the gameplay looked
the same. Like, you could have the same
destructive experience playing on a Xbox
One as you could on a brand new Xbox One

X – that, as a designer, as a game creator, is
really magical.

Given how much more powerful the Xbox
One X is, as compared to the launch system,
it’s kind of amazing to think that that same
destructive experience is seamless regardless
of what system you have at home.
That’s because all of the processing for the
destruction is happening ‘behind the scenes’,
in these massive Azure data farms. But
that’s a wonderful thing! Often it’s the exact
opposite, right? Because we are limited to 
what’s in the box and you’re always making 
these design trade-offs to make a great 

experience with five-year-old hardware, while 
also trying to create a good experience for the
cutting-edge hardware as well. With Wrecking
Zone, it’s fundamentally the same. There is no
downgrade of that destructive experience and
I think that’s where as a gamer, not Microsoft
employee, I begin to understand the cloud. 

Just to set the record straight, why aren’t we 
seeing destructible environments in the single 
player campaign?
Well, fictionally speaking, and just game 
design-wise, when we thought about it we 
came to the conclusion that we wanted the
campaign to be about saving the people on
New Providence not blowing the whole city to
hell! The campaign is really about going into
New Providence and helping the people who 
are there by taking down this criminal empire. 

Anything you’d like to add?
Only that I am mentally and spiritually
exhausted [laughs]. No, the only thing to say
is that I know that it has taken us a while to
get Crackdown 3 out of the oven but I’m really
happy and proud of all of the hard work that
has gone into this game. I’m glad that we’ve 
been able to take our time with it to really 
make it the best that it could possibly be. 

“We’ve been able to take our 
time with it to really make it the 
best that it could possibly be”
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YoumaynothaveheardofMetroidvania,butthis
gaming sub-genre probably applies to half the

games you’ve ever played, and it’s still going strong
ROBIN VALENTINE

It’s perhaps the clunkiest genre name 
in games, but many of the best titles 
ever made have been what we now 
call ‘Metroidvanias’. 

The exploration of a sprawling yet 
intricately-connected world; the 
discovery of items and abilities that 
allow once closed-off paths to be 
opened; the hunt back through past 
areas for secrets and hidden treasures. 
These elements combine in the form 

of a magic formula, still as compelling
in 2018’s Hollow Knight as it was in
1997’s Castlevania: Symphony Of The
Night. It’s a genre given life as much by
the creativity and passion of scrappy
independent developers as by industry
giants, defined and redefined by
each new wave of creators. Read on,
and discover how the Metroidvania
changed gaming forever – and then
stuck around to see the results.

WAY…

O X M  I N V E S T I G AT E S
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seem oddly old-fashioned in some ways. 
But, whether the pair knew it or not, their 
experiment was in many ways a prediction of 
gaming’s future. In the present day, almost all 
AAA games are sprawling and open, not linear, 
and, like Symphony Of The Night, feature light 
RPG elements overlaid on their action. Gating 
progress with unlocked traversal abilities 
remains a common element too – just this 
year, both Shadow Of The Tomb Raider and 
Darksiders III have, in their own ways, followed 
that tried and tested formula. 

Even FromSoftware’s Dark Souls series 
owes a debt. The first game’s intricately

inter-connected map is much closer to a 
3D take on a Metroidvania than it is a typical 
open-world game or fantasy RPG. While 
progression may not feature an unlockable 
double-jump or grappling hook, areas loop 
around one another in ways that feel very 
Symphony Of The Night – you’ll frequently 
pass a locked door or blocked passage and 
wonder how you could possibly get through 
it, before hours later finding the pulling of a 
switch or dropping of a ladder has turned it 

into a new shortcut from a later area back to 
an earlier one. In turn, Dark Souls has been 
one of the most influential games in recent 
years, inspiring countless more titles to follow 
the same design philosophy. Rocksteady’s 
Batman Arkham series and the Resident Evil 
games also have elements of Metroidvania 
about their gameplay progression.

But many other games have taken even 
more directly after Symphony Of The Night. 
Some of the first of what we now call indie 
games, including 2004’s hugely influential 
one-man-project Cave Story, were faithful 
Metroidvania successors, and the genre

seems to have found a comfortable home in 
smaller and downloadable titles ever since, 
with many of its constituent elements – such 
as its 2D perspective, pixel-art look, and 
platforming – becoming synonymous with the 
indie games scene. 

In 2009, Epic released Shadow Complex on 
Xbox Live Arcade. Though it wasn’t indie, it 
was a smaller, downloadable-only release at 
a time when that status was widely held to be 
synonymous with a lack of quality, scope and 

he Metroidvania genre wears its origins
proudly in its name. Though it was arguably
not the first game to do what it did, Nintendo’s
1986 game Metroid is widely accepted as the
main origin point for the Metroidvania. The
second half of the genre’s name comes from
Castlevania: Symphony Of The Night which 11
years later firmly established the template of
what we think of as a Metroidvania today.

At the time the game released in 1997,
it was an act of rebellion. The series’
entries to that point had largely been, like
many of its contemporaries, linear and
short. With the lack of replayability an
ever growing concern, many series had
opted to become more and more difficult,
artificially extending their length with
repetition of frustrating sequences. The
result, Symphony Of The Night’s directors
Toru Hagihara and Koji Igarashi observed,
was that longtime, dedicated fans would
still burn through in no time, overcoming
any challenge put in front of them, while
new players would find themselves stuck
and disheartened.

The solution? Inspired by The Legend
Of Zelda, and following in the footsteps of
Metroid and its sequels, the team did away
with levels and stages, instead crafting
one sprawling map gated via path-revealing
items and abilities, with an RPG-like
upgrade system further differentiating
it from other 2D platformers of the day.
The structure had a natural longevity,
encouraging players to explore and then
re-explore its world as new paths and
secrets opened up, while being accessible
to a wide range of players. In the process,
Symphony Of The Night not only codified
the core structure of the Metroidvania, it
changed the way many thought about action
games entirely, proving as it did that games
could be so much more than just increasingly
more frustrating.

Castle crasher
Releasing at the same time as a raft of
early, forward-looking 3D games, Igarashi
and Hagihara’s pixel art, 2D platformer did

“Bloodstained: Ritual Of The Night 
asked for $500,000, but ended up 
raising an astonishing $5.5 million”

ABOVE Shadow 
Complex was so 
good that it 
didn’t even 
matter that its 
protagonist
looked like an
Ed Hardy model 
in training.
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COMBO 
BREAKER

CREATING NEW GAME GENRES 
IS AS EASY AS MASHING TWO 
TITLES TOGETHER… RIGHT?

AssasSea Of Creeds
Traditionally a kind of 
sandbox multiplayer 
game in which players  
try to assassinate 
each other with 

musical instruments. Paradoxically, the 
world usually includes both way too much 
todoandnowherenearenough.

Metal Gears 
A series of stealth 
missions in which 
you’re handicapped 
by ever bulkier, 
tortoise-like armour. 

Often involves lengthy cutscenes in which 
the characters discuss the geopolitical 
impactofthedo-rag.

Cuphead Dead 
Redemption
Typically set in the 
Wild West, games of 
this genre are defined 
by how incredibly 

difficult it is to jump up onto your horse. In 
lieu of period-appropriate revolvers, 
charactersusefingerguns.

Devil Man’s Cry
The infinite universes 
of procedurally-
generated combat 
arenas that are this 
genre’s hallmark 

ensure fans are never short of content, 
though for some reason they’re still 
alwaysangry.

FIFortnite
An odd spin-off of the 
football game genre, 
typical titles involve 
100 players dropping 
onto a pitch and 

kickingeachotherto death until only one 
remains. So popular that there are now 
basketball, tennis and golf variants.

polish. And it was a Metroidvania through-
and-through, during something of a lull in the 
genre’s popularity.

It was both a huge commercial and critical 
success, breaking all sales records for an 
XBLA game and earning Game Of The Year 
awards and accolades from across the games 
media. In the process, it proved both that 
downloadable games were ready to be taken 
just as seriously as their disc-bound cousins, 
and that Metroidvania games weren’t just an 
exercise in retro nostalgia – they could feel  
as fresh and exciting in 2009 as they did  
back in 1997. 

Samus ever
In its wake, the indie Metroidvania boom that 
we still reap the rewards of today began 
in earnest. From the Mexican wrestling of 
Guacamelee! to the grim fantasy of Dust: An 
Elysian Tail to the better-than-the-movie-
it-was-based-on slickness of The Mummy 
Demastered, countless smaller teams (and 
even single-person studios) have made the 
genre their own, both paying loving tribute 
to the old, and mutating it into something 
new. In 2013, SteamWorld Dig combined the 
genre’s staples with Minecraft-like digging 
for an enthralling journey into the depths; in 
2015, Ori And The Blind Forest used it as the 
core of an experience that proved 2D graphics 
could be as spectacular as anything three-
dimensional; and last year, Hollow Knight 
became the snake eating its own tail when 
it flavoured its genre-faithful action with the 
sensibilities of the Metroidvania-inspired 
Souls games – creating one of our new 
favourite gaming worlds in the process. 

And testament to the passion that many 
players still have for Symphony Of The Night’s 

legacy was the 2015 Kickstarter for spiritual 
successor Bloodstained: Ritual Of The Night. 
Headed up by Igarashi himself, it asked for 
$500,000, but ended up raising an astonishing 
$5.5 million, making it the most funded game 
ever at the time – it took the behemoth that is 
Shenmue III to steal its crown.

We’ll see the fruits of that project this year, 
and it’s far from the only Metroidvania due in 
2019. Xbox-exclusive Ori And The Will Of The 
Wisps looks ready to build on the triumphs 
of its predecessor, crafting an even more 
beautiful world with, by the looks of it, an 
even bigger tear-jerker of a story. Another 
Kickstarter success, Indivisible combines 
Metroidvania exploration with a unique 
fighting-game-meets-RPG combat system. 
And even Remedy’s surreal new adventure 
Control seems heavily based in the genre’s 
conventions, with ‘Objects Of Power’ unlocking 
traversal abilities such as levitation with 
which to explore a more open, less linear 
game than the studio has ever made before.

With its spirit of exploration, progression 
and, above all, discovery, the Metroidvania 
embodies so much of what we love about 
gaming. What a treat, then, that it seems to 
be as immortal as Dracula himself. 
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Kings of  
the castle

It’s all very well reading about how great 
Metroidvanias are, but there’s no substitute 
for just sitting down and playing one. But 
which to load up on your console in 2019? 
The good news is, you’re more spoiled for 
choice than ever before, but that can make 
picking your next adventure a little 
intimidating. Luckily for you, we’ve done the 
hard work for you, picking out our selection 
of the cream of the crop, all ready to play on 
Xbox One and guaranteed to devour all your 
free time. Whether you fancy super-heroic 
exploits, a journey into chilling darkness, or… 
er, beetle pinball, there’s a Metroidvania out 
there for you. 

OUR SELECTION OF THE 
VERY BEST METROIDVANIAS 
AVAILABLE TO PLAY NOW 
ON YOUR XBOX ONE

 08
YOKU’S ISLAND 
EXPRESS
Testament to the flexibility of the genre 
is this hybrid of Metroidvania and pinball 
game, which sees a tiny beetle using 
a rolling ball to travel around a tropical 
island. Conveniently placed bumpers and 
flippers allow the player to propel little 
Yoku around the environment, in search 
of fruits and items as he pursues his 
mission of both delivering the post and 
saving his new home from a catastrophic 
evil. Path-unlocking abilities include a 
noisemaker for waking up sleepy locals, 
and a vacuum for sucking up explosive 
slugs. Quirky, endearing, and unusually 
laid back for the often difficult genre, this 
2018 oddity can’t help but stand out.

 05
SHADOW COMPLEX
Epic’s spin on the genre took Xbox Live 
Arcade by storm, breaking all sales records 
for the platform when it launched in 2009. 
Telling the tale of an everyman-turned-
super-soldier battling to stop a high-tech 
military coup, it won near universal acclaim 
thanks to its innovative 2.5D look, modernised 
exploration and thrilling combat. At the 
time, it’d been years since we’d last seen a 
big budget Metroidvania on consoles, but 
Shadow Complex bucked the trend in style, 
reinvigorating the genre in the process. In 
2016, Epic treated us to a lovely surprise 
remaster, available on Xbox One, as if just to 
show off how well it’s aged.

07
GUACAMELEE!
Mexican wrestling and Metroidvanias aren’t 
an obvious pairing, but Guacamelee! makes 
it seem as natural a marriage as tortilla chips 
and… salsa. The callbacks to its predecessors 
are maybe a little too obvious (protagonist 
Juan must discover Choozo statues, where 
Samus found Chozo statues) but there’s no 
denying the game’s boundless creativity 
and personality. Where else could you gain 
both the ability to cross between the land of 
the living and the realm of the dead, and the 
power to turn into a chicken at will? Tight, 
clever level design is complemented by 
exuberant wrestling bouts against hordes of 
multi-coloured skeletons, and a charmingly 
ridiculous story.

 04
ORI AND THE  
BLIND FOREST
This surprisingly tricky Xbox exclusive 
wows with its gorgeous art-style, 
soulful soundtrack and gut-wrenching 
narrative. As a fox-like forest spirit and 
its floating orb companion, you must 
explore, and find the means to restore, a 
dying world. Unusually, Ori And The Blind 
Forest enables players to create their 
own checkpoints, by spending a rare 
resource, making traversing the game’s 
platforming challenges not just a test 
of skill, but of strategy, as you carefully 
choose when and where you’ll need that 
extra safety net. Look out for the sequel 
coming this year.
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 06
AXIOM VERGE
Lovingly retro, yet deviously self-
referential, this indie Metroid tribute 
delights in subverting the expectations 
of genre fans with its creative arsenal of 
unlockable abilities. It even incorporates 
deliberate glitches and bugs true to 
the NES era of games development. 
A true labour of love, it was created 
in five years by Tom Happ, who made 
every aspect of the game entirely by 
himself – though you’d never guess 
it from the scope and ambition of the 
game’s chilling alien world. Axiom Verge 
exemplifies the way indie Metroidvanias 
can be both true to their influences, and 
wildly creative in their own right.
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03
STEAMWORLD DIG
This charming tale of a robot prospector eschews traditional 
Metroidvania world design for a pickaxe-wielding excavation into the 
earth, but shows its roots in its traversal abilities. Each new upgrade 
unlocked totally changes the way you look at the game, taking you from 
stumbling miner to master of all you survey, and investing a new sense 
of joy into one of the genre’s most familiar elements. Combine that with 
a compelling loop that sees you delving deeper and deeper with each 
expedition, and you’ve got a game that’s impossible to put down.

 02
HOLLOW KNIGHT
Combining the core design of a Metroidvania with the tension and 
mystery of the Dark Souls games, Hollow Knight brings to life one 
of the most quietly impressive game worlds in years. A dead land of 
talking insects, it reveals itself in layers as you tentatively explore 
– whenever you think you’re reaching its limits, it pulls back the 
curtain to reveal more depth, more freedom and more detail than 
you ever expected. There’s a reason we named it one of the best 
games of the year last issue.

 01 
BATMAN:
ARKHAM
ASYLUM
With the series now defined by its rain-slicked 
open worlds, it’s easy to forget that this 
debut entry is essentially a 3D Metroidvania. 
As Batman explores the inter-connected 
asylum, he discovers the gadgets he needs 
to push onwards and finally defeat the Joker, 
including such genre staples as a grappling 
hook and explosives. Elevated by what must 
now be the most copied combat system in 
all of gaming, and stealth sequences that 
couldn’t have felt more true to the character, 
it’s indisputably a modern classic. One of its 
most subtly immersive innovations was to 
have the Dark Knight visually reflect the wear 
and tear of his adventure. By the end his cloak 
is ragged, his suit ripped and his face bloody, 
brilliantly using the player’s avatar as a record 
of their journey. Now part of the Return To 
Arkham collection on XB1, some elements of 
the remaster are controversial – pull out your 
old 360 for the most authentic experience. 
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MEET THE VETERAN IO INTERACTIVE
AGENT WHO TURNED HIS VISION INTO THE

BIGGEST AND BEST HITMAN GAME YET
AND FIND OUT HOW THINGS HAVE GONE

SINCE THE GAME LAUNCHED
ADAMBRYANT

T H E B I G I N T E R V I E W

Jacob
Mikkelsen

Silent

Although the Hitman games take inspiration from movies, the adaptations leave a lot to be desired

Assassin
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ollowing the release of Hitman (2016) when
Square Enix announced its parting of ways
with IO Interactive, the fate of the Hitman
series was somewhat unclear and the
gaming community was on the edge of their
seats to discover what was going to happen
next. Thankfully, we didn’t have to wait long
and it was revealed that in true fashion
IO Interactive achieved the perfect Silent
Assassin rank and pulled off the best case
scenario by retaining complete independence
and control over the Hitman franchise. With
that it ploughed on, bringing us an even more
impressive sequel to everyone’s favourite
assassination series.

This time around the studio went back to
its original format and instead of making it an
episodic experience like the previous game,
with Hitman 2 it delivered one huge game.
The inclusion of the Hitman Legacy Pack,
which includes all of the missions from the
previous game but with the added gameplay
improvements and graphical upgrades from
the latest game, makes that experience even
bigger. Now with the game released and many
professionally (and not so professionally)
executed assassinations already carried
out, we were eager to find out how things
have been going and what’s in store for
the franchise.

We were lucky enough to have Hitman
2 game director and series veteran Jacob
Mikkelsen tell us his thoughts and favourite
moments during and since the development
of the game. 

Hey Jacob, congratulations on the release 
of Hitman 2! Now that the game is out in the 
wild, what’s the reaction from the gaming 
community been like? Have there been any 
surprises for you so far? 
Thanks! Yes, it’s out there! The reaction 
has been great – I am so glad to see that 
people enjoy our game and it’s fun to see 

my YouTube feed being filled with Hitman
2 videos made by the players. I think the
biggest surprise so far has been the reaction
to the homing suitcase. I didn’t see that
coming – and neither do the people in the
level – but also the reactions to the levels are
great. Our players really like them.

You’ve been working with IO Interactive for
quite some time now and you’ve been an
intrinsic part of the Hitman franchise since
it first began. How does it feel to release a
game as game director this time?
Every time we release a game I find it awe-
inspiring and this time it might have been a
bit more exciting. It’s a big thing to build an
experience that people all over the world will
enjoy and you really want to give the players

a great experience. Releasing the game is the 
moment of truth.

What has been your favourite moment during 
development?
One of the big moments during development 
for me was to be able to present the game 
at E3. That was wild. I got to talk to so many 
people about the game and got to hear so 
many stories from people who played the 
game. It’s in situations like that you get to 
feel the grandness of gaming. Considering 
the game development process, one of my 
favourite moments when a level hits Critical 
Mass – that point in time where the level 
comes alive, it can communicate what it is 
and you look at it and go “I get it!” – because 
up until that point it is just an idea. From 
there on it’s real.

Did you manage to do everything you set out 
to do for Hitman 2? Were there any ideas that 
you were disappointed about leaving on the 
cutting room floor?
There are always features and ideas that’ll 
land on the cutting room floor. Some ideas 
might need set-up in the levels and thus they 
become too time-consuming to implement 
at the time, but other ideas turn out to be 
not fun – this is one of the tricky parts about 
making games. An idea that sounds great on 
paper might not be fun when experienced in 
the game, but we are creative people and I 
think we will always have many more ideas 
than we can ever realise.

The ‘Another Life’ mission is an obvious 
throwback to ‘A New Life’ from the game 
Blood Money. Why did you want to pay 
homage to that particular mission and did you 
see this as an opportunity to do things you 
couldn’t do in Blood Money?
When we settled on ‘Another Life’ we were 
talking a lot about the Blood Money level. One 
of the reasons we wanted to do this mission 
was that this was the contrast between 
the Vermont setting and the busy streets 
of Mumbai. For me it was important that the 
mission was its own – not a copy, it should be 
a different spin on the suburban setting and 
one of the things we wanted to achieve was 
to use the neighbouring houses more than 
Blood Money did. And I really think the team 
nailed it – there are so many stories in those 
houses that tie into the mission.

T H E B I G I N T E R V I E W

Agent 47’s barcode reads 640509-040147, which reveals his birth date and which model of clone he is

ABOVE Agent 47 
is  the most 
well-dressed 
character in 
existence. Fact.

LEFT We’re not 
quite sure why 
the briefcase 
wasn’t included 
in the previous 
game but its 
return is very 
welcome indeed.
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ABOVE RIGHT 
Ghost mode is a 
new addition to 
the series in 
which agents can 
go head to head 
in competitive 
online games.
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IO is that everybody has their own favourite 
Hitman idea and luckily the team likes to talk 
about these ideas.

With regards to inspiration, then we of 
course look at what is out there in the form of 
movies and games, but I find it very important 
that we do not just recreate what others have 
made – in our game we need to make it our 
own. And after answering the “wouldn’t it be 
cool…” question we ask, “What could possibly 
go wrong?” and then things are set in motion. 
The best moments in the missions are often 
the ones we discover during the production 
where we look at the level and go, “Hey, can 
we make an accident out of that?”

Given the countless ways in which you’re 
able to complete missions, can you give an 
example of an interesting way someone has 
done one that either wasn’t intended or in a 
way that the team didn’t know existed? 
I just heard about one of the players who 
placed his suitcase on a breaching charge. 
Detonated the breaching charge to send 
the suitcase flying and then used a second 
remote explosive in the suitcase to detonate 
it mid-air and hit the target. We did not really 
come up with that, that is the rules of the 
game being used to its full potential. This is 
one of the reasons I like Hitman – it’s a game 
you make your own by the way you play it.

Sean Bean was a very welcome surprise for 
fans of the series and became the game’s 
first elusive target. How did he get involved in 
the game in the first place?
We actually reached out to Sean during the 
production of the previous game but it was 
not possible to make it happen then, but this 
time around we did it. He is a great actor and 
we really liked the ‘match’. Sean was great in 
the studio when doing the VO and I really like 
the trailers featuring him. And lastly it’s fun to 
see him in the game!

How have the Sniper Assassin co-op mode 
and the Ghost competitive mode been 
received by fans?
So far I have only been hearing good things. 
The Sniper Assassin players are crazy good 
at it – it’s impressive and when it comes to 
Ghost Mode the players are having fun and we 
are looking at the next steps on that journey.

Given an infinite amount of time, money and 
resources, what type of Hitman game would 
you love to make?
That is a big question that causes a cascade 
of never-ending idea explosions in my head. 
I’m not sure what to answer. There are so 
many things you could do! But I’m sure that it 
would be a great Hitman game!

Can you give us an interesting fact about the 
development of Hitman 2 or even something 

What’s the experience been like, creatively
speaking, working on the same franchise for
so long? What have been some of the most
defining moments for you?
From a creative perspective it means that
you get to evolve the experience – one of
the things I like about Hitman is that we
have so many places to choose from both
geographically but also the events we create,
and with each game we have pushed the
limits of what we could do, both in scale but
also in depth and I keep being surprised that I
can lose track of time playing it because you
have a plan that you just need to try out.

It was huge news when IO Interactive parted
ways with Square Enix. How have things been
different since then?
The biggest difference is being independent.
The studio makes its own decisions. That is a
very strong feeling.

What’s next for Agent 47? Of course there’s
the DLC but can we expect another Hitman
game in two years’ time?
At the moment we are focused on the live
tail of the game, where we have some great
elusive targets lined up. We have Escalation
Contracts, moving forward with Ghost Mode
as our first competitive multiplayer mode and
of course there is contracts mode where you
create the mission yourself… and that is as
far into the future we are talking right now.

With the success of the Hitman series it’s
natural to want to develop more installments,
but are you or IO Interactive interested in
establishing new games again?
As I said before, we will never run out of ideas
as a team – but for now we are focused on
the live part of Hitman 2.

Every time we play a mission in any of the
Hitman games, we’re always surprised as to
how unique and engrossing the scenarios
are. How does the team come up with these
ideas? Are there any specific inspirations that
you look at first?
It’s a creative process that typically starts
with the sentence, “Wouldn’t it be cool if…”
and in the case of Miami we wanted to do a
race event, and one of the cool things about

“IO Interactive
makes its own
decisions now.
That is a very
strong feeling”

T H E  B I G  I N T E R V I E W
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about Agent 47 himself that you think our 
readers would find interesting?
One aspect I like about our World of 
Assassination is how everything is connected 
in the lore. Did you know that the target 
Andrea Martinez from the Colombia mission is 
in the Paris mission in Hitman (2016)?

When you’re not playing Hitman, what other 
games do you play?
At the moment I’m playing Overwatch (D.Va/
Orisa/Mercy) desperately trying to get to 

Diamond and then a bit of Red Dead 2 and 
Rainbow Six: Siege as well.

If you were to recommend one film, one book 
and one music album to our readers what 
would they be?
Film: The Guilty. Danish movie about a cop 
who gets a desk job answering 911 calls and 
then a kidnapped woman calls in. Very simple 
set-up but brilliantly executed. Book: The 
Curious Incident Of The Dog In The Night-time 
by Mark Haddon, a story about an autistic 

boy who finds the neighbour’s dog murdered 
and decides to solve the crime. Music: The 
Beatles’ White Album. I listen to all sorts 
of music, but have recently listened to the 
entire album and it stuck with me.

If you were to make a comment on the games 
industry today, what would it be?
I think it’s very exciting! There are so many 
great games, so many cool experiences 
out there. On one hand the AAA games are 
getting bigger and bigger and at the same 
time the barrier of entry to game development 
is lower than ever which means that we get 
to see all sorts of creations ranging from 
art games, esports, to the super-polished 
cinematic experiences. That is exciting! 

There’s never been a better time to jump 
into the world of assassination, or to 
discover more ways to kill someone with 
a wet fish. Hitman 2 is out now.

HITMAN: BLOOD MONEY
BULLET POINTS
Mikkelsen was script 
programmer for this title, 
which is still considered one
of the best Hitman games 
ever made. The most iconic 
level being ‘A New Life’ in 
which you take out an ex 
Cuban crime lord.

KANE AND LYNCH: 
DEAD MEN   
TRIGGER HAPPY
IO Interactive did something
a little different and made 
a co-op shooter game. 
Unfortunately when IO 
parted ways with Square 
Enix, it didn’t retain the 
licence for this series. 

HITMAN  
NEW BEGINNINGS
As principle level designer 
Mikkelsen was instrumental 
in making sure that every 
level of this episodic entry 
was a joy to play in. Each of 
these can be played again 
with the Hitman Legacy 
pack for Hitman 2.

MAGIC
MOMENTS

T H E B I G I N T E R V I E W

In anger Agent 47 once cut into the barcode on the back of his head during the events of Hitman Absolution

LEFT Sean Bean 
was the first 
Elusive Target; 
did you manage 
to take him out?

BELOW LEFT Agent 
47 has always 
considered 
himself a dab 
hand at science.

BELOW RIGHT The 
Sniper Assassin 
challenge mode 
offers co-op 
play in a first 
for the Hitman 
series.
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REVIEW

Your gaming month sorted with 
our definitive reviews
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We’ve started calling the OXM office printer Bendy, because he’s an ink machine

R E V I E W

088
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080
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We love a bit of mayhem at OXM Towers. Well, we 

don’t have much choice around deadline, to be 

honest – it’s carnage most months. Still, nothing

beats Just Cause 4 for mayhemic ambition, and it

promises to be the craziest, most destructive open-

world action game ever made. Does it live up to its

potential? Find out in our huge review on page 70.

Darksiders 3 is a game we’ve been tracking for a

while now, and it’s finally out on Xbox One. We’re big

fans of the Darksiders series so far, and on page 74

we take control of the whip-cracking Fury. Will this

Horsewoman of the Apocalypse win our hearts, or

end our world? Thronebreaker: The Witcher Tales is

a hybrid of RPG and card game, perfect for fans of

The Witcher universe, and we play it on page 80.

Long Journey Home is a familiar story round here,

what with all the roadworks going on around these

parts, but it’s also a story-based space exploration

game in a randomly generated universe. Looks like

we’re in for the long haul on page 82! Achtung!

Cthulhu Tactics has a somewhat bizarre premise,

mixing Lovecraft’s mythos with WW2 strategy, and

we find out how well that works on page 84. Finally,

Bendy And The Ink Machine is an intriguing-looking

indie game with a little of the Cupheads about it. We

get our hands dirty and inky with that on page 88.

 KEEP UP TO DATE WITH THE LATEST OXM REVIEWS AT WWW.GAMESRADAR.COM/OXM

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

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...

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

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. 
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EDITOR’S
CHOICE

Just Cause 4
TURNED OUT NICE AGAIN STEVE BOXER

PUBLISHER SQUARE ENIX / DEVELOPER AVALANCHE STUDIOS / RELEASE DATE OUT NOW / COST £49.99/$59.99

launcher, and now find yourself stuck
beneath a collapsed building. In a
game like Just Cause 4, which messes
around with the laws of physics in
order to enhance the amount of fun
you can have, glitches aren’t just a
possibility – they are inevitable.

All Just Cause games have the
same story, and this one wouldn’t
dream of bucking that tradition. As
ever, Rico Rodriguez pitches up in a
South American republic labouring
under the yoke of an evil dictator
and proceeds, single-handedly, to
decimate that dictator’s armies,
blow all his gear up and eventually
overthrow him. This time, the country
is Solis and the dictator Oscar
Espinosa. Rico is assisted by a woman
named Mira Morales, whose sister
happens to be Gabriela Morales,
Espinosa’s right-hand women and the
leader of the Black Hand mercenaries,
familiar from Just Cause games of yore.

Just Cause 4’s intro sees Rico,
wingsuit to the fore, taking on

If you can’t abide 
games that take 
themselves too 
seriously, the 
chances are you’ve 
already discovered 

the joys of Square Enix’s Just Cause 
franchise. Just Cause games positively 
revel in their preposterousness. In 
that context, Just Cause 4 is a roaring 
success: if the prospect of causing 
massive explosions and playing fast 
and loose with the laws of physics 
appeals, you’ll love it.

There is, of course, a downside to 
that – in common with every other 
Just Cause game and, indeed, any 
game which aims to provide a huge, 
open-world sandbox environment. 
If you value polish and precision 
above all else, you won’t find a vast 
amount of either here. At some 
point, you’ll have to restart from 
the last checkpoint – probably 
because you’ve stood in a hole while 
overenthusiastically wielding a rocket 

Espinosa’s Project Illapa, a weapon
of mass destruction high up in Solis’s
mountains – and failing miserably,
thwarted by lightning, insanely
powerful weaponry and unnavigable
air currents. So he and Mira regroup,
hatching a plan to take down Project
Illapa using approaches which become
progressively more hare-brained.

Hook goes there
It took us a while to get into Just
Cause 4 at first: typically for the
franchise, it plunges you straight into
the action, and we had to reacquaint
ourselves with key elements like
Rico’s grappling-hook, parachute
and wingsuit, which work together in
beautiful harmony.

Initially, there’s a certain amount of
exposition, which is necessary since
Avalanche Studios has made some
judicious structural changes to Just
Cause 4. This time around, Rico isn’t
quite the one-man army he usually is,
since he acquires a supporting army

ABOVE Rico’s got
hold of a jet
fighter. Oh
dear, this can’t
end well for
the Black Hand,
can it?

The actor who played Manny, the chubby kid in Modern Family, is also called Rico Rodriguez
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powerful and versatile grappling hook 
would add to Tomb Raider, and the 
latter providing the sort of over-the-
top stunt action that could only take 
place in a Just Cause game, with its 
deliberately warped physics.

Many of the early story missions 
concentrate on teaching you how 
Avalanche has enhanced Rico’s 
grappling hook. You can now switch it 
between three different modes, which 
are themselves customisable, and 
reflect its three capabilities. As before, 
it can be wielded as a Retractor, 
so the two ends pull towards each 
other – but now, you can define how 
violently they do so. Now the grappling 
hook has also acquired an Air Lifter 

of his own, dubbed, appropriately 
enough, the Army of Chaos.

This time around, you gain control 
of districts on the map by completing 
Strike missions. You still get all the red 
and silver gas-tanks, radars and the 
like to blow up whenever you take on 
one of Espinosa’s facilities, and doing 
so earns you Chaos points, which 
recruit local squads to the Army of 
Chaos. Which you can then send in to 
take over districts, pushing back the 
front line. 

Peripheral characters like Javi 
Huerta, an archaeologist, and Garland 
King, a gung-ho movie-maker, provide 
side-missions – the former effectively 
demonstrating how much an insanely 

capability, which attaches a balloon 
to one end. Again, you can tinker with 
that to your heart’s content, filling 
balloons with different gases so they 
explode in mid-air or when shot, for 
example. And the mini-rocket Boosters 
also return: you can now fine-tune 
how long they burn before delivering a 
final thrust.

Initially, the new system for 
switching between grappling hook 
modes feels a tad fiddly, but it’s worth 
persisting with, as it lets you generate 
all manner of hilarious behaviour. 
Faced with a Black Hand heavy trooper 
hiding behind a full-body shield? 
Just grapple him with a heavy-lift, 
hydrogen-filled Air Lifter and a short-
fuse Booster, and watch him pirouette 
into the air before exploding.

Smarter bad guys 
Avalanche Studios has addressed 
another persistent criticism of Just 
Cause games of yore: the enemy AI is 
much less dumb than before. Sure, 
they still aren’t the most challenging 
foes, which is why you are invariably 
beset by so many of them. But they 
now have a range of classes, including 
mini-boss tanks armed with hugely 
powerful but slow-charging energy 
weapons, and snipers who will also 
target you with rocket launchers.  

So you have to employ a more 
tactical approach according to which 

short
cut

WHAT IS IT?
A sandbox-style, 
open-world 
third-person 
action-adventure.

WHAT’S IT LIKE?
As over-the-top as
you can possibly get
– protagonist Rico
Rodriguez is a 
one-man army 
causing swathes of 
chaos across an 
entire country.

WHO’S IT FOR?
Those who are 
prepared to sacrifice 
polish and subtlety in 
favour of the sort of
action that even
Michael Bay would 
deem too unrealistic 
to put in a film.

LEFT Rico’s  
wing suit is  
key to getting 
around Solis, 
especially in 
those tornadoes.
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enemies you face, but as ever, Rico
has all the weaponry required to
take out vast swathes of the Black
Hand. The targeting system has huge
amounts of snap, so headshots are de
rigueur, and there’s no need to hunt
around for sniper rifles, as pretty much
every weapon has an enormous range.

Rico doesn’t get grenades, but
all the weapons have an alt-fire
which effectively brings grenade-like
capabilities. New weapons include
a smart rifle that can automatically
deliver enough bullets to kill an
enemy, a machine-gun with a built-in
shield and a lightning gun. Ammo can
be a problem (Rico can only carry two
guns), but all the enemies either drop
ammo or new weapons you can pick
up. Grappling to dropped ammo swiftly
becomes second nature.

The final – and key – new element in
Just Cause 4 is weaponised weather.
Espinosa has developed the ability
to create lightning, sandstorms and
tornadoes on demand, and acquiring
control of those three elements, which
form the backbone of Project Illapa,
constitutes the heart of Just Cause
4’s storyline.

Stormy weather
Actually, Just Cause 4’s story isn’t
bad, in a typically over-the-top,
unsubtle manner. And it sets up
some irresistible set-pieces, such as

when Rico wingsuits into the eye of
a tornado in search of the UFO which
controls it.

The improvements that Avalanche
has made to Just Cause 4 may not
sound earth-shattering, but they
combine brilliantly to create one of
the most gleefully over-the-top and
immensely satisfying sandboxes
you will find in any game. Once you
get Rico reeling in his grappling
hook to launch himself via his
parachute, causing a welter of
massive explosions in mid-air before
wingsuiting to his destination, you’ll
have located the perfect antidote to a
stressful day. Just Cause 4 is all about
aggression-relieving, sometimes
even cathartic gameplay, which flouts
the rules games usually impose. For
example, you never need worry about
Rico plummeting to the ground – just
reel him in on his grappling hook.

Sure, there are various elements
of Just Cause 4 that aren’t hugely

impressive. Some of the cars and all of
the motorbikes are near-undriveable
(and, annoyingly, require camera-
twiddling) – although conversely,
it also has the most controllable
wingsuit engine and the easiest-
to-fly helicopters you’ll find in any
game. Graphically, it’s okay rather than
great – admittedly, it doesn’t shoot
for realism, but the characters’ facial
hair in the cutscenes, for example, is
embarrassingly bad.

But if you approach games looking
for thrills, escapism and enjoyment
– rather than realism, slickness and
nuance – you’ll love Just Cause
4. It’s huge, messy, preposterous
and, in many ways, thoroughly
unsophisticated. But it’s also the best
virtual playground in which to indulge
your most hooliganistic fantasies. It’s
the game equivalent of an unashamed
B-movie: the perfect means of
escaping from real life.

WEAPONISED
WEATHER
The game’s baddie,
Oscar Espinosa, has
devised ways of
harnessing lightning,
tornadoes and
sandstorms, in order
to keep control of the
mountainous,
low-lying and desert
regions of Solis – and
he plans to employ
them offensively
elsewhere via his
Project Illapa
mega-weapon. But
protagonists Mira and
Rico progressively
acquire that
technology, enabling
you to wield them at
certain areas of the
map. Lightning is
dead handy when you
have a load of enemy
choppers converging
on you, for example
– although Rico also
gets hit. And even
Rico is liable to perish
if he wingsuits into a
tornado, although
Avalanche Studios’
realistically modelled
wind-physics are a
marvel which you
must check out.

“Hu e mess
preposterous
and in many
ways thorou hly
unsophisticated”

OXM VERDICT
If you can’t enjoy
its over-the-top
charms, there’s
precious little hope
for you.

8

LEFT Car
handling isn’t
the best, but
flying
helicopters is
a lot of fun.

FAR LEFT Man
versus combat
helicopter.
Anyone but
Rico is going
to lose…

Rico Rodriguez was also the name of a legendary ska and reggae trombonist who worked with Prince Buster and The Specials

THE OFFICIAL XBOX MAGAZINE  073More Xbox news at gamesradar.com/oxm

R E V I E W



Darksiders 3
HELL HATH NO FURY LIKE A GAMER MADE TO REPLAY SECTIONS REPEATEDLY JUSTIN TOWELL

PUBLISHER THQ NORDIC / DEVELOPER GUNFIRE GAMES / RELEASE DATE OUT NOW / COST £44.99/$59.99

you get back to a safe space. If you
die on the way, you drop them all, but
you do have a couple of chances to
reclaim them after respawning, where
you’ll find them floating around in
a nifty special effect, waiting to be
collected again.

Choose death
The problem is the frequency
of combat zones in between
checkpoints. The combat is smooth
and fluid on Xbox One X, but it’s very
easy to find yourself hopelessly
surrounded by enemies. The camera
just isn’t good enough, and if you
get surrounded – particularly while
in a corner – the screen will be a blur
of special effects around a fast-
depleting health bar. Dying is actually
something you’ll choose to do at
times, as doing so replenishes your
health items and respawns all the
enemies, so if you want to farm (and
you probably will), it’s the only way to
avoid wasting time.

But the reason you’ll value your time 
so much is because the game just 

The Darksiders story 
begins again, this 
time with the turn 
of Fury, the third 
Horseman of the 
Apocalypse. She’s 

sarcastic, utterly lethal and has 
amazing hair. If that sounds familiar, 
then yes, you could be forgiven 
for thinking that Darksiders 3 is a 
Bayonetta rip-off when you begin, 
what with its witchy protagonist, 
accessible combat command strings, 
slow-motion dodge moves and even 
angels for enemies at some points. 
But while the combat system and 
chunky environments share a lot with 
Bayonetta, the reality soon becomes 
apparent: This is actually a lot more 
like Dark Souls.

That sentence might have you 
groaning – FromSoftware’s opus 
made a relatively small splash on 
release, but the ripples only seem to 
be gaining in amplitude as time goes 
on. And lo, Darksiders 3 sees you 
harvesting souls from dead enemies, 
before using them to level up when 

doesn’t care for it. Loading screens 
after a death can take as long as 28 
seconds, even when you’ve been 
facing a boss and nothing’s changed 
in the room. It also forces you to 
replay large segments of areas each 
time you die, as the checkpoints are 
so few and far-between, even if that 
means navigating the same set of 
3D platforms and facing the same 
sequence of unchanging enemies for 
the 20th time. The game would literally 
be a fifth of its length if it wasn’t for 
one design decision.

And that is? The health system. You 
get a few free healing items known 
as the ‘Nephilim’s Respite’ with each 
life, which are occasionally dropped by 
enemies but completely replenished 
by dying. You can also use some 
normal, consumable health items 
you find and buy along the way. The 
problem is that using any of these 
requires you to have finished your 
attack animation, and then to have
stood still for a second while Fury
raises her hand to the sky before the 
green special effect kicks in. Naturally, 

short
cut

WHAT IS IT?
Third in the series of 
hack ’n’ slash 
adventures with a 
dark, biblical slant.

WHAT’S IT LIKE?
Bayonetta mixed with 
Dark Souls, only 
without the class  
of either.

WHO’S IT FOR?
Fans of Darksiders 
and little more. Taken 
at face value, it’s an 
unfunny, frustrating 
actioner.
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With three of the four horsemen now accounted for in Darksiders 1-3, Strife’s next. Presumably

when you’re in the middle of the 
kind of chaotic fight that’s lowering 
your health fast, there’s just no time 
to perform this action. If the health 
replenishment were instantaneous, 
there would be at least another point 
on the score, it’s that detrimental to 
the experience.

Hard times
Granted, there is a ‘story’ difficulty 
level where the difficulty’s vastly 
reduced, but the default difficulty 
should be the most balanced, and 
Darksiders 3’s simply isn’t. It’s hours 
and hours before you’ll feel like you’re 
truly bossing any area, and that’s 
only after progressing the ‘save the 
humans’ sidequest and levelling up 
your weapons. 

Sadly, all of this sours what would 
otherwise be a decently-made, if 
derivative game. The environmental 
puzzles are pleasantly challenging, 
and Fury’s elemental forms make for 
decent Metroidvania level design. 
There are also some moments in 
the story that let you get a different 

result based on your actions, which
is very welcome. The bosses are well-
realised, some of the later areas look
lovely (but others are mega-drab), and
there are a few neat moments in the
script, though the self-referential and
sarcastic humour repeatedly falls flat.

The disappointing and repetitive
main gameplay loop is always present,
undoing any good feelings far too
quickly. And that’s exacerbated by
some pretty big technical issues –
notably sudden freezes and pop-in 
while the game streams the data off 
the hard disk, bugs like unexpected 
invulnerability, and severe issues 
if you leave the game suspended, 
forcing you to completely reboot your 
Xbox One. There’s a real sense that 
the difficulty has been ramped up to 
make the game longer, rather than it 
being integral to your enjoyment of 

the game. Challenge can be a good
thing and adventure games should
make you work for success, but when
you do actually prevail and reach the
next checkpoint or kill a tricky boss,
you’ll feel only relief. Like you beat
the mechanisms, not the character.
You certainly won’t feel like punching
the air, which – and here’s the ironic
thing – is totally unlike Dark Souls. 

HOLLOW BE
THY NAME
Fury has four 
elemental-themed 
‘hollow’ forms. You 
get the flame hollow 
pretty early on, 
allowing you to walk 
through lava, burn 
some barriers and 
jump higher. The 
storm form allows you 
to hover for a short 
time and summon
whirlwinds during
battles. Force lets you 
smash some objects 
and cling to
gem-encrusted walls,
while Stasis lets you
freeze movement. All 
of these can be used 
with your throwable 
crossblade, allowing 
you to target different 
enemies and objects 
and hit them with 
elemental magic.  

“There’s a sense 
that the difficulty 
has been ramped 
up to make the 

ame lon er”

FAR LEFT If 
there’s one thing 
the game knows 
how to do, it’s 
grotesque.

RIGHT Some of 
the environments 
look absolutely 
gorgeous, while 
others look 
dull, empty and 
last-gen. 

OXM VERDICT
Frustrating combat 
game with little 
reward to make  
the effort 
worthwhile.

6

LEFT Your Havoc 
meter allows you 
to transform into 
one swirling, 
death-dealing 
special effect.
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The earliest mech fiction was The Steam Man Of The Prairies, published in 1868

Override: Mech City Brawl
ARE THE ROBOTS BIG OR IS THE CITY JUST REALLY SMALL? MARTIN KITTS

PUBLISHER MODUS GAMES / DEVELOPER HE BALANCE INC / RELEASE DATE OUT NOW / COST £25/$29.99

grab or drop random weapons that can 
be assigned to either hand.

Having that many controls to  
juggle in a fighting game could have 
been a recipe for confusion, but 
Override plays slowly enough that 
it’s not really a problem. The arenas 
are large, and if you do ever get in a 
situation where you’re fumbling with 
the buttons while being overwhelmed 
by opponents, it’s very easy to simply 
dash away to an empty area and 
regain your composure.

There are no tricky button combos 
to remember, but you do get a 
timing-based counter-punching 
ability whereby you can knock back an 
opponent for extra damage while you 
have your shield up. 

Other moves such diving kicks can 
be activated with a single button 
when your mech is airborne, and 
there’s loads of character-specific 
stuff like a rolling attack that flattens 
everything it connects with, or a giant 
holographic fist that bursts out of 

Fighting games are 
ten a penny, but 
fighting games with 
humungous, city-
crushing robots – 
now you’re thinking 

outside the box. Or at least thinking of 
series such as Gundam, Transformers 
and King Of The Monsters, to which 
Override owes a considerable debt.

It has a Tekken-ish limb-based 
control system, with the triggers and 
shoulder buttons dedicated to left/
right punch/kick, each of which can 
be held down to charge up a more 
powerful move. 

The face buttons are all employed 
for dash and jump, a shield button 
and a modifier that can be pressed 
alongside a regular attack to give 
a handful of additional moves. 
Additionally, you’ll be using both 
thumbsticks for movement and 
camera control, clicking the right stick 
to enable or disable a target lock, and 
tapping left and right on the D-pad to 

the ground and launches the enemy 
skywards, but this is definitely not 
a highly technical fighting game. If 
you’re in a slower mech and your
faster opponent decides they’d
rather run away than stand and fight, 
there’s not much you can do to reel 
them back in. You’re in for a very 
frustrating experience.

Go, go Mecha-Kaiju 
Staying out of trouble is a sensible 
option in four-way matches, where 
there’s little to be gained by diving 
straight into the initial frenzy when 
you just want to be the last mech 
standing. It also gives you the chance 
to grab weapons as they materialise 
around the arena, from useless slow 
grenades that take ages to explode, 
to laser swords and giant poles that 
allow you to smack down every other 
mech from a safe distance. 

There are even machine guns to be 
found, although they don’t do a vast 
amount of damage and quickly run out 

short
cut

WHAT IS IT?
Four-player fighting 
game with robots and 
destructible scenery.

WHAT’S IT LIKE?
King Of The Monsters 
with a bit of Tekken 
and a lots and lots of 
running away.

WHO’S IT FOR?
Groups of friends who 
know a nice mech 
when they see one.
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of ammo. Regardless of how effective 
they are, the weapons can’t easily be 
picked up by anyone who’s locked in 
close combat with another mech. It’s a 
balancing issue, for sure.

Override also offers the unique 
option for up to four players to join 
forces and squeeze into a single 
mech, which sounds like it ought to be 
pretty hilarious. With two players, one 
gets control over punches, blocks and 
the camera, while the other handles 
kicks, jumps and all movement. 
Scaled up to a team of four, the left 
and right punches are handed off 
separately to the extra two players. 
You could replicate something similar 
in any game by getting three friends 
to snatch at the controller and poke 
different buttons while you attempt 
to play, and that kind of chaos is 
certainly the effect in Override.

However, what you can’t do is fight 
against other poorly coordinated mech 
teams, since the online lobbies only 
support four players in total. So if the 

host opens all the extra seats in his 
mech and everyone piles in, you’re 
going to have to fight against bots. 

This mode was only ever likely to 
be a gimmick at best, but without the 
prospect of chasing three other four-
person puppets around the arena, 
all of them swinging wildly while 
facing the wrong way, it does become 
somewhat pointless.

Virtual non 
The various arenas you can fight in 
are very samey. It makes no difference 
how densely they’re packed with 
buildings, because the mechs glide 
through everything as if it wasn’t 
there. Soon enough the entire playing 
area is flattened, and the way the 
buildings fall apart weightlessly at 
the slightest touch and melt into the 
ground is totally lame. 

There’s no life in the city, no dust 
in the ruins and feeling of solidity 
to any of it. Even when there’s an 
indestructible object in the arena, the 

slow pace means it’s not really much 
use as cover – this is no Virtual On, 
and you can’t dash out, fire a shot and 
zoom back to safety.

Override’s best feature is definitely 
its vibrant and colourful art style, 
but the visual appeal isn’t enough to 
disguise the game’s innate lack of 
depth. Four-player matchmaking is 
also glacially slow.

So robo fans are advised to have 
some real-world friends and spare 
controllers to hand if they’re going to 
mech the most of it. 

MECH MY DAY
Rather than fighting 
the usual selection of 
mechs, in the solo 
arcade mode you’re 
tasked with saving
the world from an
alien invasion. There’s 
a selection of 
missions on each 
in-game day, graded 
by difficulty level and 
sorted according to 
what sort of reward 
you’ll get at the end 
– a perk to upgrade
your mech or a
cosmetic item. Waves 
of aliens must be 
beaten back, but 
because it’s so easy 
to avoid direct combat 
there’s a timer that 
ticks down while 
you’re not fighting. 
Keep up the pace or 
fail the mission.

“Override also 
offers the unique 
option for up to 
four players to 
oin forces”

ABOVE Enemy 
robot cops one 
to the chin amid 
the tumbling 
polygons of a 
broken building.

LEFT Come on 
now, can’t we
just talk about
this? There’s no 
need for 
violence.

OXM VERDICT
A lower-tier 
fighting game that 
mech fans may 
nonetheless 
appreciate.

6

FAR LEFT The 
mechs usually
look pretty
good. The 
scenery, rather 
less so.
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The developer’s only other game is the similarly themed PC title Insanity’s Blade

Battle Princess Madelyn
GIRLS ‘N GHOSTS MARTIN KITTS

PUBLISHER CAUSAL BIT GAMES / DEVELOPER CAUSAL BIT GAMES / RELEASE DATE OUT NOW / COST £16.74

Madelyn is barely signposted at all. It 
can take multiple attempts to figure 
out whether a chasm just requires a 
pixel-perfect jump over it, or if it’s not 
possible until you’ve got an upgrade. 
You can’t look around to scroll the 
screen while staying on the safety of a 
platform, so the only way to figure out 
what’s below is to jump off. It could be 
a bottomless pit, it could be the way 
forward, or there could be an enemy 
down there who wouldn’t have killed 
you if you’d landed just a bit to the 
right. Try, try again…

Treasure I land
Numerous NPCs offer rewards for 
bringing back items or defeating 
bosses, but finding them again is 
hard and there’s no obvious way to 
keep track of all the requests. There 
are some good features, such as a 
treasure room at the castle where 
you can safely examine the numerous 
creatures you’ve encountered and 
read some background about them, 
but in general it’s just a bit unfriendly.

While story mode can be an 
uphill struggle, it’s in the simplicity 

The story behind 
this indie one-
man show is quite 
endearing. When the 
developer’s daughter 
asked if she could 

somehow be in her favourite game, 
Ghouls ‘n Ghosts, he responded as 
only a Game Dev Dad can do, and 
built her a personalised homage to 
Capcom’s golden oldie. Resplendent in 
pink armour and accompanied by the 
spirit of her dearly departed pet dog, 
this is Battle Princess Madelyn.

As was the case with the original 
game, we suspect the real seven-
year-old Madelyn will have to content 
herself with watching her dad play, 
because this retains the frantic pace 
and brutal difficulty level of Ghouls ‘n 
Ghosts. It’s a challenge for any player, 
even those well-acquainted with the 
source material.

While the arcade mode is pure 
Ghouls ‘n Ghosts, so similar that you 
probably wouldn’t raise an eyebrow if 
somebody told you this was an official 
sequel, there’s also a story mode 
that deviates somewhat from the 
formula. Here there are upgrades to 
be found and a lot of exploration and 
backtracking, in a Metroidvania style. 
You’ll still be swamped by respawning 
enemies at times, but there are plenty 
of other parts where you have to figure 
out puzzles and revisit areas you’ve 
previously passed through.

The solutions can be quite obscure. 
The best games in this genre are 
adept at showing glimpses of the 
places you can’t quite reach yet, and 
making it clear when you ought to 
look elsewhere, but Battle Princess 

of arcade mode that the game 
finds its feet. With tighter levels 
and a fully upgraded character, 
it’s a no-nonsense, ghoul-slaying, 
ghost-busting romp that will test 
your reflexes and crowd-control
skills. Enemies attack from all sides,
and the only way to avoid getting
swamped is to correctly judge
whether to attack that armoured 
one on the left, the three weak ones
on the right or the one above who’s
about to drop a rock on your head.
One hit knocks you out of your armour 
and a second kills you, but’s it’s 
marginally more forgiving than the
original in that power-ups are awarded
more often and it gives you more than 
three lives to play with.

Story mode could use a bit of 
polish but it’s a fun package as a 
whole. Boasting slick controls, some 
beautiful pixel art and a soundtrack 
that is very fitting, this is almost the 
arcade sequel that Ghouls ‘n Ghosts 
never got. 

short
cut

WHAT IS IT?
Beastly difficult 
side-scrolling 
platform shooter.

WHAT’S IT LIKE?
A retro-modern 
update of Ghouls ‘n 
Ghosts.

WHO’S IT FOR?
If you have fond 
memories of the 
original, this is worth 
a look.

“It’s in the 
arcade mode 
that the ame 
finds its feet”

OXM VERDICT
An arcade 
throwback that 
should please 
gamers of a  
certain vintage.

7

RIGHT Power up 
your ghost dog 
to protect you 
when things get 
out of hand.
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The developers had planned on using 16-bit visuals for the game, as a homage to the retro style of the Sega Mega Drive games

Monster Boy And The Cursed Kingdom
THE CLASSIC WONDER BOY SERIES RETURNS WARREN BROWN

PUBLISHER FDG ENTERTAINMENT / DEVELOPER GAME ATELIER / RELEASE DATE OUT NOW / COST £31.99/$39.99 

orbs to defeat their manic Uncle 
Nabu who has cursed the kingdom. 
The journey the duo must face is 
littered with as many puzzles as there 
are environments to traverse. Some 
puzzles require a fair bit of trial and 
error but the game does a suitable job 
of tutoring players along the way. It’s a 
clever mix that rewards the inquisitive 
as gameplay is fun and fluid. Jumps 
never require serious precision, but 
reaching secret areas will require 
thinking outside the box.

Monster bunch 
Jin’s progress relies on acquiring 
sacred orbs that grant the ability to 
change form. You can change into 
Pig-man, Frog-man, Snake-man, Lion-
man and the all-powerful Dragon-man. 
Each possesses unique abilities that 
bolster Jin’s standard walk, crouch 
and jump repertoire.

On top of the form abilities, spells 
can be found along the way and are 
usually paramount to unlocking areas 
as well as defeating specific enemy 
types. Elixirs and potions are available 
for purchase in exchange for collected 

Game Atelier has 
come a long way 
since its 2010 game 
Flying Hamster, a 
frenzied horizontal 
shooter for mobile 

which saw players take control of, 
you guessed it, a flying hamster! 
Since then the studio has developed 
numerous titles embracing a love 
of creative cartoon-ish art centred 
around joyous gameplay. 

Take a cursory glance at Monster 
Boy And The Cursed Kingdom and 
you’d be forgiven for assuming it’s 
just another cutesy game ported over 
from mobile, but at its core this is an 
action platformer that celebrates a 
beloved heritage while maintaining a 
contemporary presentation. Starting 
off with an arcade release in 1986, it 
didn’t take long before a slew of home 
console variants saw a mass platform 
release, so it’s fitting that the current 
team worked in cooperation with 
original creator Ryuichi Nishizawa.

Monster Boy is still a traditional 
side-scrolling platformer with a 
heavy focus on exploration, but 
it adds a traditional RPG-style 
inventory. The colourful but dated 
pixel art has been replaced by a rich 
cartoon presentation and, in a nice 
touch, animations skip frames in an 
intentional and authentic Japanese 
style. While the presentation won’t 
reach the heights of Rayman Legends’ 
stunning art style, the visuals on show 
do hold their own charm as befits the 
series’ Eastern origins.

Players control hero Jin, assisted 
at times by his brother Zeke, in a 
quest to collect the legendary five 

coins, as well as recovery hearts and 
spell refills. Shops appear frequently 
throughout, meaning players will never 
be short on supplies. Added to this, 
blacksmith upgrades can be sought 
and offer the ability to strengthen 
an armour set, but gold parts require 
gathering in order to forge key pieces.  

Backtracking is a big part of this 
interconnected world and it’s easy to 
feel stuck, but pay careful attention 
to the surroundings and remember 
this is more Metroid than Mario, as 
the developers have designed a game 
that demands a type of ‘smart play’. 
Music is as fun and energetic as 
the graphics, and composer Takeshi 
Yanagawa provides a soundtrack that 
perfectly complements the playful 
nature of the visuals.

It all adds up to a beautiful mix 
of cute characters and charming 
encounters which will sing to the soul. 
Monster Boy is a game that exudes fun 
through exploration and will appeal to 
the boy/girl/child in all of us. 

short
cut

WHAT IS IT?
A platformer, an
action adventure, a
traditional JRPG. All of 
the above.

WHAT’S IT LIKE?
More fun than it looks 
in these screenshots!

WHO’S IT FOR?
Players of all ages 
who fancy a classic 
and straightforward 
adventure.

“A mix of cute 
characters 
and charmin  
encounters”

OXM VERDICT
A refreshing 
alternative to  
the darker 
platformers of the 
last few years.

8

LEFT Reaching 
item chests can 
require players 
to return to a 
location via  
a less than 
obvious path.
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Thronebreaker: The Witcher Tales
AN RPG/CARD GAME HYBRID THAT TELLS A TALE FIT FOR A QUEEN ROBIN VALENTINE

PUBLISHER CD PROJEKT / DEVELOPER CD PROJEKT RED / RELEASE DATE OUT NOW / COST £23.59/$29.99

war and politics, as your nation faces 
enemies from within and without. 
Your deck represents the army at your 
command – from humble peasant 
militia to steely-eyed marksmen. Even 
the named characters who join your 
retinue have card representations, 
allowing you to deploy their unique 
abilities in battle.

Battle royale
Where Geralt is a wandering 
outcast, Meve is a ruler, with all the 
responsibilities that brings, allowing 
CD Projekt to tell a different kind 
of story to any of the Witcher’s 
adventures. There’s more than a 
hint of Game Of Thrones to the 
game’s tense exchanges and bloody 
battlefields, and Meve’s position 
of absolute authority means more 
chances than ever to pile difficult 
decisions on your plate. Do you take 
in and protect a group of starving 
refugees, knowing they’ll only slow 
you down? Or leave them to die a slow 
death in their burned-down village? 
Choices such as these feel both larger 

We’ll need a minute 
to explain this one’s 
lineage – it’s more 
complicated than 
your average royal 
family’s. So Gwent 

was a card-battler mini-game in The 
Witcher 3, which was then spun-off 
into its own multiplayer game called 
Gwent: The Witcher Card Game. CD 
Projekt RED decided to create a 
single-player tutorial for that, which, 
over the course of development, 
expanded into a larger adventure, 
and then ultimately its own full, 
standalone game. Thronebreaker is 
that game. Still with us? 

The result of all that is an RPG 
where any combat or test of skill plays 
out as a card battle. Between these 
matches, a surprisingly involved story 
set in the Witcher universe plays out, 
complete with all the moral greyness, 
bloody warfare and tricky choices 
you’d expect from the series. 

As the fearsome Meve, queen of 
Lyria and Rivia (yes, that Rivia) you 
find yourself caught up in a storm of 

in scope than many of Geralt’s, and 
there’s never any doubt where the 
responsibility for every grim decision 
lies. Long live the queen…

It’s a shame, then, that the game 
struggles to tie the consequences 
of these choices meaningfully into 
the action. Story-wise, Meve is 
supposed to be struggling with limited 
resources and a dwindling army, but 
there’s rarely any actual gameplay 
reason to not risk your soldier’s lives 
and squander your supplies – both 
are always abundant. It means, for 
example, that a choice between 
fighting a manticore and avoiding it is 
just a choice between having a card 
battle and not, despite what your 
advisors may warn about how many 
will die from its deadly poison.

This problem isn’t helped by how 
easy Thronebreaker is. The core action 
is essentially still Gwent, though 
significantly updated in the time since 
The Witcher 3’s addictive minigame. 
Two sides take turns playing cards, 
each of which has a number and an 
ability. The numbers are added up 

short
cut

WHAT IS IT?
A story-driven RPG 
with card-based 
battles set in the grim 
fantasy world of The 
Witcher games.

WHAT’S IT LIKE?
Inventive and 
atmospheric, with 
lots of difficult moral 
decisions – but it’s 
way too easy.

WHO’S IT FOR?
RPG fans who love the 
world of The Witcher 
– especially those 
who can’t get enough 
of Gwent. 
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Meve is the queen who knighted Geralt, making his ‘of Rivia’ title official – even though he’s actually not from there

to make your score; the abilities are 
used, in various ways, to improve 
your number or mess with your 
opponents’. It’s a very solid system, 
and an impressive variety of scenarios 
keeps it fresh (you’ll use cards to do 
everything from enacting a stealthy 
heist to winning a drinking contest), 
but the adventure as a whole is so 
easy to breeze through that you’re 
rarely required to actually craft new 
tactics or alter your deck. 

It’s especially unfortunate because 
the multiplayer version of Gwent (now 
also out on Xbox, and free-to-play) is 
wonderfully challenging, a tense and 
complex battle of wits. Perhaps, in this 
way, Thronebreaker still serves as the 
tutorial it was originally intended to 
be, but after 30-plus hours that can’t 
help but wear thin.

Dwarf fare 
But what never becomes tiring is the 
world. Building on the now well-
established lore of the Witcher series, 
Thronebreaker’s journey is far more  
immersive than you’d ever expect a 

card game to feel, building impressive 
atmosphere with its strong writing, 
excellent voice acting and sound 
design, and gorgeous, storybook-like 
art. Though the abstractions can make 
you feel more distant from events than 
you would in the main Witcher games, 
it’s otherwise a tale that completely 
holds its own as part of the series.

The game particularly comes to 
life in its third act, as you explore the 
previously unseen realm of Mahakam. 
Filled with gruesome monsters and a 
bizarre dwarven culture (they’re sort of 
communist, bureaucratic doomsday 
preppers…) it’s a fascinating place to 
explore, and feels like it meaningfully 
fills in more of Geralt’s world. 

Special mention must go, as well, to 
the animated character cards, which 
move and gesticulate brilliantly in 
their rectangular frames. Lord Caldwell 

being peed on by his Pomeranian dog 
as we play him never stops being a 
charming treat.

This is a game, then, to get lost in, 
rather than pit your skills against, but 
on that level it succeeds brilliantly. 
Series fans hungry for more story will 
be satisifed and then some – but 
card game veterans may wish to skip 
straight to Gwent proper. 

SWITCH
IT UP
Buying this title 
unlocks new cards 
and cosmetic items in 
its multiplayer, 
free-to-play sibling 
Gwent: The Witcher
Card Game. Also out
now on Xbox One, 
we’d rate it even 
higher than 
Thronebreaker, 
thanks to the depth 
of its strategic 
battles. It’s not an 
easy game to get to 
grips with, punishing 
any careless mistakes 
or confusion, but it’s 
worth investing the 
time to develop your 
skills. It feels 
generous, too –  
we’ve never yet felt 
compelled to pay  
to progress.

“A fascinatin  
place to explore  
it meanin fully 
fills in more of 
Geralt’s world”

FAR LEFT Since
The Witcher 3,
Gwent’s changed
a lot. It’s got 
much more depth 
these days.

RIGHT The sound 
design is lovely 
– fire crackles 
and spits as a 
fortress burns 
around you.

OXM VERDICT
A charming and
atmospheric RPG, 
with varied but 
underwhelming 
card battles.

8

LEFT Your 
choices change 
the path of the 
story, but don’t 
actually affect 
battles much.
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Our solar system takes about 250 million years to orbit the centre of the galaxy

The Long Journey Home
TO TRAVEL HOPEFULLY IS A BETTER THING THAN TO ARRIVE MARTIN KITTS

PUBLISHER DAEDALIC ENTERTAINMENT / DEVELOPER DAEDALIC WEST / RELEASE DATE OUT NOW / COST £32/$39.99

spacefaring alien races, of which
you’ll encounter a random selection
on each playthrough. Some species
are warlike, others might see
themselves as nomads, traders,
missionaries or space police. They
all have the potential to be a help
or a hindrance on the journey, and
their feelings towards humans –
hitherto quarantined in the galaxy’s
forbidden sector – depends on the
decisions you make in your text-based
interactions with them. And because
the Daedalus 7 and its crew are
deteriorating rapidly with each new 
hyperspace jump, you’ll probably need 
all the assistance you can get.

Mission possible 
Interplanetary diplomacy in a 
randomly generated universe sounds 
complicated but it essentially boils 
down to a few simple choices. 
Completing missions for a species will 
raise your standing with them, while 
doing a rival’s bidding can reduce your 

It’s certainly an 
apt title. After the 
world’s first attempt 
at interstellar 
travel results in 
the Daedalus 7 

accidentally warping to the opposite 
side of the galaxy, 100,000 light years 
away, it’s your job to bring the crew 
back down to Earth, one jump at a time.

Before they end up stranded 
in the celestial backwoods, the 
journey begins with the selection 
of a four-person crew from a list of 
ten candidates. Each person has a 
specialist skill, from the obviously 
useful (eg a trained astronaut, 
an engineer) to the seemingly 
superfluous (a corporate executive, 
an archaeologist), and the makeup 
of your team will affect what you can 
and can’t do on your procedurally 
generated voyage.

Unlike Earth’s immediate 
celestial environs, the far reaches 
of the Milky Way are riddled with 

status. You can also praise or insult 
a species behind its back, which may 
have unintended consequences if 
you didn’t realise the two groups are 
friends. Asking for gossip is a good 
way to figure out how things stand.

However, big decisions don’t 
always seem to affect the game as 
fundamentally as you might expect. 
For example, we were asked by a high-
tech race to ‘cleanse’ a world that had 
been colonised by another low-tech 
race we’d met earlier and who had 
declared us their best friends ever. 
The more advanced race was offering 
a decent sum in galactic credits, so 
naturally we delivered the planet-
obliterating bomb, but it didn’t seem 
to affect our long-term relationship 
with either species.

The thing that really affects your 
chances of getting home more than 
anything else is the process of 
attrition that space travel inflicts. 
You’re not likely to find everything you 
need at a trading post, and even if you 

short
cut

WHAT IS IT?
Story-based space 
adventure in a 
randomly generated 
universe.

WHAT’S IT LIKE?
A retro text adventure 
blended with bits of 
very old arcade 
games.

WHO’S IT FOR?
Patient sci-fi fans 
looking for a 
long-haul, 
chat-heavy trip.
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could you probably won’t be able to 
afford it all, so everyday refuelling and 
repairing of Daedalus 7 requires large 
amounts of resources. These metals, 
gases and other compounds must 
be harvested by sending a manned 
lander down to a planet’s surface, 
which is extremely hazardous to the 
pilot’s health.

Breaking new ground 
Visiting the surface is like a jazzed-up 
version of the ancient arcade game 
Lunar Lander, with the added bonus 
of variable gravity, high winds and, 
once you’re ‘safely’ on the ground, 
earthquakes. Using the mining drill, in 
the tiny zones where it’s permitted, 
expends as much fuel as the landing 
does, so you have to judge when 
to stop drilling in order to preserve 
enough fuel for the ascent.

When you get back to the ship you 
might find that the lander pilot has 
broken some bones, been poisoned by 
alien insects or suffered a minor bout 

of suffocation. Four such ailments
means death, so it’s wise to rotate
lander duties among the healthy
crew members. After all that risk, the
amount of material you bring back
to the ship can be barely enough to
get it patched up for the next jump,
so you’re constantly having to visit
planets to scoop up resources. On top
of that, the lander itself will need to
be repaired, as without it you might
as well give up.

If you can find them, ship upgrades 
will certainly help here, as they 
do during the tedious 2D combat 
and asteroid-navigation scenes 
that occasionally happen, but it’s 
unfortunate that the only action-
oriented parts of the game are so 
weak as to detract from the unfolding 
story. It also doesn’t help at all that 
despite being quite spartan in terms 
of graphics and with only a few basic 
scenes to flip between (galaxy map, 
navigation map, lander/combat 
minigames, ship’s menus) there’s 

a loading screen and immersion-
breaking pause every time you change 
between them.

Interacting with alien races in 
a universe that doesn’t take itself 
too seriously: yes please, this is 
fun. Suffering yet another planetary 
landing purely to scoop up enough 
resources to repair the damage from 
the last landing: this we can live 
without. The Long Journey Home has 
its moments, but you should come 
prepared for some disappointments 
along the way. 

EINSTEIN
WAS RIGHT
There’s a simple 
minigame for flying 
between planets 
within a star system, 
with the ship 
represented by an 
arrow and its 
trajectory by a line. 
Point away from the 
direction of travel and 
burn fuel to slow 
down, point to either 
side to make the line 
bend in a new 
direction. When you’re 
travelling slowly 
enough within a 
planet’s gravitational 
well, you can lock on 
and enter orbit 
automatically, at 
which point you may 
be notified that the 
prospects for a 
landing on said world 
are fatal.

“It’s unfortunate 
that the only 
action-oriented 
parts of the 

ame are weak”

ABOVE Plot  
your route home 
via the next 
space garage.

LEFT Riding the 
curve into a 
planet’s gravity 
field. The wider 
star system map 
is superimposed 
top right.

OXM VERDICT
A nice idea, with 
several fun bits,  
let down somewhat 
by poor action 
sequences. 

6

FAR LEFT The
game’s SFX 
showpiece: 
entering a 
stargate to warp 
to a new galaxy.
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Achtung! Cthulhu Tactics
LOVECRAFT? WE’RE NOT SURE WE EVEN LIKECRAFT ALEX SPENCER

PUBLISHER RIPSTONE / DEVELOPER AUROCH DIGITAL / RELEASE DATE OUT NOW / COST £19.99

developer Auroch Digital seems to 
have followed as closely as one of the 
game’s sorcerer-scientists poring over 
an ancient text.

In case you’re unfamiliar, that 
means turn-based battles where 
units are constantly dashing between 
cover strewn across the battlefield. 
You’re generally facing a larger and 
often more powerful enemy force, and 
trying to position your squad to find 
the vulnerable spots in, to put it in an 
appropriately Lovecraftian manner, the 
squamous hide of your cyclopean foe.

Cthul-who?
Helping even-up those odds are the 
special abilities of your units. It’s not 
just the Nazis who’ve got their hands 
on nameless magicks, it seems – your 
squad includes a French resistance 
fighter with a pet dragon; an Indian 
corporal who has bonded with a 
mysterious amulet; and a Brit whose 
only touch of the eldritch seems to be 
that he’s nicknamed ‘Badger’.

Rather than an XCOM-style rotating 
cast of customisable cannon fodder, 

As videogame names 
go, Achtung! Cthulhu 
Tactics is the kind 
you’d expect to see 
in a sitcom script, 
made up because 

they can’t use the title of a real game. 
It’s a fairly ugly three-way collision of 
keywords – but in that, it’s actually 
reasonably descriptive. Achtung! 
Cthulhu was originally a tabletop 
role-playing game Kickstarted back 
in 2013, with a setting that posed 
the same question as Wolfenstein, 
Captain America, Hellboy and many 
others before it: what if the Nazis’ 
interest in the occult actually 
summoned something? In this case, 
the tentacle-laden eldritch creatures 
introduced by the handily out-of-
copyright books of HP Lovecraft. 

That’s the first part of the title 
accounted for, then. The ‘Tactics’ 
suffix, meanwhile, is an indication 
that for its first foray into the digital 
world, Achtung! Cthulhu has decided 
to borrow the formula established by 
XCOM: Enemy Unknown. A formula that 

Achtung! Cthulhu sticks with a single 
band of heroes throughout, as you 
slowly unlock their abilities. This is the 
game’s greatest strength, as each 
character develops into a unique role 
– whether it’s the shotgun-and-melee 
specialist Corporal Singh constantly 
rushing forward into enemy territory 
or Sergeant Carter, hanging back in 
a safe vantage point and mowing 
down monstrous foes with a braced 
machine gun.

The enemies evolve too, from the 
initial Nachtwolfe units – your common 
or garden Nazi troops, with a slight 
sci-fi spin – to the occultist Black 
Sun, and their blasphemous allies. 
This includes Lovecraft’s trademark 
Shoggoths, the being he described 
in At The Mountains Of Madness as 
“shapeless congeries of protoplasmic 
bubbles, faintly self-luminous, and 
with myriads of temporary eyes 
forming and un-forming as pustules 
of greenish light”. In Achtung! Cthulhu, 
they’re big bullet-sponge blobs with 
a protruding tentacle, all the better to 
whip you with.

short
cut

WHAT IS IT?
An XCOM-like tactics
game set in an
otherworldly World 
War Two.

WHAT’S IT LIKE?
XCOM: Enemy 
Unknown; XCOM 2; At
The Mountains Of
Madness. One of 
these things is not 
like the others.

WHO’S IT FOR?
Tactics completists, 
people who really 
wish they’d been in 
D-Day, and
worshippers of the 
Old Ones.
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HP Lovecraft, of course, spent his entire life battling with his nemesis, Heinz Warcraft

Which is to say, the game doesn’t 
really take full advantage of its 
setting. Beyond the odd dreamscape 
level, and a Stress meter that fills up 
as your units take hits, causing them 
to lose half a turn to panic or develop 
a shaky aiming hand, there’s not much 
done with the Lovecraftian themes of 
existential horror and madness. It can 
feel like a thin layer of decoration that 
has been wallpapered over the familiar 
structure beneath – which means 
there isn’t enough to differentiate it 
from other, similar games.

Tactical error
The inevitable comparison to XCOM 
isn’t a favourable one for Achtung! 
Cthulhu. It’s missing the spark of 
magic which brings that game’s 
battles to life. Perhaps it’s the levels, 
which are all flat planes, and lack 
the destructible cover which could 
inject some dynamism. Perhaps it’s 
the relatively shonky animations 
and camera moves, which lack the 
cinematic flair required to really sell 
the stakes of turn-based combat. An 

attempt to mimic the slow-motion 
tension of enemies firing on your 
soldiers too often fails to capture the 
vital moment.

At times, you can feel Achtung! 
Cthulhu’s budget straining to keep 
up, whether in the blandly decorated 
levels, the amount of story that’s 
conveyed through plain text boxes, 
and the endlessly-repeating voice 
lines – classics like “I’ve got this!” and 
“They didn’t stand a chance!” can 
recur twice or more within a minute.

It’s a shame, because the setting 
has potential and Achtung! Cthulhu 
does have some interesting ideas – 
like using a shared pool of Momentum 
points to fuel the whole squad’s 
special abilities, or the Luck bar 
which drains before heroes take any 
permanent damage. 

But these seeds never quite 

develop as far as you’d like, held back
by too many limitations. That’s true
of all three elements signalled in the
title – they’re handled competently,
but none of them manage to blossom
into anything unique. Ultimately,
Achtung! Cthulhu Tactics does exactly
what it says on the tin. Just don’t
expect it to surprise you by ever doing
more than that. 

ACTING! 
CTHULHU
Do you remember 
what videogame voice 
acting was like a 
decade ago? Then 
Achtung! Cthulhu will 
be a trip down a 
memory lane of stilted 
delivery and rubbish 
accents. The Nazis in 
particular suffer in 
this regard, all 
seemingly voiced by 
one person who has 
only ever read about 
Germany in books. 
Their lines vary from 
the strangely British 
“tut-tut” to the ‘Allo! 
‘Allo! cartoonishness 
of “zey got me” and 
“I’m on ofervatch”. 
Say what you will 
about the existential 
horror of unknowable 
beings from beyond 
time – at least 
they’re quiet.

“At times  you 
can feel the

ame’s bud et 
straining to 
keep up”

FAR LEFT Getting 
the jump on an 
enemy by 
flanking them 
doesn’t give 
attacks the 
boost you might 
hope for.

RIGHT Dream-set 
levels are a 
little visually 
disappointing.

OXM VERDICT 
A decent but 
unremarkable 
game, tied to a wan
Lovecraftian 
setting. 

5

LEFT In awe at 
the size of this 
Shoggoth. 
Absolute 
indescribable 
accursed unit.

THE OFFICIAL XBOX MAGAZINE  085More Xbox news at gamesradar.com/oxm

R E V I E W



THE BEST 
PC GAMES
 MAGA ZINE

ON THE 
PL ANET!

ORDER NOW 
from myfavouritemagazines.co.uk



Why can’t motorbikes stand up on their own? They’re two-tyred. Yes, that was a joke

Ride 3
THE BIKE GAME TO END THEM ALL… UNTIL RIDE 4, PRESUMABLY JUSTIN TOWELL

PUBLISHER MILESTONE SRL / DEVELOPER MILESTONE SRL / RELEASE DATE OUT NOW / COST £42.99/$49.99

exit of the corner so you can open the
throttle again.

Handle with dare
At least in doing so you’ll enjoy one of
the most accessible default handling
models in a bike game this side of
Super Hang-On. It’s still difficult to
control well – car games are far easier
– but everything that can be done to
ease you into the action has been
done with perfectly-executed assists.

However, one particular area of
consternation is the disparity between
the two Xbox versions. The game
runs absolutely beautifully on Xbox
One X, especially if you enable the
‘high frame-rate’ option, which gives
you an experience as smooth as a
rubbered-in racing line at the end 
of race day (for clarification, that’s 
smooth). But the base Xbox’s Ride 3 
is really scrappy in comparison, and 
just doesn’t feel like a modern game. 
If you’re still rocking the standard Xbox 
One, you shouldn’t have to settle for 
30fps around the Nordschleife – not 
when Xbox 360 was managing 60fps 
in Forza 2.

Can you stay awake 
through the next 
sentence? Ride 3’s 
biggest change is 
that it uses Unreal 
Engine 4. Still 

conscious? Well done. It’s a terribly 
boring way to start a review, but 
seeing as the new game engine means 
improved, more realistic visuals, 
greater draw distances and beautiful 
night racing, it’s the one big thing that 
sets this apart from its predecessor.

Only… it’s not really that different 
at all. Not really. Just like Ride 2, this 
is a po-faced motorbike sim with 
real world tracks, licensed bikes and 
clothing, loads of customisation
options including a new livery editor,
weekly downloadable challenges and
the obligatory photo mode. It’s as
by-the-numbers as you’ll ever see.
And while that doesn’t mean it’s a bad
game, or that such things are simple
to develop (they’re not), it means
there’s very little you can point to here
that says this is why you should buy
Ride 3 over anything else.

Of course, if you like motorbikes, 
you’ll understand the attraction. It’s in 
the arc of Paddock Hill Bend at Brands 
Hatch, or the heart-stopping peril of 
touching the trackside grass during 
a wet race. It’s the satisfaction that 
comes from a perfect Gold lap in time 
trial, and the rush of slipstreaming 
an opponent at 150mph on the roads 
of Ulster. Ride 3 does have moments 
of speed and excitement, and wet 
races look fantastic, but the vast 
majority of your time is spent gently 
applying control inputs to easily-upset 
machines, patiently waiting for the 

Combine this version’s scrappy-
looking visuals and the often sedate 
gameplay with a lack of music in 
races, and you’re left with a very 
uninspiring experience. On Xbox One X, 
it’s more engrossing, but still lacking 
in terms of race day atmosphere.

Even so, it’s a pleasure to race 
the selection of stone-cold classic 
circuits between the more sprawling 
outdoor courses and drag strips, from 
old F1 favourites like Magny-Cours, 
through to Laguna Seca and even the 
full Daytona oval. And with 30 tracks, 
there’s no suggestion the game’s too 
small – far from it. The career mode is 
vast and challenging, and it regularly 
prompts you to up the difficulty level 
whenever you start to win by too much.

Ride 3 is a well-made videogame, 
there’s no disputing the detail and 
authenticity on offer here. It may have 
a new engine, but the chassis needs 
redesigning now – and given some 
of that magic and soul that the intro 
movie talks about so much.  

short
cut

WHAT IS IT?
Third in the series 
that attempts to 
distill motorcycling 
into one all-
encompassing 
experience.

WHAT’S IT LIKE?
The MotoGP games, 
only with extra 
point-to-point races 
and challenge 
tomfoolery.

WHO’S IT FOR?
Hardcore motorbike
enthusiasts.
Otherwise Forza’s the 
clear alternative.

“With 30 tracks  
there’s no 
su estion Ride 
3 is too small”

OXM VERDICT 
A solid bike sim,
but one that
lacks a bit of 
atmosphere and 
excitement.  

7

LEFT On the
Xbox One X,  
the game plays 
beautifully 
smoothly.
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Bendy And The Ink Machine
CARTOON CREEPER DELIVERS FRIGHTS AND FRUSTRATION DAVE MEIKLEHAM

PUBLISHER ROOSTER TEETH GAMES / DEVELOPER THE MEATLY GAMES / RELEASE DATE OUT NOW / COST £19.99/$55.95

will ultimately linger in your memory 
thanks to a hugely compelling setting. 

Toon in 
You play Henry Stein, a retired 
animator who returns to his former 
studio at the request of his old 
employer. Rather than a wistful 
stroll down Mickey Mouse memory 
lane though, Henry is greeted 
by an environment running on 
undistilled nightmare juice. The 
titular ink machine has seemingly 
developed a mind of its own, and 
the once innocent cartoons of Joey 
Drew Studios have morphed into 
grotesque living entities that stalk 
the labyrinthine halls of the animation 
house. Some take the form of shifting 
gloops of paint that resemble Resi 7’s 
oil monster abominations, while others 
come across as stalking size zero 
takes on Rapture’s Big Daddies. 

As for Bendy, the game’s ultimate 
Big Bad is essentially Alien Isolation’s 
terrifying xenomorph; a menacing, 
slavering alpha predator that hunts 
Henry with ruthless enthusiasm. While 

Imagine an old-
timey alternate 
reality where Walt 
Disney was basically 
BioShock’s Andrew 
Ryan. In this sinister 

world of animation, the House of 
Mouse is a diabolical nightmare 
factory, where ghastly doodles ooze 
from their artists’ sketchpads, before 
embarking on grizzly kill sprees. 
Actually, you don’t have to stain your 
memory of Steamboat Willie picturing 
this twisted bizarro land. All you have 
to do is play this cartoon spook ’em up. 

Bendy And The Ink Machine, if 
nothing else, boasts a thoroughly 
intriguing premise. Combining 
elements from games as diverse as 
Cuphead, BioShock, to Resident Evil 7, 
there’s really nothing else out there 
on Xbox One quite like this demented 
horror/puzzler hybrid. The episodic 
indie game first hit PC early in 2017, 
and now it arrives on console with all 
five of its campaign chapters available 
from the off. The end result is an often 
irritating, confusingly paced curio that 

this off-putting cartoon creation 
doesn’t appear as regularly as The 
Creative Assembly’s relentless sci-fi 
serpent, it still pops up often enough 
over the course of the campaign’s five 
to six hour runtime to keep you on your 
forever flustered tippy toes. Taking 
another page from Sega’s masterful 
survival horror, BATIM even provides 
you with cupboards to hide Henry in. 
You big cartoony coward, you. 

When you’re not fleeing from 
animated monstrosities, your eye will 
be drawn to the game’s bewitching 
art style. Like Cuphead before it, 
BATIM recreates the rubber house 
animation techniques of the 1930s to 
scintillating effect. Using a sepia filter 
to maximise nostalgia, The Meatly 
Games has crafted a world that turns 
the concept of a Willy Wonka-style 
dreamland on its head, until you’re 
left with a clutch of claustrophobic 
corridors and creepy basements that 
drip with dread… and lots of gloopy 
paint blobs. As game worlds go, this is 
one of the most visually intoxicating 
environments on Xbox One in ages. 

short
cut

WHAT IS IT?
A stylish horror with 
heavy puzzle 
elements. 

WHAT’S IT LIKE?
A combination of 
Cuphead and Alien 
Isolation.

WHO’S IT FOR?
Horror hounds and 
fans of old-timey 
animation. 
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After gaining a cult Twitch following, Bendy got a mobile spin-off, called Nightmare Run

It makes a terrible first impression, 
though. BATIM’s opening act is a real 
stinker. It sends you off on a series 
of short fetch quests that constantly 
disorientate. We spend upwards of 
30 minutes scouring the halls of the 
cartoon studio for a tiny gear, only 
for the stupid wheel to turn up in 
a bin hidden away in a dingy little 
room. Turns out, when every object 
and corner of your environment is 
slathered with the same sepia paint 
job, spotting key items is often trickier 
than passing an eye test with pepper 
spray in your peepers. Later chapters 
do a better job of explaining their 
action beats, yet there’s no denying 
the game’s opening hour is a grind. 

Thankfully, the game’s middle acts 
open up, allowing the sinister studio 
to really blossom. A trip to an awfully 
unwholesome toy factory sees you 
carrying out the bidding of a Cruella 
de Vil-aping villain, as you cringe 
at all manner of vicious cartoon 
experiments gone seriously awry. 
While these two-thirds of the game 
have a natural flow to them, a semi-

excruciating final chapter ends BATIM 
on a disappointing sour note. There’s 
a short section involving the world’s 
slowest dingy and a giant hand that 
had us shouting all the swears. 

Pipe down
Combat is also a bit of a cartoon car 
crash. Henry’s small arsenal spans 
a hammer, a pipe, a plunger, and… 
nothing else, actually. Swinging these 
melee weapons lacks any sort of heft, 
and smacking paint monsters upside 
the head with a hammer (that may 
as well be made of marshmallows 
and kitten fur) is totally toothless. At 
least BATIM has the good sense to 
limit skirmishes. Outside of an overly 
drawn-out mega scrap at the end, and 
a couple of boss fights that outstay 
their welcome, combat is mercifully 
kept to a minimum.  

For only £20, BATIM at least
guarantees a night of gaming unlike
anything else. Yes, the execution
can be infuriatingly uneven, but even
when you’re struggling to find horribly
well-hidden key items, this is such a
uniquely interesting game to look at.
Power through the befuddling opening
chapter, and you’ll discover this stylish
horror has a spine-tingling charm.

BEND A HAND
Much of the game’s 
madcap mayhem is 
caused by Sammy 
Lawrence. The 
musical director of 
the cartoon studio 
becomes so 
obsessed with its 
mascot, he soon 
resorts to sinister 
occult rituals in order 
to raise Bendy from 
the grave… or should 
that be ‘page’? 
Trouble is, poor 
Sammy didn’t realise 
the cheerful cartoon 
would become a 
ravenous predator 
when given flesh, 
with the creature 
proceeding to cause 
carnage and chaos as 
it stalks the many 
abandoned halls of 
the animation factory.

“BATIM at least 
uarantees a 

ni ht of amin  
unlike anythin  
else on Xbox”

FAR LEFT Later 
environments  
are rolled out 
in elegant 
BioShock-aping 
style.

RIGHT If Bendy 
spots Henry, 
hold down LB and 
run like the 
devil is on  
your heels.

OXM VERDICT 
Creepy and 
confusing, this 
cartoon chiller still
delivers some 
unique scares.

6

LEFT An early 
area in chapter 
one gives a cute 
nod to Alien’s 
chestburster 
scene.
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It’s all about time, or timing this month. With news of 

a new Far Cry game on the way, we’ve gone back 

to the series entry that time forgot. In  Far Cry Primal  

(p96) we swap guns for spears and bulletproof vests 

for furry loincloths to see just how much fun we can 

have in prehistory. Timing is everything in football 

of course, especially when it comes to headers and 

volleys, and we explain just why we love  FIFA 19’s  

 Headers & Volleys  mode on page 106. Then we 

visit an absolute stone-cold classic of the original 

Xbox, the still-awesome  Timesplitters 2  (p100). Free 

Radical’s 2002 shooter is a benchmark of FPS’s, 

and we look at just why it’s still such an iconic and 

beloved game. Elsewhere we return to Avalanche’s 

post-apocalyptic classic  Mad Max  (p98) and 

inventive platformer  Max: The Curse Of Brotherhood  

(p99). We also help you to Max your Xbox One X’s 

capabilities (see what we did there?) with our feature

on How To Optimise Your 4K on page 104. And

we’re not done yet. In a massively packed Extra

section this month – in fact, we’re going to need a

bigger boat – we run down the Top 10 Best Sharks

in Xbox Gaming (p108). Finally, we have our usual

comprehensive round-up of the best that Xbox

has to offer in games and streaming in Directories

on page 112. Enjoy! (As slightly irritating waiters say.)

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.

100
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decade, the Far 
Cry games have 
been hopping 
between exotic, 
far-flung locales. 
From the tropical 

archipelago of the original to the 
fictional African state, Pacific island 
and Himalayan nation of its sequels… 
So, in 2016, the big question was: 
where would the series go for its next 
open world?

Why, the early Mesolithic Age, of 
course. A time of woolly mammoths, 
sabretooth tigers and humans who 
live in caves. It was a pretty big leap 
for a series of games built around 
guns, vehicles and gadgets, and 
the risk didn’t really pay off. Without 
a big number in the title, and with 
the next instalment returning to the 
present day, the game is fated to 
be remembered mostly as Far Cry’s 
very own missing link. All of which 
makes it the perfect site for a little 
ludological archaeology.

And so, I swap my bullets for 
spears. My grenades for sting bombs 
– described in the menu, beautifully, 
as “bags filled with angry bees”. My 
trusty recurve bow for… well, another 
bow and arrow, but one crafted out 
of wood and reeds rather than fancy 
metals and fibreglass.

For all the changes that come with 
a 12,000-year leap into the past, the 
central Far Cry formula remains more 
or less intact in Primal. Despite the 
fact that its setting predates the 
invention of modern cartography, 
there’s a remarkably complete world 
map, filled with all the icons – side 
quests, collectibles, points of interest 
– that you’d expect from an Ubisoft 
game. The only thing missing is the 
series’ trademark towers, which can 
normally be clambered up to get a 
better view of your surroundings and 
add a new area to your map. Instead, 
the map just slowly fills out as you 
explore its fringes.

Familiar structures you will find on 
that map, however, are enemy-held 
outposts. The only real difference is 
that Primal swaps out the electronic 

alarms for warning horns. Which, early 
on, I hear the wailing of all too often. 
It can be hard to pick out friend from 
foe, and spear-wielding threat from 
the long swaying grass. At least, it is 
for me. It seems the Neanderthals, 
our ancient relatives, were gifted with 
incredible eyesight – because they 
have no problem identifying me from a 
hundred metres away, as I attempt to 
hide in a thicket that apparently isn’t 
quite thick enough.

Owl the best
I do have one fairly significant ally in 
this struggle for stealth supremacy. 
But, before I introduce them properly, 
let me share the story of how we first 
came to meet. 

It’s hard to know, especially early 
on, exactly how grounded the reality 
of Far Cry Primal is. It resists the urge 
to go full Flintstones, even though the 
‘stick your feet through the bottom 
and run’ approach would surely have 
been the easiest way of keeping 
vehicles in the game. But on the other 
hairy hand, this is a videogame about 
caveman battles where any wound 
can be healed by gobbling down a 
hunk of raw meat.

So when I find a perfect ring 
of entwined branches up on a 
clifftop, surrounded by tiny cairns of 
improbably stacked rocks, I assume 
it has to do something special. We’re 
right outside the cave of the shaman 
I came up here to meet, after all. So 

extra

Revisiting the  Far Cry game that time forgot, with the cavemen 
and sabretooth tigers of  Far Cry Primal  ALEX SPENCER

PUBLISHER UBISOFT / DEVELOPER UBISOFT MONTREAL / FORMAT XBOX ONE / RELEASE DATE FEBRUARY 2016
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I loose a flaming arrow at the dry 
wood, taking advantage of the fire 
propagation tech that has been part 
of the series since Far Cry 2, and wait 
for the magic to happen.

Instead, the ring just burns until 
it’s black. I adjust my expectations 
accordingly, and turn to the shaman’s 
cave. Where I am immediately 
transported to a spirit world filled 
with glowing golden deer 
and my new best friend, 
the magic owl. I wake 
from the vision to be 
named ‘Beastmaster’, 
a moniker that can only 
remind me of Chevy 
Chase’s Halloween 
costume in Community. 
More importantly, it turns 
out I can now directly control 
my owl pal, seeing the world through 
her enormous eyes. I don’t know what 
to believe anymore. I’m beginning to 
suspect that perhaps this isn’t an 
entirely realistic account of Mesolithic 
life after all…

Creature comforts
My new BFF – I name her, with all 
the creativity my caveman brain 
can muster, Owly – offers a literal 
bird’s-eye view of any situation that 
might require a stealthy approach. 
This is Primal’s way of letting you tag 
enemies, and honestly it’s much more 

enjoyable than scanning camps with a
pair of binoculars.

Owly isn’t the only animal I
can befriend, either. Turns

out my new Beastmaster
status allows me to
tame just about any
predator I meet in the
wild, by feeding them
some meat and then
tickling them behind

the ears. We’re back into
Flintstones territory, and I

couldn’t be happier.
All quests are put on hold for a

few hours, as I settle into a role
somewhere between Ash Ketchum
and St Francis of Assisi. I tame
every wolf, bear and sabretooth
tiger I can get my meat-clutching
mitts on. Sadly, you can only have
one animal companion at a time –
I’d love a version of Primal purely
about gathering my own prehistoric
menagerie – but that pet will follow
you loyally around the world and
attack any enemies you point them at.
Which, as far as I’m concerned, is just
a fringe benefit of having a furry friend

who I can give a fuss to with a tap of
the X button. Who’s a good boy? Every 
last one of you, yes you all are.

These are the beasts who will 
one day evolve into man’s best 
friend in Far Cry 5, Boomer the gun-
carrying dog – but they’re not fully 
domesticated just yet. As I discover 
when my pet wolf streaks off into the 
forest in pursuit of a yak. I sprint after
the pair, following a trail that leads
us through a pack of wild dogs, three
hulking wolves and into a couple of
Neanderthal warriors from the rival
Udam tribe.

The result is the cave painting
equivalent of a Benny Hill sketch,
a snaking line of man and beast
that just begs for an accompanying
‘Yakety Sax’ soundtrack. This is what
Far Cry games have always done
best – various factions and systems
mashing together to create surprising
and often silly outcomes. It’s a sense
of chaos that, thankfully, can’t be
dampened just by winding the clock
back a dozen millennia. Now: Wolfy,
get back here right now! Oh, Jesus
Christ! Wolfy!

“It turns out I can now directly 
control my owl pal  seein  the world 
throu h her enormous eyes”

 PLAYED ANYTHING GOOD RECENTLY? COME SHARE IT AT WWW.FACEBOOK.COM/OXMUK

ABOVE Watching 
this ring of 
foliage burn, 
with no reward,
was like finding
out Santa’s not 
real. Which he 
is, obviously.

FAR LEFT Ubisoft 
did a remarkable 
job of capturing 
the loving look 
in a dog’s eyes 
as you pet or 
feed them.

WHAT IS IT?
Like Far Cry, but set
before the invention

of guns, or the wheel,
or written language. 

With an owl you
can become close

friends with.
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about looking across Mad Max’s 
blasted horizon. It’s not Avalanche’s 
still-unmatched work in turning 
the colour brown into a genuinely 
gorgeous palette with which to work, 
nor the dust clouds kicked up by one 
of the sparse world’s endlessly racing 
convoys, or even the occasional 
roiling, genuinely frightening desert 
storm ripped straight out of Fury Road. 
It’s that there’s almost never an icon 
to clutter the view.

The game doesn’t dispense with 
the scattershot storytelling and goal-
setting of its open world peers – far 
from it – it just chooses to dispense 
that information a little differently. 
Passing a point of interest doesn’t 
flash anything on your screen until 
you’re practically inside it, setting 
a waypoint adds nothing more than 
a green line on the mini-map. The 
closest you’ll get to the pebbledash 
UI of your common-or-garden Ubisoft 
game is a single, small marker, 
hovering above the hood of a nearby 
convoy leader to help you identify the 
right car to smash. There’s a respect 
for the horizon in this one-off open 
world, and it goes beyond a simple 
aesthetic choice.

Road thrill
Among the first things you’re
shown in the game is the 
ending – it’s the giant 
belch of black smoke 
coming from the North, 
signifying Gastown, your 
new nemesis, Scabrous 
Scrotus, and the last 
known resting place of your
beloved, stolen car. The entire
game, in other words, is a push to 
reach the horizon.

It goes further. By removing icons 
telling you where to look, looking 
suddenly means more. A plume of 
smoke is an obvious tell, but what 
about circling birds, the back half of 
a car wreck poking from the sand, a 
rusted oil pipeline that suddenly just 
ends? What would usually be nothing 
more than set dressing suddenly 
becomes rich in possibility, just 

because the game refuses to confirm
or deny whether you’re right.

The map follows suit. Mad Max 
might have its own equivalent of 
towers to climb – pleasantly quiet 
tethered hot air balloons – but once 
you get to the top there’s no radar 

pulse or eagle vision. You whip 
out your binoculars and 

spot things yourself. Even 
then, not everything’s 
automatically marked, 
meaning that you need 
to keep your bearings 
once you’re up in the air, 

so as to visit what you 
saw from a bird’s eye view 

at ground level.
For once in an open world game, 

you’re not concentrating on the mini-
map, following magical lines drawn 
on the floor, or speeding towards 
columns of light you’ve placed down. 
You’re just going where you think you 
should go, whether that’s something 
as grand as “reclaiming what was 
rightfully mine”, or as prosaic as “I 
hope there’s some water over there 
because my HP’s low and I don’t want 
to watch Max eat maggots again”.

This strange, exploratory feeling 
makes returning to Mad Max a joy – it 
hasn’t aged, because very few other 
games copied it. It also makes Mad Max 
a more ponderous game than others 
of its ilk – and that probably affected 
its reputation when it arrived. But in a 
world where the latest Zelda, or Red 
Dead Redemption II exist – both games 
that put a premium on quietness, and 
player-led goals – Mad Max suddenly 
looks forward-thinking, even visionary. 
And do either of those games feature 
a cackling hunchback who sits on the 
back of your car and screams at you 
to ram passing dune buggies? No they 
do not. Head back, and see what the 
horizon holds for you. 

It’s not so much “bring me the horizon” as “smash into the 
horizon really fast” in  Mad Max   HAL TARRARE 

PUBLISHER WARNER BROS / DEVELOPER AVALANCHE / FORMAT XBOX ONE / RELEASE DATE SEPTEMBER 2015

“Returnin to Mad Max is a oy 
– it hasn’t a ed  because very 
few other games copied it”

WHAT IS IT?
The Just Cause 

developer’s one-off 
open world game, based 
on the hit movie series, 

that’s rich in diesel 
fumes, blood,  

and exploration.
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defined by their 
launch titles, those 
games that appear 
in the first months 
of a machine’s life 
that set the tone 

for the rest of the generation.
Games like Forza Motorsport 5 and 

Ryse presented good, hardware-
showcasing exclusives to help the 
Xbox One out of the gates, while 
Assassin’s Creed IV, CoD: Ghosts and 
Battlefield IV brought heavy-hitting, 
household names. But one such title 
that seems to have fallen through 
the cracks is Max: The Curse Of 
Brotherhood, a digital-only game that 
was not afforded the same massive 
marketing budgets of other titles. It’s 
a strong forebear to the hefty indie 
selection that would appear on the 
console in years to come.

The sequel to Press Play’s 2010 
puzzle-platformer Max & the Magic 
Marker (which didn’t appear on 
Microsoft’s machines), The Curse Of 
Brotherhood continues that game’s 
pen-wielding platforming action, now 
with crisp 3D visuals. You play as the 
titular hero, a precocious ten-year old 
who unwittingly Googles up a spell to 
make his annoying younger brother 
disappear. The conjuration 
opens a magical portal, out 
of which a giant claw 
emerges and snatches 
his sibling away. The 
‘curse’ of Brotherhood 
here is that Max 
immediately regrets 
his actions and, imbued 
with brotherly love, doesn’t 
hesitate to jump into the 
vortex, finding himself in a volatile
world controlled by the dastardly
Mustacho and his henchmen.

Pen pals
The selling point of this 2.5D
platformer is the magical felt-tip
that accompanies Max through the
adventure, a permanent marker that
allows you to draw objects into the
game world to complete the ingenious
puzzles that stand in your way. Found

yourself at an impasse? Draw a sturdy
tree branch to bridge the gap. That 
chasm’s too big for a branch? A vine 
hanging from the ceiling might allow 
you to Tarzan-swing your way across. 
The game gets especially inventive 
when you’re given the opportunity to 

use its physics systems to your 
advantage. Once drawn,

you can disconnect your
created trunks from
their roots, and they’ll
fall realistically before
you’re able to push and
pull them into a desired

position. You’ll find
moments when you’ll have

to create tiered platforms to
allow you to clamber up to higher

spots or sketch out round branches
that roll into position.

More powers are introduced as
the game goes on, and though the
platforming controls are a little
uneven, there are always new things
to be thinking about, as powers
are combined to fresh effect. What
makes the game so engaging is the
way it constantly mixes things up.
A lot of the puzzles have multiple

solutions, and the ‘correct’ way can be
subverted with the cheeky exploitation 
of the game’s physics.

Press Play shut down in 2016, taking 
intriguing looking multiplayer action-
survival game Knoxville (which one can 
assume would perform relatively well 
in a post-PUBG landscape) with it.  
The Danish studio is survived on
Xbox One by both Max, and Kalimba,
its 2014 puzzle-platformer in
which you move pieces of a totem
pole through levels while avoiding
obstacles. Both games are well worth
checking out for some inventive
platforming, and being mostly
forgotten (and five years old), Max can
be picked up for a very low price.

extra

“It’s a stron  forebear to the hefty 
indie selection that would appear on 
the console in years to come”

Inventive platformers come and go, but  Max: The Curse Of  
 Brotherhood  makes a permanent mark  ALEX NELSON

PUBLISHER MICROSOFT STUDIOS / DEVELOPER PRESS PLAY / FORMAT XBOX ONE / RELEASE DATE DECEMBER 2013

WHAT IS IT?
Press Play’s platformer 

was an early indie-
style hit for Xbox One, 
and its magic marker 

inventiveness is  
well worth a revisit  

any time.
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Free Radical’s classic first-person shooter 
 Timesplitters 2  was way ahead of its time  CHRIS BURKE

PUBLISHER EIDOS / DEVELOPER FREE RADICAL / FORMAT XBOX 

Even among  
the fine company 
already featured in 
our Retrospective 
pages, this month’s 
subject is a true 
legend of Xbox 

. Timesplitters 2 is the game 
made this writer buy an Xbox. The 
ns for this are lost to memory, 

use I already owned a (hiss-boo) 
but I must have been convinced, 

n seeing it played on an Xbox, that 
brand-new console was the one 

which it looked the best. Either 
way, what I do clearly remember is the 
excitement of getting this huge black 

ts huge fat controller home 
ng up Timesplitters 2 for the 
It was magic.
lot of the credit for all 
ement must go to the 
t was a sequel – not to 
ers, that’s obvious,
denEye, the 
nd first-person 
at was Rare’s 
impeachable 
the N64. The 
ly responsible 
Eye, David 
other key 

onnel including 
roducer Stephen Ellis,
Graeme Norgate and lead 
Hilton, left the company to 
Radical to carry on the great 
d begun with that game 
follow-up FPS Perfect Dark 
– the result of which was 
Timesplitters 2.

To say that Timesplitters 
2 shared GoldenEye’s DNA 

an understatement. The 
tinctive character design, 
astic music once again 
ed by Norgate, the game’s 
design and twitch-control 
y helped TS2 to be another 
S. Even the first level wears 
e proudly, a Russian military 
nd dam in snowy Siberia – a 
eplication of GoldenEye’s 
c level.
m had already made the first 
ers, which was released by 

Eidos in 2000 on PS2, but by the time 
of its sequel, Free Radical was in full 
flow and able to turn the dial up to 
11 when it came to imaginative game 
design, visual flair and wild ambition.

Radically free
The premise of the game is pleasingly 
simple and unconcerned with the 
kind of gravity that anchors far too 
many modern games. Simpler, more 
fun times. Time travel is a McGuffin 
that allows for a fantastic variety of 
settings, and a broad and colourful 
cast of characters from different 
historical periods referencing a ton of 
movies and a wealth of pop culture. 
As a result, the game felt fresh and 
different for every single level, with 
each mission and objective unique 
to that segment of the over-arching 
story. That story, by the way, is 
almost irrelevant, forgettable even 

– something to do with a pair 
of space marines, Cortez 

and Hart, recovering time 
crystals throughout 
history. This required a 
time-travel device which 
involved taking control 
of the bodies and minds 

of historical characters 
– years before the Animus

was dreamt up. It was the
imaginative design of each differen
setting that impressed and stayed
with us all these years. 

After that 1990 Siberia level, it
was off to Al Capone-era Chicago to
inhabit the body of a private dick on
the trail of a mob boss, then Notre
Dame in 1890’s Paris to meet a
certain hunchback and rescue
damsels in distress from zombies
in a darkly gothic setting. After that
it was off into the space-age to
repel invading aliens on an exotic
planet. One of our favourite levels
was NeoTokyo, a cyberpunk level se
in the year 2019 (soooo far in the
future…). To a Vangelis-homaging
soundtrack, with a knowing Blade
Runner visual style, this level involv
tailing a hacker to a secret base an
using the base’s own cameras to ge
her password, so as to shut down

SHAUN OF
THE DEAD

In Edgar Wright’s zom-
com, Nick Frost spends 

a lot of time playing 
videogames. His game 

of choice? Timesplitters 
2, of course.
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their operation. Success depended 
on shooting out the CCTV cameras in 
the rainy streets; since the gang had 
hacked these, failure to do so meant 
they’d be waiting for you and the game 
would be up.

Each of the game’s levels involved a 
number of main objectives, including 
locating the time crystal at each point 
in history and escaping again through 
the time portal you’d opened up. But 
there were also side objectives to be 
completed, adding to the replay value 
of each level. The levels themselves 
were pretty short, but the game forced 
you to complete each one on Easy 
before progressing via Normal to Hard, 
with each successive playthrough 
trickier with more, and more involved, 
objectives to complete and new 
weapons to find.

Beguiled West
Another OXM favourite is the Wild West 
level. Here you are bust the framed 
sheriff of Little Prospect, Ramona, 
out of jail where she’d been locked up
by a dastardly Confederate Colonel.
Locating a keg of gunpowder, you
needed to make a trail of it between
two points – the outside wall of the
jailhouse, where a handy cart of TNT
was waiting, to a door you needed
to blow open in order to progress
through the town. Simpler than it
sounds, because if you made the
trail too direct, Ramona would tend
to catch fire on the blazing powder.
Having blown half the town up, you
also trapped a cowgirl in the loft of her
own barn, requiring you to shoot out
barrels of water to put the fire out and

FAR FROM OVER
OVERWATCH
Much-loved, fun FPS with 
a big cast of characters 
that’s all about the twitch
control and frantic play. 
Popular as ever.

WRECKING CREWS
CRACKDOWN 3
An imminent arrival on the
multiplayer landscape,
Wrecking Zone looks like
it could be tons of fun. See
page 44 for more! 

Free Radical’s game set a 
benchmark for multiplayer 
shooters and it’s rarely
been beaten for its pace
and sheer joyous fun. Here 
are some that try…

FIRST 
FOR FUN

HALO, I LOVE YOU
HALO MASTERCHIEF
COLLECTION
Thanks to its remasters,
still one of the best FPSs, 
and best enjoyed couch 
co-op, like in t’old days. 

rescue her – all the while shooting bad 
guys on the street and sniping from
bell towers and the like.

After this was a Strange Brigade-
style, colonial era-parodying jungle
level with Aztec Ruins; a 1970s cop-
show shoot out in a villain’s secret
base; and a robot factory in the future. 
This game had it all and revelled
joyously in its own freedom. Doak has
said that their new-found freedom,
having broken free of the necessary
constraints of the Bond universe on
GoldenEye, enabled them to pretty
much do anything they wanted. “Karl
[Hilton, lead artist] wanted to build

Notre Dame,” Doak told Videogamer 
last year, “so that was it. The whole 
start of that environment was… I 
remember Karl saying, “Oh f**k it, I’m 
gonna see how good a Notre Dame I 
can build.”

As much as anything else, it was 
the game’s unique visual flair that 
impressed mightily back in 2002, 
and has helped the game to date 
reasonably well. Imagine what an HD 
remake would do with those beautiful 
cartoon character designs – it would 
make Fortnite look dull and drab. 
Each character was so carefully 
referential and magnificently designed 
that it seemed as though each one 
had walked off the pages of a really 
cool comic book. The mobsters, Big 
Tony and Braces; space-age heroes 
Candi Skyler and Hank Nova; groovy 
’70s cops Harry Tipper and Kitten 
Celeste; cowboy Elijah Jones and 
cowgirl Venus Starr; circus freak Mister 
Giggles; cyberpunk agent Chastity 
Detroit. Okay, so they do sound a 
bit like porn star names. But then a 
knowing, cheeky humour is evident in 
the game’s every line of dialogue and
every visual cue.

OXM booted the game up again on 
our original Xbox, expecting it to feel 
a little dated – after all, we’re coming 
fresh out of Red Dead Online here. 
However, we can honestly say that 
the game still plays fantastically well. 
Each level remains a genius bit of 
game design – linear, yes, but with so 
many ways to play through each time. 
Take that opening Oblask Dam level 

“This bein  2002  online multiplayer was still 
a way off. But the split-screen couch-co-op 
was superb and still holds up today”

ABOVE The game’s 
first level, a 
Siberian dam, is 
very similar to 
that of its
predecessor,
GoldenEye.

extra
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in Siberia, for example. It’s possible 
to just run through like a maniac 
shooting everything, of course, but 
the level is so much more rewarding 
if you play it like James Bond – with a 
sniper rifle and silenced pistol, taking 
out alarms and security cameras and 
making your ammo count with silent 
assassinations. Combat takes a bit 
of getting used to – there’s no left-
trigger aim, with both triggers used 
to dual-wield; press in the right stick 
to bring up a sight for the sniper rifle. 
You’re always aiming at the centre of 
the screen, so while you can move 
your reticule, it snaps back to the 
centre when you let the left stick go. 
There’s no radar, and you can’t tell the 
direction you’re being shot from, while 
the button-mapping feels weird after 
playing so many modern shooters. 
Easy when you know how, though – it 
all came back, like knowing how to 
ride a bike. While we got through most 
of the game’s levels on its first ‘Easy’ 
runthrough in just a couple of hours, 
revisiting the multiplayer was a whole 
other hugely rewarding experience.

In that respect, Timesplitters 2 
was years ahead of its time. Every 
twitch-control multiplayer since owes 
a debt to TS2. Overwatch being the 
most obvious comparison; but for the 
lack of respawning in Fortnite, those 
parallels are there too. This being 
2002, of course, online multiplayer 
was still a way off. But the couch co-
op split screen was superb, and still 
holds up today. Four could play locally, 
but up to 16 players could take part 

TOP The game’s 
multiplayer 
still takes some 
beating.

ABOVE Chicago 
1932 is one of 
the game’s  
early levels.

via system link. It was just as fun solo. 
Instead of lots of online players to 
shoot it out with, the game had bots. 
Lots and lots of unique AI opponents 
drawn from the game’s many 
distinctive characters, all running 
around shooting you and each other 
in excellently designed, small-arena 
maps designed on (but not taken 
directly from) the story missions.

Those who can remember the split-
screen multiplayer of GoldenEye may 
recall running around as your Bond 
villain of choice, with the different 

sizes and speeds of those characters 
making a real difference to your play-
style. Here, the choice of characters 
is even more eclectic – there are 
70 characters to choose from, from 
small monkeys to hulking robots, 
while different weapons, some dual-
wielded, spawn at key points in the 
maps and can set you off on the kind 
of match-winning killing spree that 
makes you feel like king of the world.

On top of loads of different 
unlockable modes, mostly around 
the classic Deathmatch, Team 
Deathmatch and Capture the 
Flag staples, a huge number of 
customisation options allow you to 
tweak the score limit, timing, levels of 
AI, whether to start with weapons or 
race to pick them up first, you name 
it; there are single-player mini-game 
challenges, and monkeys.

About time
Free Radical made a third, less 
memorable Timesplitters game, Future 
Perfect, but the biggest problem for 
the franchise was no iconic central 
character – Hart and Cortez spend the 
game being other people. There’s no 
Masterchief to peg it on. Still, the news 
that Koch Media has bought the rights 
to the IP makes us excited that a 
reboot is on the way. Whether, without 
Free Radical and David Doak’s genius 
behind it, it could be any good is 
another matter. But in the meantime, 
let’s just say that if it wasn’t already
16 years old, Timesplitters 2 would be
OXM’s new favourite game.  

THE OFFICIAL XBOX MAGAZINE  103More Xbox news at gamesradar.com/oxm



HOW TO... 
OPTIMISE YOUR 
4K EXPERIENCE

Your eyes deserve all the pixels. If you’ve
been resisting the 4K revolution since
Xbox One X launched, now’s the time to
surrender to the Ultra HD army. Playing
Forza Horizon 4 and Red Dead Redemption
II at full fat 2160p is a revelation that will
make your spoiled peepers resent 1080p

gaming on Xbox One S. But to really get the most out of 4K,
you’ll have to tweak your TV’s settings.

While modern televisions may be absurdly skinny and
come packed with smart features, most of them are terribly
calibrated out of the box. Oversaturated, with borked

sharpness settings and ghastly, gimmicky motion processes 
enabled, TV manufacturers calibrate their displays to look 
good in a shop window, not to impress in a darkened room 
designed for gaming.

Luckily, with a little time and patience, you can easily 
improve your 4K experience with the help of your old pals at 
OXM. We’re here to show you how to tweak your TV’s settings 
to get the most pristine, lag-free picture possible, ensuring 
the absolute best Ultra HD experience you can have on 
Xbox One X. So grab that remote and prepare to dive into 
your television’s menus as we guide you through our easy, 
effective calibration tips. Get ready for some 4K fiddling.

01
KNOW YOUR TV
Not all 4K displays are created equal. Some support HDR 10,
others Dolby Vision. Many TVs are classed as 8-bit panels,
while fancier models are 10-bit – these TVs can show a
frankly silly 1.07 billion colours. For a simple lowdown on
what features your TV supports, go to Display and Sound
settings on your Xbox One X, then ‘4K TV details’. From here,
your Xbox will tell you all the things you need to know.

02
TWEAK YOUR HDMI RANGE
Are your games looking washed out? Your HDMI range 
settings are likely to blame. To make 4K games look their 
best, your TV’s black levels need to be correctly set. 
Normally, your TV’s HDMI range should be set to auto, but 
when in doubt, HDMI limited or black-level high is the option 
you want. If your TV is set to HDMI full or black-level low, this 
can cause ‘black crush’, making your games too dark. 

Killer tips on how to squeeze every last pixel out of your  
 Ultra HD TV  for the ultimate Xbox One X experience  DAVE MEIKLEHAM

YOU WILL NEED KEEN EYES/PILES OF CASH OPTIONAL AN UNHEALTHY OBSESSION WITH CALIBRATION SETTINGS

8-bit panels are 
no slouch: they 
can display 16.7 
million colours,
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05
CHECK YOUR HDR SETTINGS
Unless your TV is calibrated just so, HDR can make 4K games 
look washed out. To enable the full gamut of colours HDR can 
display, calibrate the HDMI slot your Xbox is plugged into to 
support ‘4:2:2 chroma subsampling’. Enabling it only involves 
switching a single setting. With LG TVs, you turn on ‘Ultra HD 
Deep Colour’, for Sony sets, the ‘Enhanced’ HDMI format. You 
should find something similar in your TV’s HDR settings.

03
REDUCE SHARPNESS
The whole point of 4K is that it offers a naturally sharp 
image. If you then go and add extra layers of sharpness 
through your TV’s settings, you’ll distort the picture. With 
4K signals, make sure the TV’s sharpness slider is set to 
no more than 10 per cent of the max value. For example, to 
ensure the most natural picture possible, if your TV’s max 
sharpness is 50, opt for a value of four or five.  

06
GET A CALIBRATION DISC
These in-depth, picture-tweaking Blu-rays can be purchased 
online for around £20/$20, and they ensure your contrast, 
sharpness and colour settings, as well as black levels, are 
all set to the correct value. Spears & Munsil’s HD Benchmark 
and Calibration disc is a great option. Alternatively, if you 
want to save some cash, your Xbox One’s ‘Calibrate TV’ 
option in Display and Sound settings does a decent job. 

04
ENABLE GAME MODE
The vast majority of 4K sets have a game mode. Switching on 
this key feature is important for one major reason: it slashes 
response times. On the likes of Samsung, LG and Sony TVs, 
having game mode off can treble response times, leading 
to horrible input lag while gaming. Certain brands hide the 
feature away in settings menus, so you may have to hunt to 
find it. There’s no point in 4K gaming if its blighted by lag. 

ODE TO
OLED
If you want the 
ultimate 4K Xbox One 
X experience, you
really should consider
upgrading to an OLED
TV. Offering far better
contrast performance
than LED TVs, these 
panels produce 
perfect blacks, 
making them a great 
option for those who 
like playing horror 
games in the dark
– Resident Evil 7 looks
insane on an OLED.
Currently, LG’s OLEDs 
offer the best balance 
between price and 
performance, making
them the finest 4K
TVs on the market.

H O W T O . . . 

RUIN EVEN
THE BEST

4K TV

STEP 1
So you’ve bought a shiny
4K display and want to
make it look as garish and
unnatural as possible? Lovely
stuff. OXM has your crappy 
calibration needs covered.

STEP 2
First off, get all those nasty 
dynamic contrast and 
colour settings ramped 
up for the most offensive, 
oversaturated and cornea-
signing picture possible. 

STEP 3
Your TV most likely has a 
fancy motion feature that
enables the dreaded ‘soap
opera’ effect. Turn this on to 
make Gears Of War 4 look like 
The Big Bang Theory.

STEP 4
Turn your sharpness settings
up to the maximum level. This 
way, your games will look so 
jaggy and unnaturally crisp 
just looking at them will 
shred your retinas. 
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WHY I LOVE...  
FIFA’S HEADERS 
& VOLLEYS MODE 

extra

FIFA 19 ’sbestnewideaisaportaltochildhood and extremely 
stupidfootballingdecisions HAL TARRARE

SEPTEMBER 2018

FIF
stupidfootballingdecisions HAL TARRARE

PUBLISHER EA / DEVELOPER EA VANCOUVER / FORMATA XBOX ONE / RELEASE DATA E

RIGHT Kevin De 
Bruyne and  
pals can make 
you feel 
spectacular.
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  WHAT GAMES DO YOU LOVE? SEND YOUR LUSTY THOUGHTS TO OXM@FUTURENET.COM

I have a theory that FIFA’s new 
House Rules modes were made in 
secret. As Ultimate Team continues 
to turn football gaming into boring 
spreadsheet alchemy, the latest 
game’s new suite of strange, even 
funny modes – all available only as 
local exhibition matches – doesn’t 
make sense. There’s just no profit in 
letting people play how they want. 

I like to think that some young 
developer – still not sandpapered 
to an emotional husk by capital-B 
Business – built these modes in their 
spare time, just for a laugh. Then 
they began to invite their colleagues 
to play them after hours. And they
were great! So more people began to
file into the office, night after night
until, finally, the lead producer arrived.
A worried hush descended as they
picked up the pad but, like some
extremely nerdy version of Ratatouille,
the sheer delight of playing football
with odd rules variants brought
them back to the golden days of
childhood, and they couldn’t resist
making them official. And, if any of
that ill-informed, guessed-at reverie
is true, I bet it was Headers & Volleys
that did it.

If you enjoyed playing football as a
child, you know exactly what Headers
& Volleys is. Honestly, even if you
didn’t, you still know what Headers &
Volleys is. I’ll explain anyway: you can
only score with headers, or volleys (or
free kicks and penalties, shut up). It’s
stupefyingly simple, and that is the
entire, gorgeous joy of it.

And with that simple rule change,
FIFA’s traditions go out of the window.
FIFA 19 in particular puts huge
premium on battling through
the midfield, stringing 
together passes, 
shielding tackles, and 
building a move. All that 
does here is bunches 
defences together and 
makes it near-impossible 
to get the space for a 
lofted pass to be worthwhile.
Suddenly you’re forced to try wing
play, audacious lobbed through balls
to edge-of-the-box midfielders,
even purposely smashing the ball at
defenders to win corners.

Most of all, you will try insane
things, just in case they work. The

ABOVE Playing
Headers &
Volleys is a
great leveller
– and great fun.

“FIFA 19 has poisoned me
into not understandin

ood teams anymore
and I love it”
left trigger becomes your best
friend – holding it as you go for a
volley suddenly makes even the
most hulking defensive midfielder
think they’re a combination of Zlatan
Ibrahimovic and Spider-Man, twisting
their flying body into improbable
shapes to just try and connect to a
looping ball. The unbelievable glory if
it goes in! The gut-bust laughter when
it almost always doesn’t! Practically
every shot becomes a treat.

Thunder ball
This mode’s not just begun changing

how I think about playing FIFA,
but who I play as. I don’t

care how convoluted
and brilliant you and
your mates’ rules are
for picking random
teams, there will always
be a part of the night

where someone says,
“Right, piss off, I’m picking

Barcelona.” But in Headers &
Volleys, Barca’s wriggling, diminutive

frontline are suddenly half as good.
Play against Burnley and you’ll watch
in horror as 90 minutes of deft flicks
are gonked out of the air at missile
speed by James Tarkowski’s well-
coiffed anvil of a head.

WHAT IS IT?
Imagine a football  
game where you 

can only score using 
headers or volleys. 

Now, imagine… wait, no, 
that’s literally all there 

is to it.

Suddenly, tall, lumbering centre 
forwards are gold dust. To build on 
that value system, an attacking 
midfielder with a high volley stat and a 
tendency to hover around the 18-yard 
line is like some priceless meteorite. 
Headers & Volleys has made me love 
Marseille, of all teams, just because 
Dimitri Payet will invariably score with 
a spinning roundhouse kick out of 
absolutely nowhere once per game. 
I find myself naturally flicking past 
Bayern to get to Werder Bremen, or 
past Inter Milan to give Sassuolo a 
go. FIFA 19 has poisoned me into not 
understanding good teams anymore, 
and I love it.

Honestly, FIFA 19’s House Rules all 
have their ways of hooking you. ‘First 
To…’ turns matches into frighteningly 
tense affairs. ‘No Rules’ is an absolute 
mess, and totally delightful for it. 
‘Survival’s neat mantra of “if you score, 
lose a player” is a genuinely inventive 
little idea that engenders proper 
tactical thinking. ‘Long Range’ is the 
basketball twist to football I never 
knew I wanted. But there’s something 
about those good old H’s and V’s that 
makes me just keep heading back – 
because it makes you play stupidly. 

You genuinely are catapulted back 
to the playground, where no one 
was good enough to actually score 
a bicycle kick, but everyone would 
try, just in case. By dropping FIFA’s 
simulation pretence, just for a few 
minutes, this suddenly feels like the 
mad little videogame it is. I may not 
know why FIFA 19 was the point that 
EA suddenly chose to embrace fun, 
but I’m extremely glad it did. 
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10 BEST SHARKS 
ON XBOX 

It’s hard to love a shark. These dead-eyed, primeval swimming 
bastards are almost never, ever considered cuddly. And there’s 
a shiver of sharks all over your Xbox right now…  CHRIS BURKE
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MANEATER SHARK – FAR CRY 3
As if the frankly unstable island inhabitants of this Indian Ocean island paradise 
weren’t hostile enough, dare to go paddling off its idyllic beaches and before 
long you’d have lost a large part of your leg. The pay-off for dealing with these 
rubbery rotters was that you could craft higher level items such as pouches from 
their fins and skins, and thankfully sometimes you could just run them over with 
a boat. But, as keen marine environmentalists here at OXM, we’d never condone 
the needless slaughter of these beautiful creatures. Ooh, unless you want a really 
nice new quiver, in which case you’ll need to skin a legendary Maneater shark, 
while singing Hall And Oates’ 1982 hit song. Ask your dad.

SHARK THE VAGRANT – ASSASSIN’S CREED ODYSSEY
In Ancient Greece, sharks are second only to chickens in their viciousness. The 
clear blue waters around Odyssey’s islands might look inviting, particularly with 
all the lucrative shipwrecks and sunken temples down there just waiting to be 
searched for drachmae. But beware the finned fiends who will attack without 
prejudice almost the minute you dive from your Trireme. Shark The Vagrant is 
the slightly odd name given by some vegetable vendors to a big old shark who’s 
guarding a sunken temple off the coast of Kephallonia. Said traders want you to 
retrieve a necklace from the temple. So of course, you go into the water. Shark’s 
in the water. Our shark.

BRUCE – JAWS UNLEASHED
A sandbox adventure on the original Xbox in which 
you played as the titular shark, except he’s called 
Bruce (who knew?), swimming around the Amity 
Island locations of the original movie. The aim, 
more or less, is to cause shark-shaped carnage; 
trashing water-based theme parks, destroying 
polluting chemical plants and generally, well, eating 
swimmers. In fact, eating everything, as a core part 
of the gameplay mechanic involves the shark’s 
need to keep filling its fishcake-hole. A lot more fun 
than you’d imagine can be had engaging in races, 
gathering collectibles while sinking your teeth 
into limited story missions and fighting other sea 
creatures with your head-butt move.

YOUR SHARK – HUNGRY SHARK WORLD
You might be thinking from the other entries here that 
sharks get a bad press in the world of games, and 
you’d be right. So here’s a game that makes amends by 
being as close to a shark RPG as you’re probably ever 
going to get. Swimming its way onto Xbox One from 
its previous mobile platform, the Hungry Shark series 
allows you to choose from 17 unlockable sharks, level 
your fish up with XP, pick up octopus pets and even 
accessorise your fins with gear collected by eating 
hapless swimmers. Colourful, cheerful and fun in 
short bursts like any good mobile game, it’s a must-
have for fans of ‘elasmobranch fish’ everywhere. That 
means shark, by the way, but would take far too long 
to say if you were yelling a warning up a beach.
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TINY – BATMAN ARKHAM CITY
One of the Dark Knight’s most troublesome foes in Rocksteady’s second Batman 
game is called Tiny. Yes, Tiny (spoiler: he’s not). In Penguin’s Arkham City hideout, 
Penguin has repurposed part of the former Natural History museum to be what he 
terms “The Torture Chamber”. Its basically a big water tank, into which Penguin 
throws any problems he needs getting rid of. Problematic people, for the most 
part. When Batman arrives, looking for Mr Freeze, he finds the tank frozen over 
with a couple of undercover GCPD needing to be rescued, and has to traverse the 
room several times trying not to get eaten by the presumably cold shark, which to 
be fair just wants a warm dinn

YOU’LL GET JAWS – TOMB RAIDER UNDERWORLD
Before Lara Croft got all serious and was made to look like she was always on 
the verge of tears, we had one of the finest of all the series’ entries, 2008’s 
Underworld. The game had lots of underwater sections, including some early 
Mediterranean subaquatic hi-jinks, so it was inevitable Ms Croft was going to 
run into some sharks again. Luckily, this time, Lara can fight back – and for the 
first time can actually use her trademark double pistols while in the water, while 
there’s also a handy speargun for sticking them in the gills. More proof that sharks 
get angrier in the cold – these swimming predators get much more aggressive in 
the Arctic sections of the game than they were in the warm and pleasant Med.

SECRET SHARK – BATTLEFIELD 4
Sharks have become something of a running gag 
in the otherwise kinda po-faced war series. A 
giant shark, or Megalodon, was first dropped into 
Battlefield 4 as an Easter Egg in its Naval Strike DLC. 
Ten players are needed to bait the shark, which is 
found in the Nansha Strike map, so you and nine 
other fearless/suicidal players need to head out 
in your little boats and, well, you’re all going to die. 
Mostly by having a 10-ton shark land on you. DICE 
repeated the secret shark trick for Battlefield 1. In 
the They Shall Not Pass DLC are clues to finding the 
underground location of the terrifying Meg, blowing 
the ground up and summoning it out of the puddle… 
Anyone spotted any sharks in Battlefield V yet?

SHARKOMATIC – SAINT’S ROW THE THIRD
A decade ago now, the fun counterpoint to GTA IV’s 
more serious take on guns and crime was Volition’s 
Saints Row series, and it just got dafter with each 
iteration. Saints Row The Third was a blast from start 
to finish as your homies ran amok in the fictional US 
city of Steelport, making creative fun out of violent 
gang warfare. One of the craziest weapons in a crazy 
game, the Sharkomatic came to Steelport via the 
Shark Attack Pack DLC. Basically a shotgun, when 
you fire the Sharkomatic at enemies, you cover them 
in fish guts. Grim, right? But then, just as they’re 
probably wondering how they’re ever going to get the 
smell out of their gangsta threads, a shark emerges 
from the ground and eats them all up.

er inside him.
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THE MEGALODON – SEA OF THIEVES
As though it wasn’t enough that everyone 
in the game is a shark of sorts, there 
are also actual sharks swimming around 
Rare’s pirate sandbox – and those guys are 
always hungry. But nothing in the game 
is so utterly terrifying as the Megalodon, 
that first swam our way courtesy of 
the Hungering Deep expansion. Taking 
Merrick’s Quest from the Bilge Rat in the 
tavern leads you to Shark Bait Cove, where 
a series of clues lead you to this geezer 
called Merrick. After getting yourself 
a drum and a tattoo, you head to the 
shark’s coordinates, and play your drum to 
summon the giant prehistoric sea monster. 
Don’t say we didn’t warn you though, 
you’re going to need a bigger boat.gg

 
NEPTUNE –  
RESIDENT EVIL
The nasty-bad Umbrella Corp have created any number of 
terrifying bioweapons, but none are quite so scary as the 
FI-03, codename Neptune. A Great White mutated with 
the T-Virus to test its effects on marine biology, this shark 
was first seen in a tank in the Arklay lab facility below the 
Spencer Mansion. Chris Redfield finds S.T.A.R.S. Bravo team 
member Richard in the flooded Aqua Ring part of the facility, 
only to see him chomped to death by an out-of-its tank 
Neptune. What follows is one of the trickiest and scariest 
boss fights in the game as you splash around trying to 
shotgun the fishy bastard in its unblinking, black eyes. It’s 
pretty much instant death if he catches you, too. Not quite 
so clever when we drain your tank though, eh fish face? 
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games

THE WITCHER III:   
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.

03

FORZA HORIZON 4 
PUBLISHER MICROSOFT STUDIOS
A must-have experience for every Xbox 
One owner, not only is the racing excellent 
and varied, the open world playground you 
drive across is one of the most stunning 
places we’ve seen on the console.
DEFINING MOMENT Seeing the seasons 
change for the first time.

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 realising the worst 
was yet to come.

06

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.

04

ASSASSIN’S CREED 
ODYSSEY 
PUBLISHER UBISOFT
Bigger and more epic than even Origins, 
this Ancient Greece-set RPG will win your 
heart whether you play as Kassandra or 
Alexios in its vibrant, beautiful world.
DEFINING MOMENT Diving through crystal 
waters into a submerged Minoan palace.

05

WOLFENSTEIN II:  
THE NEW COLOSSUS 
PUBLISHER BETHESDA
Forget realism and dive into a 
Nazi-controlled America in the 1960s, 
complete with robots, the KKK and a 
whole bunch of ridiculous weapons. 
DEFINING MOMENT Taking down an 
enormous, fire-spewing robo-Nazi.

07

RED DEAD  
REDEMPTION II 
PUBLISHER ROCKSTAR GAMES
A stone cold 10/10 classic and the best 
looking console game there’s ever been, 
with easily the most surprising story in 
open-world history. Plays best on X, too.
DEFINING MOMENT That incredible, 
unforeseen twist halfway through.

01

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.

10

CUPHEAD 
PUBLISHER STUDIO MDHR
A graphically stunning love poem 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 
goddamn boss you’ve been fighting for 
days and crying tears of unbridled joy.

08

FORTNITE 
PUBLISHER EPIC GAMES
The biggest game of recent years played 
by, um, everyone and their grans. 
Fortnite’s Battle Royale is now on Season 
6, and it’s still technically on Beta. The PvE 
mode, Save The World is brilliant too.
DEFINING MOMENT Getting your first 
Victory Royale, and doing a dance.

09
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THE BEST GAMES
WE’RE PLAYING AND 
WHY WE LOVE THEM

Warren’s
choice
MONSTER BOY AND
THE CURSED KINGDOM
Stepping into this
cartoonish Kingdom

after playing RDR2 has been a
breath of fresh air and a reminder
that the best games embrace fun
over frustration. I really enjoyed
reviewing this latest adventure.

Adam’s
choice
DIABLO III
After the Christmas
period and the rush of
buying all those

presents and family arguments at
the dinner table, I ended up visiting
a different kind of hell in Diablo III.
It’s so much nicer here I just can’t
stop playing.

OXM TEAM 
CHOICE

THE BES T F IL MS AND T V THIS MONTH

films tv

VIKINGS
FOR FANS OF Game Of Thrones  
The History Channel brings the Norseman 
to TV in this grimy, blood-streaked epic 
about Viking legend Ragnar Lothbrok and 
his warring sons. It’s now on Season 5.2, 
with Queen Lagertha fighting for survival 
against Ragnar’s evil son Ivar.

AVENGERS:  
INFINITY WAR
FOR FANS OF Captain America  
The Marvel movie with the biggest villain 
and the highest stakes in the history of the 
franchise. Watch the Avengers team up 
with the Guardians to fight Thanos, and 
feel your heart clench in your chest.

A DISCOVERY OF 
WITCHES
FOR FANS OF Midnight Texas, Charmed  
Witches, demons and vampires come 
together in this gorgeous tale of forbidden 
love. When Diana Bishop arrives in Oxford to 
pursue a career as an academic, she meets 
a handsome vampire with a dark past.

THE SHAPE OF WATER
FOR FANS OF Pan’s Labyrinth  
This sumptuous aquatic fairytale stars Sally 
Hawkins as a shy, mute janitor who meets a 
reptilian creature in the military facility she 
works at. As love blossoms between them, 
Michael Shannon’s repulsive general 
threatens to tear them apart.

THE SINNER S2
FOR FANS OF True Detective  
The first season of The Sinner left us 
reeling, with its violent, haunting tale of a 
woman who killed for seemingly no reason. 
Season two is just as riveting, bringing Bill 
Pullman’s weary detective into the life of a 
boy convicted of murdering his parents.

HEREDITARY
FOR FANS OF Rosemary’s Baby, The Exorcist  
The scariest film of the year, starring Toni 
Collette as a miniaturist coming to grips 
with the death of her mother and a strange 
presence that’s come over her family. As 
much a portrayal of grief as it is horror, 
Hereditary chills to the bone.

COUNTERPART
FOR FANS OF Hard Sun, The City And The City  
Parallel worlds play a big role in sci-fi, but 
Counterpart feels like one of the freshest 
shows on TV. JK Simmons plays a UN agent 
starting to stagnate in his job, until one day 
he discovers a rift through time and meets 
his counterpart from the Prime world.

LADY BIRD
FOR FANS OF Ghost World  
Teenage angst gets a makeover in Greta 
Gerwig’s slouchy feature debut. Saoirse 
Ronan shines as the bored teen who 
dreams of getting away from her hometown 
while struggling with school, first 
boyfriends and trying to be popular.  

THE MARVELOUS MRS 
MAISEL S2
FOR FANS OF Pushing Daisies  
This cloyingly sweet show was Amazon’s 
breakout hit of 2017, pleasing everyone 
with a taste for vintage and Joan Rivers. 
The second season sees oddball Midge 
juggling being a mother and a stand-up.

DUMPLIN’
FOR FANS OF Little Miss Sunshine  
Everyone is obsessed with this new Netflix 
Original and so are we! Jennifer Aniston 
plays a small-town beauty queen who 
encourages her plus-sized daughter to try 
out for pageant season. Cheesy, but really 
feel-good too. 

CASTLE ROCK
FOR FANS OF It, Ozark  
Months after it first aired in the US, Castle 
Rock has finally come to the UK. Like an 
Easter egg hunt for Stephen King fans, the 
show features iconic locations and 
characters from his various books, plus an 
original small-town mystery you’ll devour.

BIRD BOX 
FOR FANS OF A Quiet Place  
Sandra Bullock stars in this post-apoc 
horror about a mother trying to protect her 
children in the wild. What’s making things 
worse? Creatures that kill you as soon as 
you look at them. A frightening conceit 
elevated by Bullock’s terrific performance.

 Chris’  
choice
TIMESPLITTERS 2 
The only reason I’ve 
interrupted 
gargantuan ten-hour 

sessions of Red Dead Online has 
been to boot up my OG Xbox and 
revel in the sheer joy of Free 
Radical’s 2002 first person shooter. 
And sometimes sleep.

THE OFFICIAL XBOX MAGAZINE  113More Xbox news at gamesradar.com/oxm



 LOVE THIS ISSUE? THE NEXT ONE WILL BE READY FOR YOU ON 8 FEBRUARY

Breakdown [1] blew my mind back in the day. It
wasn’t only the blend of genres, but how they took
on immersion from a first-person perspective, with
an emphasis on hand-to-hand combat. I’ll never
forget the moment where I punched an enemy
and he grabbed my fist in mid-air, held on to it,
while swirling me through the room. Also the very
first thing you do in the game is throwing up in a
toilet. In first person. It’s an obvious choice but
Halo: Combat Evolved [2] was absolutely fantastic
and ground-breaking on so many levels. It actually
made me a believer in playing first-person shooters
with a controller. I was one of those PC keyboard
and mouse cultists and I made my good share of
fun about people playing an FPS with a pad. That
all changed with Halo. It almost felt magical and
to be honest, I never went back to keyboard and
mouse for FPS shooters. I love Metroidvania style
games. The idea of upgrading your character to
gain access to new areas, combined with exciting
combat and a huge area filled with secrets to 
explore just hits a nerve with me.  Shadow Complex  
[3] was the much-needed fix to cure my  
 Castlevania: Symphony Of The Night  [4] cravings. 
The there’s  Sunset Overdrive.  [5] Just wow! It’s 
the embodiment of a perfect videogame for me. 
The ambition and perfection on every single 
development discipline is still absolutely stunning. 
It’s a true testimony to masterful, crafted game 
design. Where’s my sequel, Insomniac?!

Sven Liebold
IOI Operative
Not a secret agent
but rather an agent
of secrets, Sven has
been with working
with IO Interactive
and the Hitman
series for the past
seven years. Prior to
that he worked with
the team on Batman:
Arkham Asylum and
the first Just Cause.

[2]

[3]

[4]

[5]
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the disc slot
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: Sven Liebold

[1]
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