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Horrible times out there in the world, but at least 
us gamers can social-distance and still enjoy our 
Xboxes. Communicating via our headsets, and 
still being able to enjoy games together, has never 
been so valuable. Here at OXM we’re doing our 
level best to keep things as normal as possible, 
and we’re hell-bent on bringing you more great 
stuff to read about your beloved Xbox over the 
coming weeks and months. If you don’t want 
to brave the shops, or can’t get out, you can 
continue to enjoy the magazine either digitally 
(http://bit.ly/OXMdigital) or in print, delivered 
direct to your door. You can buy single issues as 
well as find some great deals on subscriptions at 
myfavouritemagazines.co.uk. I hope you enjoy our 
insights this month on what we can expect from 
the super-powerful next-gen Xbox Series X.  
That’s certainly something to look forward to!

 Chris Burke
Editor
Poring over Series X’s 
insane tech specs has 
made Team OXM all 
kinds of giddy with mad 
excitement. Chris is 
now dreaming of a new 
GTA game, once again 
set in ’80s Vice City so he 
get his ray traced groove 
on in 4K at 60fps.

 The future’s 
still bright

T H E  O X M  T E A M

Adam Bryant
Staff writer
Adam is hoping to 
harness Series X’s sheer 
power to rip open a hole 
in space-time so he can 
finally visit the far future 
and live out his Mass 
Effect fantasies. 

 Drew Sleep
Production editor
Drew learned what a 
‘teraflop’ is this month 
and kept slipping it into 
conversations… which 
explains why everyone 
is now social-distancing 
away from him.

 Warren Brown
Group art director
After staring at the 
Series X for hours when 
putting our cover feature 
together, Woz started 
worshipping it like those 
monkeys from 2001: 
A Space Odyssey.

 Dave Meikleham
Games editor
The thought of Series X 
potentially handling 8K 
has brought our games 
editor to tears… mainly 
because it means his 
beloved 4K TV is soon to 
be obsolete.
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insider
You can’t move for Xbox Series X this month! 

Microsoft’s Redmond boffins finally gave us some 

proper hard-and-fast facts about just what their 

next-gen wonder console is capable of. We put 

together our super-meaty Series X cover feature 

(see p42), and then we got a load more info that we 

couldn’t squeeze in. So this month’s Insider kicks 

off with more stop-press tidbits on  Xbox Series X  

graphics, load-times and more (p8). Just when you 

thought we’d seen all the battle royales, there’s a 

new champion out there, taking the world of online 

multiplayer by storm. We report on just what’s got 

everyone so excited about  Call Of Duty Warzone  

on page 10. While we all wait super-impatiently 

for Cyberpunk 2077, we received some good 

news from developers CD Projekt Red. As soon as 

Cyberpunk lands in September, the company says 

it will be hard at work on another big single-player 

game, which is likely to be one set in  The Witcher  

universe (p12). Finally, we have  Opinions  from 

The Fixer (p18) and The Editor (p20) to round out 

another awesome Insider this month. 
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Size 
on the 
prize

Delving deeper 
inside Series X
Microsoft reveals even more info about its 
next‑gen Xbox, painting the picture of a future 
with incredible graphics and no load times

INSIDE 
XBOX

Been nervously 
eyeing up your 
entertainment centre 
since Xbox Series X 
was announced? 
Well, you can (semi) 
relax. Though the new 
console is beefy, it’s 
almost exactly as tall 
as Xbox One X if you 
stand Microsoft’s 
current 4K machine 
on its side. Series X 
measures in at 
151mm deep, 151mm 
wide and 301mm tall. 
Now go and make 
some room.



cutting-edge dedication to delivering 
incredible performance. Writing on 
the official Xbox Wire, editor in chief 
Will Tuttle confirms Microsoft’s teams 
knew they had to build a console 
that could “run games in 4K at 60fps 
with no compromises for developers”. 
Considering 4K/60fps is the gold 
standard for the most expensive 
PCs on the planet, the commitment 
to such a level of performance on 
console shows Microsoft is deadly 
serious about making Series X the 
ultimate next-gen powerhouse.

There’s also a renewed commitment 
to backwards compatibility, with new 
evidence of just how much better your 
existing games will run on Series X. 
Microsoft used Gears 5 as the poster 
boy for what next-gen enhancements 
can do for older titles, with Kait’s 
shooter sporting higher res textures, 
smoother cutscenes and, incredibly, 
shoot-outs than run at 100fps.

To deliver the sort of tech numbers 
even Xbox One X could only have 
the naughtiest of dreams about, 

Just as you wait
for an update on
Xbox Series X, 
along comes 
all the info at 
once. Such are 
the demands of 

planning for print deadlines, we’d 
already written a bumper feature on 
everything you need to know about 
Microsoft’s astonishing new console 
– head over to page 42 – mere days 
before the firm unveiled even more 
tantalising next-gen details. So we’re 
serving them up here to ensure you 
have every last morsel of Series X info. 

The biggest news? Microsoft is 
making no bones about Series X’s 

I N S I D E RX B O X  S E R I E S  X  L A T E S T  I N F O

Microsoft worked closely with
Series X’s chipmaker, AMD. Seeing as 
the company has been creating killer 
PC components for decades, when its 
corporate vice president, Sebastien 
Nussbaum, says the next Xbox “is 
the biggest generational leap of SOC 
[System On A Chip] and API design” the 
firm has worked on with Microsoft, you 
know the ultra powerful console is well 
placed to go into battle with PS5.  

Waging war
Speaking of which, Sony recently
showed its hand with PlayStation 5 – 
though it failed to show off the actual 
box. While tech specs between the 
rival consoles look well matched, 
Series X pulls ahead in a few areas.

Enter Xbox Velocity Architecture. 
Tied into the console’s ultra-fast 
solid-state drive, Xbox Wire says this 
mechanism allows “100GB of game 
assets to be instantly accessible...” 
In less techy talk, this will let studios 
rapidly load in huge worlds, eliminating 
the smoke and mirrors associated 
with disguising long load times. We’re 
looking at you, Mass Effect elevators.

Throw in reduced latency via the 
new pad, Intelligent Delivery that 
reduces game install sizes, and 
confirmation of cross-gen multiplayer, 
and the future is both inclusive and 
hugely exciting for Xbox fans. ■
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Down-
plunder

history feels more relevant than it
has at any point since Call Of Duty 4’s
release back in 2007.

OXM has spent a lot of time with
Warzone since it first popped up on
the Microsoft Store and we’re already
more than a little bit in love with it.
Why are we so smitten? Because it’s
already showing more imagination
than the underwhelming Blackout
ever did. While BLOPS 4’s battle royale
effort forever felt like it was trying

to catch up with Fortnite, Warzone
introduces new features that none of
the competition has thought to try.

The Gulag is the biggie. First seen
in 2009’s Modern Warfare 2, this
miserable Russian dungeon gives you
a second chance at being the last
survivor. Bite it out in the field and
you’re whisked to the Gulag, whereby
a one-on-one duel with another player
settles who returns to the action. Put
down your rival and you immediately
respawn in Verdansk. Get outgunned,
and you’re (pretty much) done.

In a further cool twist, the other 
members of the three-player squad 
you parachute into battle with can 
choose to ‘buy you back’ for $4,500. 
Come again? Thanks to yet another 
tactical tweak, in-game cash can be 
earned through kills and completing 
Contracts; mid-match objectives, like 
killing a specific player or securing 
intel. Said cabbage is then stored in 
a shared pool between you and your 
squad-mates, letting you resurrect 
pals one-time only – providing you can 
afford the revive fee. It’s a cool and 
surprisingly selfless system.

With exceptional gunplay, a 
brilliantly realised map, and a 
smattering of cool new ideas, it’s easy 
to see why Warzone has captured FPS 
fans’ attention the world over. What 
are you waiting for, recruit? Get this 
free-to-play battle royale downloaded 
to your Xbox right the hell now. ■

Make love  
not Warzone
Call Of Duty takes another crack at battle royale 
in a mode that’s already taken over the world

ROYALE 
WITH 

CHEESE

Trust the biggest 
shooter series 
on the planet 
to knock its 
first standalone 
attempt at a 
battle royale 

out of the park. While Black Ops 4 
technically took aim at last-player-
standing matches with the okay(ish) 
Blackout, COD’s latest foray into a 
genre dominated by Fortnite and Apex 
Legends is both its own entity and a 
far fresher spin on the ‘survive at all 
costs’ game type. “Warzone! What is it 
good for? Absolutely nothi...” actually, 
quite a lot, as it turns out. 

If you’ve yet to dive into Call Of 
Duty: Warzone, let OXM bring you up 
to speed on the shooty headlines. 
A free-to-play companion piece to 
Modern Warfare, this ambitious battle 
royale pits 150 players against one 
another across a single war-torn map. 
Yup, one-hundred-and-flippin’-fifty.

Free for all
The impressive numbers don’t stop 
there. Six million players jumped onto 
the beleaguered virtual streets of 
Verdansk within Warzone’s first 24 
hours out in the wild. Within three 
days on digital storefronts a frankly 
absurd 15 million people had jumped 
on to see what all the fuss was about. 
COD isn’t exactly a series that has 
struggled to shift copies in the past, 
but with the release of Warzone, the 
most successful FPS franchise in

Aside from its main 
Battle Royale mode, 
Warzone also 
squeezes in a match 
type called Plunder. 
Instead of worrying 
about who outlasts 
who, here it’s all 
about which 
three-player squad 
can amass the most 
money. Cash is 
awarded for kills and 
Contracts work, 
though dying takes a 
wad out of your group 
savings. In order to 
properly bank your 
cash, you must also 
call in a chopper. It’s 
a fun little side-mode. 

I N S I D E R C A L L  O F  D U T Y:  W A R Z O N E

“It makes the 
series feel more 
relevant than at 
any point since 
COD 4’s release”

ABOVE Like 
mainline COD, 
killstreak perks 
(like attack 
choppers) are 
awarded for 
offing players.

RIGHT Unlike 
Fortnite and 
PUBG, you start 
rounds in 
Warzone with a 
handy pistol.

  CAN’T GET ENOUGH WARZONE? 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)

Series X appeal
Microsoft recently 
released a raft of new 
info on Xbox Series X, 
and we couldn’t be 
more excited. Find 
out why this is the 
must-have console 
starting on p42.

Size surprise
After all that work 
on No Man’s Sky, it’s 
great to see Hello 
Games back with 
The Last Campfire. Its 
new narrative-driven 
title is out this June.

Perks of the job
Xbox has announced 
extra ‘Perks’ for 
Game Pass Ultimate 
members. These 
include new games, 
DLCs and more.

Not so E3 peasy
Just like this year’s 
GDC, E3 has been 
cancelled due to the 
COVID-19 pandemic. 
The future for the LA 
expo looks bleak.

Hit and Nemesis
Last issue we 
suggested Resi 3’s 
saferooms aren’t 
safe. They are. Turns 
out we were not in 
a safe room when 
Nemesis broke in. 
Also, the Grave Digger 
won’t be returning.

Abort the port
Are you an Xbox 
audiophile who loves 
optical cables? Bad 
news: Xbox Series X 
won’t have a digital 
optical port. Bah!
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RIGHT Once work 
on Cyberpunk has 
concluded, CDPR 
will march 
full steam ahead 
on a new 
Witcher game. 

I N S I D E R N E W  C D  P R O J E K T  W I T C H E R  G A M E

Witcher way 
now for CDPR?
Polish dev CD Pro ekt Red announces 
a new game is in the works already

outside of The Witcher 4, we do know 
that a deal recently signed between 
Sapkowski and CD Projekt paves 
the way for further Witcher games. 
Originally, the author had signed away 
the rights for a lump sum, rather than 
royalties - something he regretted in 
the wake of The Witcher 3: Wild Hunt’s 
success. Kiciński confirmed, “We’ve 
always emphasised we want to create 
Witcher games and the agreement with 
Mr Sapkowski confirmed our rights.”

Cyberpunk 2077 meanwhile has 
been sent to ratings agencies, 
which indicates it’s on track for its 
September release date. 

You might have thought the Polish 
game studio would have enough 
going on, with Cyberpunk 2077 due for 
release in September and a promised 
multiplayer version in the works, but 
CD Projekt has revealed it is already 
planning on another single-player 
game to follow it.

CD Projekt CEO Adam Kiciński broke 
the news to a Polish conference 
that the company will hit the ground 
running once Cyberpunk 2077 
releases, immediately beginning 
work on another game. And in case 
you’re wondering, it’s almost certainly 
going to be a game set in Andrzej 
Sapkowski’s The Witcher universe. 

“We have two worlds and we want to 
create games in those two worlds,” said 
Kiciński. “That’s why all planned games 
are either Witcher or Cyberpunk.” The 
CEO did, however, confirm that a return 
to the Witcher Saga would not be 
The Witcher 4 - as those games were 
intended to be a trilogy.

A good deal more
While it’s too early to speculate where 
CDPR could take the Witcher Saga 

GER-ALT-
ERNATE

UNIVERSE

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

Call Of Duty: 
Warzone
Feast your 
eyes! These 
blue drums 
have lovely 

beading, in a style that suggests 
olden-days wooden casks, yet 
they’re cast in a sleek, shiny metal! 

Doom Eternal  
Many tragic red 
barrels gave 
their lives in the 
fight against 
Hell’s armies. 

Easy for the Doom Slayer, he gets all 
the glory, but it’s the barrels on the 
front line that are the real heroes.

Hunt: 
Showdown  
I’ve heard that 
the spider in 
this game is 
horrifying. He’d 

better not be hiding in that barrel. 
My cooper’s heart couldn’t take it. 
Leave the barrels alone, Incy-Wincy.

Vanquish 
There is a 
corner of every 
military base 
that is forever 
full of barrels. 

Far be it for me to say you’d be 
better off storing them inside, 
where they’re not going to get shot. 

Desperadoes 3  
Okay, yeah, I get  
that times are 
tough, and  
that they are 
‘Desperadoes’, 

but look at this! Did they really  
have to panic-buy ALL the barrels? 
This world sickens me.
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BREAK ON 
THROUGH

Daughters of darkness
Fight, fall and rise again to face your 
nightmares in style with Othercide

There’s very little that can come 
between a sisterly bond, but the 
forces of evil are certainly going to try. 
This year, developer Lightbulb Crew 
will be treating us to a stylish horror-
themed turn-based tactical RPG.

Othercide has you leading an 
army of ‘Daughters’, remnants of 
the greatest warrior that ever lived, 
against an enemy from another 

dimension. These ‘Others’ are 
hell-bent on destroying the reality of a 
‘dying timeline’.

Like XCOM, combat takes place 
on a grid map, but instead of each 
character simply taking turns to 
attack, actions are queued up using 
the Dynamic Timeline System. This 
indicates when combatants can 
attack, but certain abilities will enable 

you to jump ahead in the queue or 
even delay enemy attacks.

Three classes make up your team 
of fighters: Blademaster, Soulslinger, 
and Shieldbearer, and they follow your 
typical damage dealer, ranged and 
support roles respectively. Developing 
your crew is vital to success, but 
also requires great sacrifice. While 
you can level up and obtain new 
abilities by consuming the memories 
of fallen foes, you can only heal a 
Daughter by sacrificing another. Doing 
so also increases the power of the 
surviving soldier.

Tough tactical choices and 
stunning visuals make Othercide a cut 
above its peers. Prepare yourself to 
fight, fall and rise again.  

Slay the forces of darkness when 
Othercide arrives later this year.



I N S I D E RO T H E R C I D E



LEFT The Resi 2
and Resi 3
remakes have set
the gaming world
alight. Maybe
we’ll see Code
Veronica next…

I N S I D E R N E X T  T I M E,  I N  R E S I D E N T  E V I L

Where would we like 
to see Resident Evil 
go after Resi 3?
Capcom’s latest survival horror reboot is out now, but where 
would we like to see the Resident Evil series go next?

With Resident  
Evil 3 fresh out to 
buy even as you’re 
reading this, it got 
Team OXM thinking 
about the future 
of the survival 

horror series. Where does the franchise 
go after Nemesis? Do we want more 
RE Engine remakes? Or would we rather 
see Capcom make a direct follow-up to 
Resident Evil 7?

Drew: While each and every Resi 
remake has been a stone-cold classic, 
every mainline game that needed a 
reimagining has got one now. I don’t 
think we’d get anything new from 
remaking Resident Evil 4, it still plays 
and looks fine today. I’d rather Capcom 
explore this new breed of Resi it’s 
established with RE7.

Meiks: I agree on Resi 4. That’s as close 
to a perfect videogame as you could 
ever find. Aside from some slightly 
dodgy textures, it’s as good today as it 
was back in 2005.

Adam: As much as I love the remakes, 
I’m itching to experience a new Resi 
story. RE7 was so refreshing and utterly 
terrifying. I want more of that. 

Chris: I’d still like to see the very first 
game remade with over-the-shoulder 
action. And Code Veronica would 
definitely benefit from a reboot.

Meiks: Yup, Code Veronica X now looks 
rougher than a Licker after 13 pints and 
a partially digested kebab. 

Chris: I’ve only just started playing 
Resi 7 and it’s great and pretty 

OXM 
DISCUSS
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terrifying, but it still doesn’t seem like 
the same game series in a lot of ways. 
I’d prefer another RE Engine remake to 
another first-person entry.

Meiks: The idea of a behind- the-
shoulder return to Spencer Mansion 
does things to my nether regions. 
Unspeakable things.

Adam: Putting a new perspective on 
the first game could be brilliant. If they 
changed a few things, too, like the 
other remakes, we might get another 
‘dog jumping through window moment’ 
when we least expect it. 

Drew: I actually think a first-person 
Spencer Mansion would work better.

Meiks: Ooooh! I like that idea a lot. 
You’ve sold me. Take all my pennies.

Adam: But where would Capcom go 
with an eighth instalment? Would we 
want it to be a sequel to Resi 7? A 
return to an older character? 

Drew: I hope Capcom maintains that 
distance from the first six games. I 
liked how stripped back RE7 was, and 
how it just teased bits and pieces from 
the earlier games.

Meiks: The themes Resi 7 tackles 
occasionally feel like an awkward 

marriage with the existing Resident 
Evil formula. The first half throws 
some pretty weighty stuff at you; it’s 
sinister and burrows under your skin in 
a deeply unpleasant way… then Jack 
Baker turns into a giant turd monster 
and it’s utterly daft business as usual. 
I’d definitely like to see Resi 8 ditch the 
campy theatrics. 

Chris: How about another game in third-
person, but a totally new character.

Meiks: Whether it’s third-person or 
first, I don’t think we’ll see Ethan 
Winters in Resi 8. His story is done. If 
anything, I think we’ll be back in the 
boots of a certain boulder-punching 
former S.T.A.R.S. agent.

Drew: I’d happily take more spin-offs, 
while we’re at it. Revelations 3, 
anyone? More Fantastic Adventures Of 
Barry Burton, please! 

Adam: Resi 7 was superb, but I don’t 
feel I actually got to know any of the 
characters that well. But I guess that’s 
the trade-off with first-person. I love 
an in-depth protagonist, and I think 
third-person could be the way to go.

Meiks: Honestly, I’m not overly fussy 
about what perspective it plumps for. I 
actually think the Resi 2 remake would 
have been brilliant in first-person. Why 
not give us the option of both camera 
setups then we’ll all be happy (alright, 
terrified) campers.

Chris: I want Resident Evil in space.

Meiks: I think EA already made that.

Adam: If Capcom is going to do another 
remake, give me Dino Crisis, but if it’s 
another Resi, I want a brand-new story 
with a creepy shed-load of scares.

Chris: The games worked best when 
they were in one claustrophobic 
setting – Spencer Mansion, the RPD, 
the cruise ship in Revelations.
All that said, I really do want a Code 
Veronica remake, same Claire from the 
Resi 2 reboot and everything.

Meiks: I’m sooo game for some 4K 
Bandersnatch action. 

Resident Evil 3 is out now.

I N S I D E RH O T  T O P I C

“I’d prefer 
another RE 
En ine remake 
to another first-
person entry”

OXM
PANEL

 Adam Bryant
Staff writer
Adam wants Dino 
Crisis remade,but 
he’ll settle for 
more dogs jumping 
through windows 
unexpectedly.

 Drew Sleep
Production Editor
Drew wants to 
see more games 
like Resi 7, in first-
person, and truly 
terrifying. He’ll be the 
first to cry, though. 

“No new characters! I 
know the creators have 
more content that does 
belong in-between the 
Resi games.”
Kris Krystalin

“After a remake of RE4, 
create a new one using 
characters from the 
series. Or maybe a RE 
go-kart racing game!”
Lee Stevenson

“Resident Evil 7 was 
great and I would buy 
Resi 8, but I would like 
the series to go back to 
third-person.”
Danny Gamfried

“Resi 7 was my favourite 
game of the decade.
I loved the RE2 remake, 
but I don’t see 3 being 
as good. Bring on RE8!”
David Lanier

“Code Veronica remake 
and Dino Crisis! Capcom 
please focus on these 
epic classic 
masterpieces!”
Andrew Yong

“I like the remakes and 
would love to see RE4 in 
the current engine, but 
I’m ready to see where 
the series is going…”
Ryan Kühn

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

HOT TOPIC
WHERE WOULD YOU LIKE 
TO SEE THE RESIDENT EVIL 
SERIES GO AFTER RESI 3?

 Chris Burke
Editor
Chris wants more RE 
Engine reboots, must 
be in third-person. 
And if it’s not Code 
Veronica, he’s taking 
his toys in. 

 Dave Meikleham
Games editor
Meiks just wants 
more Resident Evil, 
at any price, and he’s 
not fussy what it 
entails. He’s got Resi 
fever bad.
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Hello there reader, and 
welcome to The Fixer, 
the monthly column in 
which I – the rotting 
bag of salad leaves 
that fell down the 
back of Official Xbox 

Magazine’s kitchen cupboards and came 
to life one day – set out to fix gaming’s 
most tired clichés and indelible tropes. 

In my long career as the games 
industry’s court-appointed fixer-upper, 
I’ve solved problems of every imaginable 
shape and size. Did you know? Before I 
came up with the idea of adding guns to 
games, it was convention to have every 
enemy soldier simply faint out of fright 
when you walked into a room. And until 
I published my Pulitzer-Prize-winning 
essay ‘Not Everything Has To Be Set On 
A Blimp, You Know’ every single game
took place either inside or on top of an
out-of-control dirigible.

Today, of course, thanks to my tireless 
campaigning, games are an almost 
entirely unblemished medium. They no 
longer come printed on 900 yards of 
ticker tape, which must be carefully fed 
through one end of the Xbox and spat 
out the other like silly string. And title 
screens no longer blast the player with 
harmful levels of radiation, which caused 
what was known at the time as ‘Amstrad 
Tan’, a skin condition that still affects 
Alan Sugar to this very day.

But my work is never done, and there 
are challenges still to face. The shiny 
red Fixer phone has just started ringing, 
which means another gaming problem 
needs my expert attention. “Hello? Yes, 
this is he. No I will not hold. Well you tell 
him to come down here and say that to 
my face. Okay, love you too, bye bye. No 
you hang up.”

The Problem
This month’s gaming trope is toxic. 
Literally, it is poison. Most often spotted
in turn-based RPGs but sometimes
spied in everything from platformers 

then begin slowly shedding their hit 
points until they either keel over dead or 
drink an antidote to cure themselves.

To give poison the credit it deserves, 
it’s a great success of visual game 
design that – like spikes and mushrooms 
with angry little faces on them – players 
instinctively know that they should leap 
over or avoid any puddles of noxious, 
boiling sludge. But on the other hand, 
such keen instincts to stay away from 
glowing radioactive waste would have 
prevented the Teenage Mutant Ninja 
Turtles from ever happening, which 
would have been an inconceivable loss 
to Western culture.

Whichever side of the fence you’re 
on, we can all agree that real-world 
poison doesn’t work the way it does in 
games. It isn’t green and leaking out of 
a giant vat in a laboratory-themed level, 
nor can an unruly centaur breathe it on 
you during a boss fight. No, real world 
poison is invisible and smeared on doors 
by undercover Russian agents in the 
extrajudicial murder of British civilians on 
home soil that goes entirely unpunished 
by the international community. Try to 
double-jump over that.

The Solution
An overexposure to the ‘bubbling 
green gloop’ stereotype has left us 
underprepared for an actual pandemic. 
So let’s treat videogame diseases 
with all the seriousness of their real 
counterparts. Every time a phial of 
green broth is smashed over your 
face in a game, or you drink from a 
peculiar-looking puddle, or a radioactive 
bee stings you, there should be an 
unskippable hand-washing sequence to 
remove the poison effects.

No magic antidote, no running in 
circles until you stop glowing green, 
and especially no spending the night at 
a crowded inn. Good hygiene starts at 
home. Good hygiene starts in games. n

Steve also writes for City A.M.

to puzzle games, poison in games is 
uniformly depicted as a bubbling green 
liquid with optional wisps of acrid smoke 
to boot. Touch this green goo with any 
part of your body and your character will 
begin flashing green to indicate that 
they’ve become all rotten with disease, 

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

Steve searches for the antidote to  ubiquitous toxic sludge 

The Fixer
Steve Hogarty is...

“To ive it credit  
it’s a reat 
success of visual 

ame desi n”
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So in an ideal world
this column would
be about your  
humbly serving 
Editor of your 
beloved Xbox mag
going to some sort

of games‑industry event, ideally in
a luxury mansion in an exotic locale,
where they feed me canapes that are
tiny little fish‑and‑chips portions while I
sip faketinis through a gold straw, all of
which is themed loosely around a game
involving a goose or other, perhaps more
heavily armed waterfowl.

But since the world is on lockdown
and we won’t even be getting to sun
ourselves at E3 in LA this year, I’ll spare
you the details of my actual month this
time. You won’t want to read about how
I just spent three hours staring out of
the windows of OXM Towers wishing I
was allowed out to play. Inevitably, with
nothing better to do, Team OXM and
myself did what any bored geek would
do when stuck inside for too long. That’s
right, we started taking things apart
to see how they work. It started with
the office coffee machine, then the
photocopier. Neither went back together
exactly as we found them, but at least
the photocopier produces a different
kind of flat white now.

Then we did the same with our Xboxes.
We really wanted to dig into what’s under
the hood of the sleek black box that is
the Xbox Series X. We didn’t literally take
apart a Series X, of course, although that
was mainly because we haven’t actually
got one yet. And as it is, we may need
some help reassembling our poor old
Xbox One S. 

Poking around the ‘virtual’ innards
of Microsoft’s next-gen console was
our mission this month, and doing so
revealed some truly awe-inspiring stuff.
Take a look at our huge cover feature
this month from page 42 and revel in
our astonishing discoveries, especially
as compared to the humble Xbox One S, 

seeing. And many questions were asked 
that day, including, “What the heck is a 
GDDR?”, “Ray who?”, and, “What is this 
Earth… love?”

The eyes have it
While none of this stuff is ‘baffling’ 
because it doesn’t make sense, even 
to our enfeebled brains, it’s quietly 
flummoxing because we just haven’t 
seen it before, and that makes it hard 
to properly visualise or grasp. Take the 
concept of 8K, as the simplest and 
most trumpeted example of Microsoft’s 
future-busting tech. We don’t have 8K 
tellies yet. Well, Elon Musk probably has, 
but Team OXM certainly does not. We’re 
still loving 4K, and now there are even 
claims the Xbox Series X could support 
10K. Ten-kay! I’m pretty sure my eyes 
aren’t capable of 10K. I have difficulty 
reading the bottom line of the optician’s 
eye-chart, even with my glasses on.

A lot of the big changes we’ve seen 
in recent years in Xbox gaming are, 
relatively, incremental and it comes 
down to ‘feeling’ those improvements in 
our gaming experience. X-enhancements 
and remasters give us a taste of those 
often subtle improvements to things like 
frames-per-second. The way that games 
handle more smoothly and responsively, 
reducing lag in almost imperceptible 
ways (except perhaps in the fastest 
online twitch-shooters), and perhaps 
noticeably briefer load times on some 
patched titles. The more we know about 
Xbox Series X’s tech, though, the more 
we’re convinced we’re really going to 
know we’re in the next generation of 
gaming, especially with Halo Infinite 
and Cyberpunk 2077 pushing the 
boundaries of what Series X is capable 
of. If you haven’t already, go and read our 
insightful Xbox Series X feature. It breaks 
down some of the jargon you may have 
seen flying around about teraflops and 
all that technobabble, and hopefully by 
the end of it you’ll be as excited as we 
are for the future of Xbox gaming. n

and mighty but soon-to-be-outdone 
Xbox One X. Some of it got us very, very 
excited (the stuff we understood), while 
some of it was like looking into the future 
via a revolving kaleidoscopic prism in a 
’60s sci-fi show, where we could barely 
grasp the astonishing tech we were 

This month, Chris gazes in awe at  Series X’s impressive tech 

The Editor
Chris Burke is...

“We could 
barely rasp the 
astonishin  tech 
we were seein ”

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





The games we want the most

PREVIEW
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OXM’S 
MOST 

WANTED

“Oh-ohh, here it comes, look out boy it’ll chew you up! Maneater!” Back in the Ed’s record collection, Hall and Oates! It’s just a shark game!

P R E V I E W
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Another tantalising month in Xbox gaming kicks off 

with a sweet multiplayer brawler. Even as you read 

this, you can already play  Bleeding Edge  on Game 

Pass, but you might not know why you should play 

it. Read our hands-on beta preview of Ninja Theory’s 

Xbox-exclusive MOBA contender on page 24. If 

you’ve ever talked to a houseplant you’ll instantly get 

on with our next game,  Drake Hollow  (p26).  

In this colourful indie title you have to take care of, 

and protect with combat, adorable plant-babies 

called Drakes. Stylised cartoon adventure  Minute  

 Of Islands  (p27) and moonbase-based romp  

 Deliver Us The Moon  (p28) are up next, followed by 

 The Survivalists  (p29), from the creators of one of 

our favourite games, The Escapists. Next, we look  

to the future – 38,000 years into the future, to the

time of Games Workshop’s Warhammer 40,000:

Mechanicus (p30). This turn-based strategy could

be just what you need to turn your year around.

Next up, and just when you thought it was safe to

go back into the water, we have Maneater . Will this

shark adventure sink or swim? Find out more on

page 32. We’ve been waiting a long time to get our

street-fighting hands on Streets Of Rage 4 (p34),

and with the announcement of a new character, the

game is edging ever closer to our consoles.

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

Chris’ pick 
Streets Of Rage 4
Now boasting a 
sizeable roster of 
playable fighters, 
this side-scrolling 
old-school 
beat-’em-up is 
looking really good.

Meiks’ pick 
Bleeding Edge
I’m mostly 
cack-handed when  
it comes to online 
games, but there’s 
something about 
Ninja Theory’s 
part-MOBA that 
delights my digits.  
Its frenzied arena 
battles are my kind  
of crazy.

Drew’s pick 
Drake Hollow
My girlfriend loves 
growing plants, and 
she ropes me into 
playing co-op with 
her in games of 
Stardew Valley and 
Minecraft. This looks 
like an ideal 
candidate for our 
green-fingered 
gaming! 
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simplified to work within the confines 
of multiplayer arena-based action. 
Combatants need to understand how
to properly execute their character’s
combos and abilities, and know
when to back off or work to support
team-mates in the fray. 

When it works as intended, Bleeding 
Edge is a hyper-kinetic tug-of-war. 
Every one of the playable characters in 
the game has a direct specialisation 
– set in archetypal tank, DPS and 
support roles – although there is an 
emphasis on utility, ensuring that 
even the most resourceful of healers 
can still dish out a little damage or 
crowd control if the situation calls for 
it. It brings an aggressive balance to 
Bleeding Edge that is missing from 
many of its contemporaries. 

It also works to support the focus 
on objective-based play. Teams 
that focus on kills will quickly be 
thwarted by a rival group completing 
the intended goal – be it variants of 
King Of The Hill or Capture The Flag, 
which are represented at launch. Ninja 
Theory wants you to feel like you can 
be useful in every situation, and that 
team composition is more malleable 
than it might be in something like, say, 
Smite or Overwatch. 

What lies ahead
Ultimately, Bleeding Edge is a fun 
game that needs to prove that it can 
stand the test of time. If the energy 
out of the beta can be maintained 
through the launch period and into 
the future, then there’s a good chance 
that it’s going to become yet another 
Xbox Game Pass success story. 

Given the competitive nature of 
play, there’s also a good chance that 
new players will wash out quickly 
when confronted by well-oiled teams 
or groups that have learned the 
game’s core systems well. Time will 
only tell on that front, although Ninja 
Theory has committed to supporting 
this game long after launch. 

Bleeding Edge has suffered from 
a problem of perception ever since 
it was revealed, but there’s far more 
to this game than meets the eye. Its 
focus on aggressive team-play, its 
electronic music, vivid art style and 
solid balance should be enough to 
set it apart from its many peers in this 
competitive multiplayer arena. Expect 
a full review in the next OXM. ■

Ninja Theory couldn’t be in a better 
place right now. As you’re reading 
these words, the studio has just 
launched its first multiplayer title, a 
four-on-four melee brawler, on Xbox 
One and through Xbox Game Pass. It 
means that this wild little experiment 
from the studio most famous for 
Hellblade: Senua’s Sacrifice and 
DmC: Devil May Cry has suddenly 
launched to an audience of hundreds 
of thousands – if not millions – of 
prospective players with little barrier 
to entry. Boot up your console, 
download the game through the 
subscription service and give it a try. 
Come on, what have you got to lose? 

The real question for Ninja Theory 
is whether or not a strong, dedicated 
community will form up around 
Bleeding Edge in the weeks and 
months to follow. It’s a competitive 
game by its very nature; it plays best 
when players understand the maps, 
the objective, the characters and 
team compositions. That much was 
evident from the beta, at any rate. 

The rounds of Bleeding Edge that 
really show off its true promise and 
potential are those with players in 
it to win it. It’s a game that values 
teamwork above all else, and divided 
groups will be quickly conquered. The 
core of the action is built around that 
of DmC: Devil May Cry, albeit heavily

Bleeding Edge is headed up by Rahni Tucker, who was responsible for the combat design in DmC

Bleeding Edge
With the game out, now we 
will see if Ninja Theory is 
ready to compete 
Josh West

PUBLISHER NINJA THEORY  DEVELOPER XBOX GAME STUDIOS

ETA OUT NOW

POST-
LAUNCH 
SUPPORT
The developers have 
committed to 
supporting Bleeding 
Edge long after 
launch. While the 
studio was unable to 
provide a roadmap at 
the time of writing, 
we’ve been told to 
expect anything from 
new skins and 
emotes, to 
brand-new 
characters, game 
modes and combat 
arenas in the future.

“Nin a Theory wants you to 
feel like you can be useful 
in every situation”
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ABOVE Bleeding 
Edge is 
beautiful in 
motion, with 
each of the 
characters 
expressing 
personality 
through 
movement.

FAR LEFT After 
20-plus hours of 
game time we 
still haven’t 
settled on a 
favourite 
character, 
they are all so 
much fun!
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against the Feral: nasty creatures
hell-bent on terrorising them.

You start out with a small plot
of land on which to build a base to
protect and raise the Drakes. You
need to feed and water them, as well
as provide a place for them to sleep.
Just be sure to keep your plant pals
entertained as all work and no play

can literally cause these little critters 
to die of boredom. Crafting items such 
as yoga balls, puppets and seesaws, 
will give them the entertainment they 
crave and keep them alive.

Root to success
While you’ve got your hands full 
playing house, the Feral can attack 
your home at any moment. Although 
you can construct weapons to fight 
them, you’ll eventually need to build 
other defences and fortifications 
to keep them at bay. Thankfully, the 
Drakes are a handy bunch and can 
help you expand your base and make 
anything you want, like barricades or 
turrets, you’ll just need to gather the 
resources beforehand.

The world of Hollow is made up of 
a series of procedurally generated 
islands that you can explore. Initially, 
each island is closed off by a deadly 
sea of mist called the ‘Aether’, but you 
soon gain the ability to travel to them 
with the help of magical artefacts. 
Once you’ve reached a new area you 
can establish a rail network which can 
be used to transport resources.

You can play the game solo, or 
with up to three other friends. But be 
warned, the game’s difficulty scales 
depending on the amount of people 
playing. While co-op play may be 
more difficult, it does offer a tactical 
advantage by allowing you to divide 
up your team. Instead of rushing back 
to your base when it’s under attack, 
you can have one player cover it while 
another gathers resources.

Drake Hollow might be a juggling 
act, but the changes The Molasses 
Flood has made to the standard 
survival formula make keeping your 
eye on the ball terrific fun. ■

Survival games are tough:
juggling‑with‑greasy‑hands tough.
There’s the arduous task of gathering
resources, the constant building and
improvement of your base, and
the need to fight off countless
enemies intent on ruining your day.
And that’s just when you’re looking
after yourself. Studio The Molasses
Flood, however, is making things
even tougher for the follow‑up to its
roguelike survival, The Flame In The
Flood. This time you’ve got a bunch of
cutesy vegetable goblins to look after.

Drake Hollow is an action-packed
village-builder in which you find
yourself in Hollow, a mysterious world
populated by sentient veg called –
yes, you guessed it – Drakes. These
critters desperately need your help

Studies have shown that plants ‘talk’ to each other using their roots so as to adapt to their surroundings

BELOW You need 
to defend your 
innocent-looking 
Drakes against 
waves of 
monsters.

Drake Hollow
You’ll need more than just 
green fingers to survive 
this adventure  
Adam Bryant

PUBLISHER THE MOLASSES FLOOD   
DEVELOPER THE MOLASSES FLOOD

ETA SPRING 2020

“The Drakes are 
a handy bunch 
and can help 
you expand 
your base”
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style, which makes it a dead ringer for
the cartoon Adventure Time.

“The art style is an amalgam of
European comic styles,” says art
director Tim Gaedke talking to Edge
magazine. “The adventure stories of
Hergé (Tintin), the fantastic creatures
and characters of Moebius, and the
weird worlds of Lewis Trondheim – as
well as my own background in comics
– all had an impact on the look and
worldbuilding of the game.”

The big idea
The world itself consists of seven
unique islands. Long ago, this
strange archipelago was cohabited by
humans and giants. In order to protect
everyone from toxic spores, that
once inhaled cause hallucinations
and eventually death, the giants built
machines across the land. Now the
big guys have all but gone, and the
machines are in desperate need of
repair. This is where our hero comes in.

You play as Mo, a mechanic and
tinkerer intrigued by the history of
the giants. After spending many
years underground researching these
colossi, and befriending the few that
remain, she emerges to find the world
in need of her help. But why Mo? A
big reason is probably because she
possesses a powerful wand-like Omni
Switch created by the giants and
bestowed only to her. This tool will
help Mo explore, solve environmental
puzzles and fix the broken machines.

Impressively, each environment
has been painstakingly hand-drawn
with no assets reused or parts of
scenery repeated. As you explore
these locales, you’ll meet all sorts of
interesting characters who might offer
you advice or ask you to perform tasks
for them. You’ll also find certain areas
that will trigger Mo’s memories that
serve to flesh out the story.

You’ll need to watch out for those
deadly poison spores, though. Over
time they will start to affect your
mind, and the world around you will
slowly begin to unravel in a kind of
psychedelic trip. As the environments
begin to change, so too will the
puzzles, forcing you to figure out new
ways to solve them. It all sounds very
promising, and we’re looking forward
to facing our destiny this spring. ■

Adventure games are always about
the hero and how they might go
about overcoming their ordeals, or
how they become the saviour that
everyone needs. Rarely do they
explore what it’s like to actually live
with that kind of responsibility, or
what toll that might take on a person.
Studio Fizbin is aiming to do just
that, while promising to deliver an
emotionally poetic tale.

Minute Of Islands, however, looks
like the exact opposite of a game that
would try to navigate such complex
themes. This is no doubt due to its art

An archipelago of more than 700 individual islands surround Scotland’s mainland

ABOVE It’s up to 
Mo and her 
Omni Switch to 
fix the machines 
throughout 
the land.

Minute 
Of Islands
There’s more to this adventure 
than just being a hero 
Adam Bryant

PUBLISHER MIXTVISION  DEVELOPER STUDIO FIZBIN

ETA SPRING 2020

“The art style 
is an amal am 
of European 
comic styles”

P R E V I E W
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warning, the colony went offline. 
This is referred to as the ‘Blackout’. 
With Earth’s final lifeline severed, the 
planet plunged into darkness. Five 
years later, our home is now a husk 
of its former self, full of sandstorms 
and with a dwindling population. 
Desperate, the WSA launches one 
last-ditch effort to save humanity.

Your mission is to take a rocket to 
the Moon and investigate what went 
wrong. Then, if possible, re-establish 
a connection to Earth to supply it with 
energy and save its population. No 
pressure. Throughout this narrative-
driven adventure game you’ll explore 
huge space stations, lunar colonies 
and outposts while trying to piece 
together clues and uncover the truth 
behind the Blackout.

Lunar lander
Don’t worry, you won’t be doing this 
alone. You’re joined by an AI drone 
called ASE. Not only will it serve as 
a trusty companion on an otherwise 
solitary satellite, you’ll be able to 
take direct control of the little fella to 
access areas you can’t reach. It’s also 
got a handy device which can replay 
footage of the colonists in the form of 
holographic projections. These, as well 
as the audio logs you’ll find scattered 
around, detail events before, during 
and after the Blackout.

Even though there’s not a single 
soul around to stop you, exploring this 
ghost town won’t be easy. Throughout 
the mission you’ll come across various 
hazards and obstacles to overcome. 
You’ll need to solve puzzles in zero 
gravity, explore barren lunar deserts 
with a limited supply of oxygen, and 
try to avoid getting sucked out into 
the vacuum of space. Good luck.

With spectacular sci-fi landscapes 
and a soundtrack inspired by the best 
of cinema, Deliver Us The Moon is 
brimming with atmosphere. The only 
question is, will you be able to save 
the people of Earth? Can humanity 
even be trusted not to repeat the 
mistakes of the past? Find out when 
the game releases later this month. ■

The Earth is on the brink of
destruction. Humanity has squandered
the planet’s resources and caused
a global energy crisis. No, we’re not
talking about the impact of climate
change. The subject does, however,
make KeokeN’s upcoming apocalyptic
science fiction thriller a rather timely
adventure, don’t you think?

In Deliver Us The Moon, the world’s
leaders have banded together to form
the World Space Agency. Its goal?
To figure out how to fix the mess
humanity has caused. Looking to the
stars, it decided to set up a colony
on the Moon to harvest Helium-3 as
a replacement energy source and
beam it back to Earth. A short-sighted
solution, perhaps, but it seemed to
work. That is until one day, with zero

The distance between the Earth and the Moon is a mere 384,399km

BELOW After 
exhausting 
Earth’s supply of 
resources, 
humanity mined 
the Moon.

Deliver Us  
The Moon
Do you have what it takes to 
save humanity from itself? 
Adam Bryant

PUBLISHER WIRED PRODUCTIONS   
DEVELOPER KEOKEN INTERACTIVE

ETA 24 APRIL

“Your mission is 
to take a rocket 
to the Moon and 
investi ate what 
went wron ”
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Just like any survival game, your
first job is to set up a place to call
home. Gathering up resources like
wood, rocks and grass, and building
a basic shelter with a bed is enough
to start with. Making items or reading
recipes found in the world will expand
your crafting tree and let you create
more sophisticated gear.

Once you’re feeling brave enough,
you can venture deeper into the
island where you’ll find much more
to do. You can pick up quests
dished out by a mysterious stranger,
or grab them from messages in
bottles washed ashore. If you’re an
adventurous soul, you can seek out
any of the temples scattered around
the island and unleash your inner
Indiana Jones. Run the temple’s
gauntlet and you will be rewarded with
rare weapons and equipment.

It’s not all fun and games, though.
While hunting for food you’ll need to
be careful not to become the hunted.

Some creatures, like wild boars,
may fight back. Hard. You may even
stumble upon villages that are home
to hostile natives that don’t take
kindly to your arrival.

Cast away
Survival is clearly a serious business,
and if there’s one species that
understands business it’s monkeys.
Any cheeky chimp you meet on the
island can be tamed to offer you
a helping hand. Using the game’s
‘mimic’ system, you can teach them
a variety of tasks. You’ll need to
demonstrate the task first, though.
Chop down a tree, or build something,
while feeding your primate pal
bananas and they’ll learn to do the
same. You can then have them gather
resources and make things for you,
and you can even teach them to fight
your enemies. Once you’ve amassed a
legion of trained simian buddies, you
can harness the power of ‘monkey
chains’ – an example of that would be
to have one monkey chop down a tree
while another gathers the wood to
build structures.

If you’ve ever had the very specific
fantasy of owning your own island
while commanding an army of apes to
do your bidding, then The Survivalists
is going to be right up your street. ■

Team17 knows a thing or two when
it comes to clever sandbox games.
We adored its prison-break game
The Escapists, and now it’s replacing
cell block shenanigans with being
trapped on a desert island.

The Survivalists is, well, a survival
game set in the same universe as
The Escapists. Finding yourself
stranded on an island, you and up to
three friends (in either online or couch
co-op) must do everything you can to
stay alive. Each island is procedurally
generated with a variety of biomes, so
no two games will ever be the same.

The average person can survive three weeks without food, but only three days with no water

ABOVE This might 
look like a 
paradise, but 
you need to 
learn how to 
survive.

The 
Survivalists
Learn to live on a remote island 
with a little help from your 
monkey friends 
Adam Bryant

PUBLISHER TEAM17  DEVELOPER TEAM17

ETA 2020

“Any cheeky 
chimp you meet 
can be tamed to 
offer a hand”
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ABOVE Mechanicus 
should appeal to 
Warhammer 
lore-nuts, with 
a story penned 
by franchise 
regular Ben 
Counter.

RIGHT Think of 
it as a much 
more aggressive 
XCOM, with huge, 
chunky armour.
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to pile, fists-flailing, into melee fights.
This may be heresy to some players,
but let’s face it, hiding behind cover
can end up being quite a boring
mechanic in most turn-based tactical
games. To illustrate their spin on
the genre, Mechanicus’ dev team
describes its game as more like Doom
than Call Of Duty. It encourages ‘push-
forward’ play, rather than spending
all your time keeping your team in
cover, waiting for health recovery as
you might in COD. Killing enemies gets
you Cognition Points – so it’s a better
tactic to stay on the attack. Because
Cognition Points are shared across the
squad, it also makes the team more
important than the individuals, and it’s
a good way of compelling people to
get into the melee.

Hammer to fall
Your army is the Imperium’s most
technologically advanced, which
means some cyborgery is at work,
particularly with the Tech-Priests. Your
available units for any mission include
standard troops and ‘hero’ pieces,
whose limbs can be mechanically
augmented with the blessed metals
of the Omnissiah (the Machine God
worshipped by the Tech-Priests). Your
available squad numbers, as well as
the slots for augments, grow as you
progress, so as you level your team
up you can customise it to an insane
degree, creating a squad that suits
your own personal play style. Levelling
is done via currency, for example by
buying upgrades such as increasing
weapon range, hit points, damage etc.

Our behind-closed-doors demo
of Mechanicus revealed a deep,
tactical game with an absolutely
overwhelming amount of variety in
terms of customisation and play style
options, as well as features that leave
many strategy games looking about
as complex as Untitled Goose Game.
For its console release, the Xbox One
game will also be packaged with the
Heretek expansion, so there’s plenty
of bang for your buck. The lore behind
the game is fascinating – we like the
idea of Servo Skulls: drones that can
be deployed to do remote actions
such as picking up Cognition Points
from you, that are made from the
skulls of heroes who have served the
Omnissiah with honour. Aww, mom
would be so proud! ■

The latest spin-off from Games
Workshop’s tabletop phenomenon
takes us far into the future for an
adventure from its 40K universe.
Mechanicus is an XCOM-style
turn-based strategy game in which
you take control of a future-dude
called Magos Dominus Faustinius,
with a mission to explore a newly
rediscovered planet and seek out
ancient tech that could be of use to
the armies of the Imperium.

With a compelling narrative by
Black Library author Ben Counter, who
was behind the Horus Heresy series
of Warhammer books, Mechanicus
promises to be a deeply engaging
game for fans of the wargame, while
the gameplay brings some interesting
ideas to the virtual tabletop of
turn-based strategy games.

Mechanicus’ innovative gameplay
mechanic(us) is in its use of Cognition
Points. There are no action points, as
such, so movement within a certain
area, healing actions and so on are
‘free’; however your team’s Cognition
Points are used for special abilities
and attacks, for example to move
further than that ‘free’ area, unleash
hell with one of many technologically
baffling weapons or jump in for a
supercharged melee attack.

Unlike a lot of other XCOM-style
games, Mechanicus encourages you

Warhammer
40,000:
Mechanicus
Mechan’ you dig it?
Chris Burke

PUBLISHER KASEDO GAMES DEVELOPER BULWARK STUDIOS

ETA 2020

UP TO THE
MINIATURE
A big part of
the Warhammer
experience is in the
detail of its miniature
figures used in the
tabletop game, and
the art style and
look of Mechanicus’
characters and the
top-down action view
reflect this. By the
time you’ve levelled
up Tech-Priests to
fill all your available
augmentation
slots, you end up
with some pretty
crazy-looking
heroes with
armour-mounted
weapons and even
mechanical tentacles
brandishing yet
more weapons.

“Mechanicus encoura es
you to pile fists-flailin
into melee fi hts”

The first edition of the Warhammer 40,000 rulebook was published by Games Workshop in 1987
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you’ll see your finned friend evolve 
into a Great White-like beast as you 
explore Tripwire’s watery open world. 
Beating up and chomping down on 
plenty of undersea creatures is, 
naturally, the best way to grow up 
big and strong, but you’ve got to be 
careful not to bite off more than you 
can chew. Nature is often unforgiving 
– as any David Attenborough 
documentary will tell you – and other, 
bigger creatures on the food chain 
might see you as easy prey. You might 
find yourself evading the tentacles of 
a giant squid, or worse.

Hunt the hunters
Then, of course, there are those pesky 
humans to deal with. Cause enough 
carnage in the open seas and you’ll 
draw the attention of armed hunters 
sent to track you down. But that’s not 
the only man-made threat you’ll be 
facing down. The closest thing the 
game has to a main antagonist is a 
grizzled fisherman called Scaly Pete. 
This is the guy that slayed your mother 
and gave you a nasty scar, and much 
of the game’s narrative will surround 
getting toothy vengeance on this 
Captain Ahab wannabe. 

Taking on hordes of humans might 
sound daunting, but you’ve got 
plenty of options when it comes to 
fighting back. While we mentioned the 
shark’s airborne escapades earlier, 
we’ve also seen it flop onto dry land 
to gorge itself silly. Then there are 
the mutations. Fancy a hardened 
carapace for more defensive options? 
Or what about fins that can summon 
electricity? Despite the overt comedic 
trappings, it seems Tripwire is serious 
about the RPG aspect of the game, 
offering up a suite of enhancements 
for your shark.

All of this takes place in a
robust-looking open world that comes 
complete with a day/night cycle. 
And the environments are varied, 
too – you’ll find yourself swimming 
around underwater vistas as well as 
shipwrecks and even swimming pools.

Maneater’s release date is just 
around the corner, and while some of 
the footage we’ve seen so far seems 
a little on the janky side, it looks like 
good fun. After all, what other game 
out there offers up an underwater 
bloodbath to this degree? Ecco The 
Dolphin ain’t got nothing on this. ■

When it comes to deep-sea 
superstars, you can’t get much better 
than the shark. This underwater king 
of carnivores single-handedly made 
people terrified to venture into open 
waters when Steven Spielberg’s Jaws 
hit cinemas waaay back in 1975. Since 
then, these ferocious fanged fish have 
been a terrifying mainstay of cinema 
but videogames have been relatively 
safe from their toothy maws. That 
is… until now, because we’ve just 
spotted a fin in the water, and yup it’s 
Maneater coming right for us.

This open-world RPG places you in 
the gills of the ocean’s apex predator 
as you eat, explore and evolve your 
way to seaside supremacy. Developer 
Tripwire Interactive is describing its 
game as “like GTA if you were a shark”, 
and it’s a good fit; the anarchic spirit 
of Rockstar’s epic series is well and 
truly present here. We witness the 
rampaging shark charging through 
the depths like a grey torpedo and 
leaping through the air to chow down 
on enough bystanders to turn the 
sea blood-red – Trevor Phillips must 
be shedding a tear of pride around
about now. Plus, it’s all framed around
a satirical take on a shark-hunting 
reality TV show, narrated by Chris 
Parnell of Archer fame. 

Starting off as a mere baby shark 
(no, do not start singing that song),

Hippos, cows and deer are, surprisingly, much more efficient human-killers than sharks

Maneater
Oceanic chum-’em-up jumps 
the shark, literally  
Drew Sleep

PUBLISHER TRIPWIRE INTERACTIVE  DEVELOPER DEEP SILVER

ETA 22 MAY

LIVE (TRIP)
WIRE
Maneater developer 
Tripwire Interactive 
has been kicking 
around for a while, 
and is perhaps best 
known for its Killing 
Floor and Red 
Orchestra series of 
shooters for PC. The 
studio moved into 
console development 
with Killing Floor 2, 
and this sharky 
special marks the 
team’s first foray into 
RPG development. If 
we were to spot a 
constant through-line 
with the studio’s 
games, it’d be gore, 
lots of gore… which 
bodes well for 
Maneater’s, well, 
man-eating.

“You’ll see your finned 
friend evolve into a Great 
White-like beast”
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ABOVE Some 
humans are easy 
prey, it’s the 
ones with guns 
and boats you 
have to watch 
out for.

LEFT The game is 
like if you mixed 
Blue Planet with 
Jaws and threw 
in big helpings 
of Sharknado.
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moves, and Floyd’s no exception. 
As the largest member of the team, 
he moves more slowly and takes 
longer to regenerate health than the 
others, but has greater power and 
extended reach in compensation. 
Nimble enemies dancing around at 
a distance? That’s no problem for 
Floyd, who can simply spring out his

fist, Inspector Gadget‑style, grab 
them, and bring them into pummelling 
range. Thanks to the electric surging 
through his metal limbs, those punks 
are in for a shock. He can even grab 
two enemies at once and smash their 
heads together. That’s gotta hurt. And, 
for his super ability, one of his arms 
can transform into a huge cannon and 
wipe out anyone within its range with 
a massive energy beam. Who’s worried 
about slow movement now?

All the rage
Streets Of Rage 4 takes place ten 
in‑game years after the events of 
Streets Of Rage 3. Mr X and his thugs 
are no more and in their place a new 
syndicate has risen up. The streets of 
Wood Oak City are dirty once more and 
it’s down to the newly formed fighting
team to clean them up.

In our hands‑on, it’s clear that 
Lizardcube has packed a lot of love 
and care into every powerful punch. 
Super smooth animations ensure each 
blow feels fluid and weighty. Despite 
the new art style, we can confirm it 
still plays just like the original games. 
The studio has also managed to get 
the series’ original composers Yuzo 
Koshiro and Motohiro Kawashima to 
return and write the game’s music. 

The devs have revealed that, for 
the first time in the series’ entire
history, we’ll be able to play through
the game in up to four‑player couch
co‑op. Or, alternatively, in two‑player
online co‑op. Multiplayer is how this 
beat‑’em‑up brawler is meant to be 
played, so call your friends over, order 
that pizza, and get ready to sweep 
those streets with vigilante justice in 
what looks set to be the ultimate entry 
in the Streets Of Rage series. ■

Brutal fights with punks in grungy,
neon-lit streets, a thumping ’90s
synth-laced soundtrack and thrilling
co-op gameplay: these streets aren’t
just mean, they’re Streets Of Rage.
Lizardcube has been taking its own
walk on the wild side while making its
long-anticipated sequel in everyone’s
favourite beat-’em-up series, and now
it has revealed we’ll have Floyd Iraia
pounding the pavement with us.

With his cyber‑arms, this hulking
fighter joins Axel Stone, Blaze Fielding
and Adam Hunter from the original
game to deal some devastating
damage. Cherry Hunter, Adam’s
daughter who’s also a newcomer,
rounds off the brawling quintet.

Each character has a new set
of explosive combos and special

Floyd’s arms were created by one of Streets Of Rage 3’s playable characters, Dr Zan

ABOVE Each hero 
has a powerful 
super attack, 
and Floyd’s looks 
the like it’s 
best of the lot.

Streets  
Of Rage 4
All the world’s a rage as a new 
contender hits the streets  
Adam Bryant

PUBLISHER DOTEMU   
DEVELOPER LIZARDCUBE, GUARD CRUSH GAMES, DOTEMU

ETA SPRING 2020

“Floyd can 
sprin  out his 
fist Inspector 
Gad et-style  and 

rab enemies”
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roundup
THIS MONTH WE TAKE A LOOK AT COWBOYS, ROBOTS, 
RENEGADES AND A RACCOON PI ADAM BRYANT

BACKBONE

PUBLISHER RAW FURY
DEVELOPER EGGNUT  DUE 2021 

If the idea of a pixel art detective story isn’t 
exciting enough for you, how about playing 
as a moody chain-smoking raccoon? Set in 
an alternate reality version of Vancouver, 
you play as PI Howard Lotor, in a dystopian 
point-and-click adventure. Sniff out clues, 
interrogate witnesses and tail suspects 
as you uncover a story about power, 
corruption, social decay and discrimination.

SESSION

PUBLISHER CREA-TURE STUDIOS, ILLOGIKA
DEVELOPER CREA-TURE STUDIOS  DUE 2020 

Following a delay, this much-anticipated 
skate sim now has a firmer launch window. 
Using ‘True Stance Stick’ controls – where 
each foot is controlled by the left and right 
thumbsticks – you’ll hit the concrete in 
recreations of iconic skating locales. Those 
intimidated by the ‘realistic’ controls will be 
happy to know the same setup used in EA’s 
Skate will also be included.

DESPERADOS III

PUBLISHER THQ NORDIC
DEVELOPER MIMIMI GAMES  DUE SUMMER 2020 

Discover the origins of John Cooper and his 
gang in this Wild West RTS prequel. Along 
with a newly announced release window for 
summer, the team at Mimimi Games recently 
showcased Doc McCoy. Proficient with 
either a rifle or health kit, this sniper medic 
can take out distant enemies and heal you 
out in the field. He can even use syringes 
for stealth kills. Yikes!

30XX

PUBLISHER BATTERYSTAPLE GAMES
DEVELOPER BATTERYSTAPLE GAMES  DUE 2021 

A sequel to the side-scrolling cult hit 20XX 
is on its way. Set 1,000 years after the first 
game, you’ll need to jump and shoot your 
way to save humanity once again. As a 
roguelike, each playthrough is unique with 
upgrades that carry over after each run. 
Don’t fancy taking on this adventure all by 
yourself? You can team up with another 
player in either local or online co-op.

COLT CANYON

PUBLISHER HEAD UP GAMES
DEVELOPER RETRIFIC  DUE 2020 

Shoot and explode your way through hostile 
canyons in this pixellated beauty. Your 
goal is to rescue your partner from the 
hands of some dastardly bandits, but fail 
your mission and you’ll restart from the 
beginning. Your job isn’t done once you 
save your pal, however, as you also need 
to make it back home. You can enjoy this 
adventure either solo or in couch co-op.

STAR RENEGADES

PUBLISHER RAW FURY
DEVELOPER MASSIVE DAMAGE  DUE 2020 

This roguelike strategy RPG has a lot going 
on under its hood. Lead a ragtag rebellion 
through procedurally generated missions 
and fight back against a merciless empire. 
Encounters are turn-based, and emphasise 
counters and interrupts. On top of this, a 
procedural adversary system generates 
unique enemies that evolve as you play, so 
each playthrough is a new experience.

 FOR MORE PREVIEWS AND THE LATEST GAMES CHECK OUT GAMESRADAR.COM/OXM
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Everything
you need to

Xbox Series X isn’t the future; it’s the
incredibly tantalising, slightly-out-of-reach
present. With Microsoft’s next-gen baby

out in a matter of months, Team OXM lifts the lid on the
most powerful console of all time.

From ray tracing to 8K; from variable rate shading
to 120fps gaming – this ultra-powerful system is

providing cutting-edge features that, historically, only
super-expensive PCs could deliver. With new tech, an
updated pad and a firm commitment to put gamers
front and centre, whether they’re upgrading to Series X
or sticking with Xbox One, the future has never been
more exciting for Team Green fans. Strap yourselves in
as we take you for the ultimate next-gen ride…

WiththenextXboxrapidlyapproaching,Team OXMsifts
througheverypieceof infoonthenext-genconsole

DAVE MEIKLEHAM

know about

S E R I E S X

X B O X
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Say hello to the most powerful Xbox ever made. Thanks to a
series of incredible components, Series X offers a true
generational leap over existing consoles. With 12 teraflops
of raw polygon-pushing power provided by AMD’s latest
Navi-based graphics processing unit (or GPU), Microsoft’s
monster is twice as powerful as Xbox One X, and incredibly,
eight times more powerful than the original Xbox One.

Purpose-built to deliver rock-solid gameplay at resolutions
of 4K and potentially even above, Xbox Series X games will
look sharper and run more smoothly than ever before. With a
custom AMD Zen 2 processor boasting eight cores and 16
threads, Series X’s CPU is stupidly quick. Not only will this allow

developers to stream in visual assets faster – reducing the
likelihood of pop-in and other graphical hitches – it should
lead to higher framerates. Head of Xbox Phil Spencer has
confirmed the console is capable of running games at a
ludicrous 120fps, which is double the refresh rate at which
even the fastest games on Xbox One X run.

Throw in AMD’s monstrous GPU that’s based on
sophisticated RDNA 2 architecture, and you’re left with a
next-gen console that’s all set to deliver the most visually
spectacular games ever made. Xbox Series X is a 4K,
lightning-fast dream machine, and no true Team Green fan
will be able to resist it.

What in the hell is a teraflop? For those of you who aren’t tech
savvy, it’s a fair question. Xbox Series X has 12 of these bad boys,
double that of Xbox One X.That hefty figure ensures the next-gen
console can harness 4K-pushing power at smooth framerates.
Jason Ronald, partner director of program management at Team

Xbox, spoke on the Major Nelson podcast to explain teraflops…

Teraflops is an easy way to describe the power of the
system and the GPU. But in reality, we view power much

more expansively than just teraflops itself. We’ve put a lot of
innovationintoXboxSeriesX,andtherealmagic isgoingtobethe
integration between hardware and software, to not only use the
raw capabilities of the box but also to use it in the most
efficient way possible to make your games even better.

E X A M I N I N G X B O X S E R I E S X ’ s
K I L L E R A M D I N S I D E S

B R E A K I N G D O W N T H E
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POWER REDEFINED

TALKING 
TERAFLOPS

ABOVE AMD’s Zen 
2 processor lies 
at the heart of 
Xbox Series X.

BELOW Can 
circuits ever 
look sexy? Nah.



SAMSUNG Q950R
75-INCH 8K QLED TV

COST £3,999/$4,599, www.samsung.com

LG Z9
88-INCH 8K OLED

COST £29,999/$34,520, www.lg.com

Want to future-proof your Xbox Series X to an
insane degree? And by ‘future-proof’ we mean
go full Jetsons on your TV experience? Then
consider buying an 8K TV. Though the stupidly
sharp format has existed in the camera world
for years, 8K displays have only recently hit
the television market. Boasting an absurd
33 million on-screen pixels to hit 4230p,
these ultra, Ultra HD displays can deliver
pictures four times sharper than 4K TVs.

Don’t rush out and blow your life savings on
one just yet, though. There are a few colossal
caveats that you should consider. First up,
8K TVs are suuuper expensive – realistically,
we’re looking at years until they hit a price
point most Xbox fans could comfortably
afford. Secondly, there’s almost no native
8K content available at the moment. And
thirdly, even with its incredible AMD graphics
architecture, it’s unlikely even the mighty
Series X will have the horsepower to ever run
games in true 8K resolution. Thankfully, most
of the small clutch of 8K displays you can
currently buy do a bang-up job of upscaling
4K content, be it Red Dead Redemption II’s
bewitching prairies or the latest season of
Better Call Saul on Netflix.

8K and OLED?! Hold us, gentle readers. Our
inner AV obsessives adore this LG, though
we do realise you need the bank balance
of Scrooge McDuck to actually afford one.
You’ll love the astonishing pixel depth of
this panel and OLED’s class-leading
contrast performance, and you get
pictures that look so good, they’re damn
nearotherworldly.Thankstothesheerreal
estate the Z9 takes up, it also sounds all
kinds of ear-arousing. Just bear in mind
the88-inchbrutecan’tbewall-mounted…
notunlessyouwantsaidwall tocollapse.

The best marriage between price and
performance you’ll currently find in an
8K set. This new HDR King is a stone-cold
stunner capable of producing incredible
images. Whether you’re viewing/playing
inHighDynamicRangeornot,theQ950R’s
impeccable upscaling makes this a great
option for Xbox fans. Remember, there’s
essentially no available 8K content at
the moment, so the fact the immaculate
upscaling abilities of this television
can do wonders for 4K/1080p signals is

hugely appreciated.

SONY Z9G
85-INCH 8K TV

COST £9,799/$11,265, www.sony.com

Sitting on a pile of cash the height of your
average NBA player? Then why not spend
all of it on Sony’s Z9G? The typical build
quality you’d expect from the Japanese
firm is immediately evident with this
stunning TV, and the set’s brilliant 4K
upscaling makes the likes of Gears 5 sing
the sweetest of shooty tunes. While the
Z9G’sexcellentXIUltimateprocessorleads
to superb motion handling, this set isn’t
flawless. Blooming rears its head in dark
scenes, while the presence of only one

8K

4K

X B O X S E R I E S X
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8K EXPLAINED

HDMI2.1pport feelsextremelyystingygy.



TERMINOLOGY EXPLAINED
AND WHY 60FPS IS THE
GOLDEN TARGET

As you had the good sense to buy this
mag, we’re assuming you have enough
love for all things Xbox to grasp the basic
concept of frames per second (fps). And if
you don’t, here’s a quick primer. Sooo…
framerate is the frequency at which
images appear on a screen. The more
consecutive images that appear in any
given second, the smoother the picture.

Invideogames,mosttitlesaimfor
30fps,yet60fps isthetruegoldstandard.
Doublingtherefreshrateofagame
reducesinput lagandcontroller latency,
makingtheon-screenactionfeelmuch
smoother.Historically,consolegames
havebeenlimitedto60framesandbelow,
butthat’ssettochangewithSeriesX.
Thanksto its incredible innards,the
next-genconsole iscapableofrunning
gamesat120fps.Quadrupletherefresh
rateof30fps,anySeriesXgamesthatrun
atthisultra-lowlatencyshouldfeel
insanelyresponsive.

A N U P D A T E D P A D F O R
A N E W G E N E R A T I O N

S E R I E S X C H A N G E S T H E G A M E
W I T H 1 2 0 H Z S U P P O R T

F R A M E G A M E

TAKING CONTROL

THE HERTZ LOCKER

New console, new controller. At a glance, the
Series X controller looks almost identical to
an Xbox One pad, but look closer and subtle
yet key differences emerge.

Slightlysmallerthanitsperipheralpredecesso
Microsoftsaysthecontroller’s“shapeandsiz
havebeenrefinedtoaccommodateaneven
widerrangeofpeople”.

Xbox Series X is the first console to support 120Hz,
which is a pretty big deal… providing you know
what a hertz is. Simply put, it’s a unit of frequency
that’s equal to one cycle per second. In gaming
terms, hertz is directly tied to framerate; a
television that supports 60Hz is capable of
displaying games at 60fps.

Whileallmodernsetssupport60Hz, inthepast,
120Hzsignalshavegenerallyonlybeensupported

byPCmonitors.Thankfully,moreandmoreTVs
(albeitexpensiveones)nowsupport120Hz, like
theLG’sC8OLEDortheSamsungNU8000.That’s
goodnewsbecauseXboxSeriesX iscapableof
outputtinggamesat120fps.While4K/120fps is
probablyanunrealistictargetforSeriesXgames,
don’tbesurprisedifsomestudiosoffer120fpsat
lowerresolutionsviaaShadowOfTheTomb
Raider-aping‘performancemode’.

SHARE BUTTON
An Xbox pad finally gets a
feature the PS4 has been
able to boast about for
six years. This will let
you take screenshots in an
instant, putting an end to
the cumbersome process of
pressing Home then Y.

THE FUTURE OF TV
CABLE TECHNOLOGY

H D M I 2 . 1
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REDESIGNED D-PAD 
The D-pad has gone through 
the most obvious change. 
Senior Xbox designer Ryan 
Whitaker says it was given 
a “slightly deeper dish 
that gives your thumb a 
nice little ‘home’ to sit 
in.” We like it a lot.  

FLUSHER FACE BUTTONS 
Look closely and you can see 
the A, B, X and Y buttons 
are more flush to the 
surface of the controller 
than the Xbox One pad. 
Lessening the travel of 
button presses will lead to 
a snappier feel.

If you’re dreaming about Future You playing 
Halo Infinite 2 in space year 2028 on Xbox 
Series X, you’ll need a TV with HDMI 2.1 ports. 
This format supports 8K resolution up to 120Hz 
and there are claims it can even support 10K. 
However, unless you bought your TV in the last 
year, it’s unlikely your set has HDM1 2.1 slots. 
Not that HDM1 2.0 cables are in any way 
obsolete. While HDMI 2.0 doesn’t support 
8K/60fps, it can run the resolution at 30fps. 
Basically, you don’t need to replace your 

current 4K telly to enjoy Series X.  



X B O X S E R I E S X

They may sound worryingly like an
infection, but SSDs really are killer
tech components. Solid-state drives
boast far faster read/write speeds
than traditional hard drives. What’s
the practical in-game application, you
ask? Faster loading times, baby! Much
faster, in many cases.

Unlike Xbox One, Series X comes
with a built-in SSD. And it’s not just
any old solid-state drive. Microsoft’s
next-gen console sports a speedy
NVMe SSD – that’s ‘Non-Volatile
Memory Express’, in case you were
wondering. Not only will games load
more quickly on the Series X, but in
an interview with PC Games Hardware,
Phil Spencer confirmed the console’s
drive can deliver in-game benefits that
go beyond slashing load times. “The
ability to directly supply data to the
CPU and GPU via the SSD will enable
game worlds to be created that will not
only be richer, but also more seamless.
Not only in terms of pure loading
times, but also in terrain mapping.” Get
ready for life in the fast lane.
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W H Y S E R I E S X ’ S S S D
I S A G A M E - C H A N G E RSPEED KILLS

RIGHT› Series X 
supports 
expansion cards 
for extra storage

INSET Buy an 
external SSD to 
cut load times.
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Let’s get ready to rumble! Xbox On
may be a brilliant 4K console for th
here and now, but it’s already clea
Series X is going to run rings
around its little brother.

In every key technical area the
next-gen console is streets ahead
its predecessor. With a more mod

more efficient GPU/processor
combo, supremely fast memor
and a solid-state drive that
will absolutely blitz load time
compared to Xbox One X’s HD
this is in no way a fair fight.
The king is dead… long live 
the Series X sultan.

XBOX ONE X VS
P I T T I N G T H E

C U R R E N T 4 K
P R I N C E A G A I N S T
T H E F U T U R E
N E X T- G E N K I N G

GPU 6 TERAFLOPS INTEGRATED AMD CARD

CPU 2.3GHZ AMD JAGUAR

RAM 12GB GDDR5

DRIVE 4K/HDR BLU-RAY

HDD 1 TERABYTE



HALO WARS 2
SSD INITIAL LOAD TIME: 43 SECS
HDD INITIAL LOAD TIME: 61 SECS

Another significant win for Team
SSD, with the Elite-bashing RTS
booting 18 seconds faster than
a traditional hard drive. Playing

games on a solid-state drive not
only cuts load times, it can also
lead to game assets streaming
into view more quickly, resulting

in smoother play.

IEVES
SSD INITIAL LOAD TIME: 54 SECS

HDD INITIAL LOAD TIME: 101 SECS

There are many Reddit threads
dedicated to SSD vs HDD battles,

and these confirmed figures
come from user BlackIronSnake.

Booting up Rare’s
swashbuckling, shared-world
buccaneer from an SSD almost
halves the load time compared

to a normal hard drive.

FORZA HORIZON 4
SSD INITIAL LOAD TIME: 68 SECS

HDD INITIAL LOAD TIME: 159 SECS

SSD speeds to the top spot 
on the podium with another 
resounding victory; this time, 

a whopping 91 seconds. Forza 
Horizon 4’s beautiful take on 

Britain takes quite the time to 
load, even on an SSD, but the 
boot time on a hard drive is 

downright glacial by comparison. 

S T O R A G E S P E E D S 
H E A D - T O - H E A DSSD VS HDD

ABOVE Installing 
your titles on 
an external SSD 
really is a 
game-changer. 
Booting from  
a solid-state 
drive instantly 
slashes load 
time, which is  
a godsend for 
impatient Team 
Green fans.

LEFT Unlike its 
next-gen big 
brother, Xbox 
One X supports 
digital audio 
cables.

RIGHT The beefy 
extra rear of 
Xbox Series X 
certainly is 
well ventilated, 
ain’t it?

2
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SSD INITIAL LOA

HEA

GPU 12 TERAFLOPS AMD RDNA 2 CARD

CPU 3.8GHZ AMD ZEN 2

RAM 16GB GDDR6

DRIVE 4K/UHD BLU-RAY

SSD TBC NVME
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WHAT IS RAY TRACING?

01 02

03 04
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It’s the “Holy Grail in computer 
graphics”, that’s what. Those are the 
words of Microsoft’s Jason Ronald, 
who recently spoke about the 
advanced lighting technique on the 
Major Nelson Radio podcast.  

In basic terms, ray tracing is a 
rendering process that traces the 
path of light then presents said path 
as pixels. It allows developers to 
simulate lighting more realistically, be 
it more convincing shadows or better 
reflections. Previously, only high-end 
PCs could deliver ray tracing, but with 
the power of Xbox Series X, console 
gamers will be able to see what all 
the beautifully lit fuss is about. 

While it’s not been confirmed, Watch Dogs 
Legion is almost definitely coming to Xbox 
Series X. Meanwhile, Ubisoft has announced 
the PC version of the sandbox hacker has 
ray tracing. The above shot shows off the 
stark difference when ray tracing is on and 
off – hint: focus on the right side of the shot. 
With ray tracing enabled, Legion’s London is 
more vibrant, with colours that immediately 
pop. It’s a striking effect that breathes new 
believability into the world. 

If it’s wrong to get aroused by a puddle, then 
dammit we don’t want to be right! Watch 
Dogs Legion is the first game that introduces 
real-time, ray-traced reflections, and we 
really hope this technique comes to the 
Series X version if/when it launches. Not only 
can you clearly view nearby objects being 
reflected in the water, but you can also see 
those lurid pink lights. It’s a stunning effect 
that shows how much ray tracing can elevate 
the small details in a game.

Look at the two statues in the above shot. 
Notice how the one on the left is duller? This 
is because the surrounding light sources 
aren’t properly reflected when ray tracing is 
switched off. Stare at the statue on the right 
even for a second, and you can clearly see 
the pink lights on the wall behind are bathing 
parts of the statue in a garish yet striking 
hue. Ray tracing helps connect various 
elements in the environment together, 
creating a more unified, yet dynamic image. 

Because ray tracing can render and bend 
light sources in more believable ways than 
pre-baked lighting techniques, in-game 
surfaces appear more reflective. With ray 
tracing switched off, these windows and the 
screens inside look flatter. Turn the tech on 
though, and the warming sheen of those 
TVs bathes the panes in an extra layer of 
light. Ray tracing is great at adding depth to 
an image, and if you have an eye for subtle 
detail, you’re going to love it. 

WATCH CLOSELY STATUE QUO

WET SETTER WINDOW SHOPPING



SMARTEN UP
B R I D G I N G T H E G E N E R A T I O N A L

D I V I D E W I T H S M A R T D E L I V E R Y

900p @ 30fps 4K @ 30fps 4K @ 60fps

P O T E N T I A L T E C H T A R G E T S . . .

With components
that are now seven
years old, we reckon

Xbox One S is going to
struggle to render Night
City at 1080p. Instead,

we think 900p is a likely
target. Considering

The Witcher 3 lagged
in busy areas, we’re

hoping CD Projekt can
lock Cyberpunk to a

steady 30fps.

Microsoft’s current-gen
4K console should

hopefully be able to
render Cyberpunk at
a full 2160p, though
don’t be shocked if
dynamic resolution

comes into play. Even
with the power of Xbox
One X, 60fps will likely
be off the table, but a
stable 30fps should be

doable at 4K.

Series X should have
the raw power to make

4K/60fps the gold
standard going forward.
Resolution-wise, 4K is

almost certainly a given
for the next-gen version
of Cyberpunk, and we’d
hope AMD’s Navi tech

can make 60fps at UHD
a reality, too. Don’t go
expecting true 8K or

120fps, though.

ND AND JUMP BETWEEN
IN A FLASH

U I P L E
C K R E S U M E

trasMicrosofthascoinedfor
immersioninaninstant”;a
ies intothethinkingbehind
eaturethat letsyoususpend
enswitchbetweenthemin
fromMicrosofthintsyou’llbe
enasmanyasfourgamesat
or inchiefhasalsoconfirmed

teryouturnofftheconsole,
entakeasystemupdate.”

U L T I P L E

S M A R T E R
G R A P H I C S

HOW THE CLOUD WILL CHANG
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Variable rate shading allows devs to
harness the power of Xbox Series X
to focus in on a particular graphical
element of a game; be it a face
or adding detail to parts of the 
environment. Like dynamic 
rendering, VRS can prioritise 
particular aspects of a game to 
make effects look better, and 
thanks to clever optimisation, 
this leads to smoother 
framerates without 
impacting image quality. 

“This technology empowers you to buy 
a game once and know that you are 
getting the right version of that game 
on whatever Xbox you’re playing on.” 
That’s how Phil Spencer neatly sums 
up Smart Delivery, a scheme that lets 
you buy a game and know it will work 
on both Xbox One and Series X.

Jason Ronald describes it as a 
service that “puts the player at the 
centre” of everything Microsoft does. 
“Whether you’re playing on an Xbox 
One or an Xbox Series X, you always get 
the best version of the game that’s 
been tailored for that device,” says 
Ronald. Microsoft has confirmed Smart 
Delivery will be available to third-party 
studios, while all first-party titles will 
support the service as soon as Series X 
launches. On the right, we look at 
how three versions of Cyberpunk 2077 
might look like across Xbox One S, 
Xbox One X and Xbox Series X… 

P O T E N T I A L T E C H T A R G E T S

XBOX ONE S XBOX ONE X XBOX SERIES X

SUSPEN
GAMES

M U
Q U I C

Oneofthemant
XboxSeriesX is“

philosophythatt
QuickResume.Af

multiplegames,th
aninstant,ademof

abletoswapbetwee
once.XboxWir sedit

gameswill “persistaft
unplug it entirely,orev

M U

GE GAMES

o

l 

Between Azure and xCloud, Microsoft has a lot 
of skin in the streaming game. How does this 
affect videogames? Azure is already helping 
render the entire planet in the ambitious 
Microsoft Flight Simulator. If Azure can do that 
on Xbox One, just imagine what the collective 
might of the cloud could do for Series X games. 

M I C R O S O F T A Z U R E

THE RUMOURED SECOND XBOX THAT 
BRIDGES THE NEXT-GEN GAP

Rumours persist of a second, cheaper new 
Xbox in the works, codenamed ‘Lockhart’. This 
console reportedly has a four-teraflop GPU, 
and there are also suggestions the console 
won’t have a disc drive. As for graphics, 
Lockhart may target 1440p rather than 4K. 

P R O J E C T L O C K H A R T



V E R S U S

E B E S T M O N E Y C A N B U

X B O X S E R I E S XT O P G A M I N G P C

AMD’s custom-built graphics solution will
deliver a true generational leap in visuals,
with Series X packing in eight times the
polygon-pushing power of Xbox One S. The
firm’s Navi APU should hopefully be able to
handle 4K/60fps gaming without issue.

OXM VERDICT
The fastest rig you can build is a 4K dream

machine. It’s expensive, though. Thankfully
Series X should be much more affordable

while still offering awesome power.

X B O
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GPU: INTEGRATED AMD NAVI CARD

More refined and faster than the processor 
in Xbox One X, the next Xbox’s CPU is a brute. 
Powered by eight processing cores, AMD’s 
Zen 2 architecture will be able to render 
larger, more sophisticated game worlds more 
quickly than ever before. 

CPU: 3.8GHZ AMD ZEN 2

That’s ‘Graphics Double Data Rate’, in case 
you were wondering. Specifically designed 
with games consoles in mind, this memory 
type easily outguns the GDDR5 RAM you’ll find 
housed inside Xbox One X. 16GB is a seriously 
generous amount.  

RAM: 16GB GDDR6

A new type of solid-state drive that boasts 
read/write speeds up to four times faster 
than Xbox One’s default HDD. Phil Spencer 
even says its power will have in-game 
benefits that stretch beyond merely cutting 
down on load times. Impressive stuff. 

STORAGE: NVME SSD
Feeling flush? Then treat yourself to a top-of-

the-line 480GB solid-state drive. With class-
leading sequential performance and amazing 

read/write speeds, this premium storage 
option is seriously quick. You’ll probably want a 

couple, though. COST £210/$250

STORAGE: CORSAIR NEUTRON XTI

Hitting higher clock speeds than DDR3, this 
expensive memory type currently only works 

with Intel’s X99 and Extreme CPUs… which are 
also seriously pricey. More RAM means faster 

in-game data processing, though anything 
over 32GB is overkill. COST £120/$140

RAM: 32GB DDR4 BALLISTIX SPORT

AMD’s monster is so advanced, it could do 
your day job, walk the dog, put the kids to bed 

and rustle you up a Michelin-star dinner. The 
world’s first 64-bit processor, there’s currently 

no game that will come close to utilising its 
128 threads. COST £3,530/$3,899

CPU: AMD RYZEN 3990X

The fastest graphics card on the planet was 
purpose-built for 4K/60fps gaming. NVIDIA has 

ruled the GPU roost for years now, and this 
all-powerful RTX card is the finest card the firm 

has ever built. It’s an insanely expensive, yet 
amazing bit of kit.  COST £1,220/$1,300

GPU: EVGA NVIDIA RTX 2080 TI

T H

X S S

PROS  All the cutting edge, future-proofed 
console tech you could ever want rammed 
into one lovely, minimalist box.  
CONS  We have to wait a few more months for 
it. Also, it’s going to make your Xbox One S 
look about as advanced as the cotton gin.

PROS  All the power you could ever want for 
playing games in 2020, with a setup even  

Xbox Series X won’t be able to match.  
CONS  You’ll need some serious money to put 

this ridiculously powerful rig together. Hell, 
you’re going to need all of it.



The biggie. Halo: Combat Evolved is
unquestionably the greatest launch game
in Xbox history, and if Infinite can enjoy
even half the lasting impact of the
genre-defining 2001 shooter, you’re in for
one hell of an adventure.While343has

struggledtofillBungie’sboots,eachone
of itsHalotitleshasbeenbothgorgeous
andsupremelysolidfromatech
standpoint.Whatfewglimpseswe’vehad
of Infinitepointtothelargestworlds inthe
franchise’shistory,withXboxSeriesX

H A L O I N F I N I T E

primedtodeliveralienworldsthatshould
bothaweandarouseoureyes. If343can
delivera4K/60fpsshooteroutofthegate,
andif itcanrightthewrongsofHalo5:
Guardians’shonkycampaign,thiscouldbe
alaunchtitlefortheages.
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Games we 
can’t wait
to play on

S E R I E S  X



OutsideofHalo Infinite,NinjaTheory’s
thought-provokingsequelalreadyfeels likethe
postergirl forempoweringXboxSeriesXtech. If
therevealtrailer’s levelofvisual fidelity is
matchedbythefinalgame,HellbladeIIcouldset
newstandardsformotioncapture.Senua’s
constantlycontortingfacepointstoastandard
offacialanimationXboxOnesimplydoesn’t
havethepowertorendereffectively.We’veonly
seenaslightpeekatSenua’sNordicworld,but it
already looksdamnnearphotorealistic.This

HELLBLADE II

WeknownexttodiddlysquataboutRare’snexttitle. Is itanadventure
game?Asurvival title?Arethereshared-worldelements?Theonething
we’recertainabout isEverwildshould looktheabsolutebusinesson
XboxSeriesX.SeaOfThievesgivesXboxOneXaglorious4Kworkout like
fewothergames,soourexpectationsarealreadythroughtheroofwhen
itcomestothiscreaturefeature.Thosegorgeousvisualsshould look
sumptuousonSeriesX,whiletechniqueslikevariablerateshadingcould
bringthosebizarrecreaturestowonderfullybelievable life.

EVERWILD

Theonegamewe’veactuallyplayedon
SeriesX…kindof.Well,weplayeditonaPCwith
similarlybeefyspecs.Oneofthefirstthird-party
titlestobeconfirmedforthenext-genconsole,
Outriders’shoot-outsshouldfeelextraslickon
SeriesX.PeopleCanFly’sbelovedBulletstorm:
FullClipEditionplays likeaswearydreamat
60fps,andwe’reexpectingthesame
performanceoutofthisDestiny-apingshooter
whenithitsthenextXbox.Sure,theartstyle
maylackcharacter,but ifperformanceis

rock-solid, thosesci-fi firefightsaregoingto
feel lushtoblastthrough.

OUTRIDERS

VE Ninja
ory’s mo-cap
terpiece is
king great.

T A 4K
dition of
ht City will

ABO
The
mas
loo

LEF
ren
Nig

shshououldldbbeeaaSeSeririesesXXsstutunnnnerer.
ht City will
w ow ourur minmindsds.
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The Witcher 3: Wild Hunt is one of the top 
five games of the last decade, so you’ll 
understand if we’re just a teeny bit excited 

about CD Projekt’s gorgeous sci-fi follow-up. 
Take the Polish studio’s talent for impeccable 
world-building, throw the ferocious power of 
Xbox Series X into the mix, and you have quite 
the scrummy, polygon-pushing recipe. With an 
art style that lends itself to ray tracing arousal, 
this action-RPG should be one of the most 
visually spectacular third-party titles on the 
next Xbox. We’re crossing all the things 
Cyberpunk 2077 runs at 4K/60fps. 

CYBERPUNK 2077
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XBOX ONE TITLES THAT
COULD RULE ON SERIES X

BELOW Siege has
evolved into a
robust online
shooter, and we
don’t see it
slowing down any
time soon.

FORZA HORIZON 4SUNSET OVERDRIVE

DESTINY 2

RDR II

RAINBOW SIX SIEGE

GTA V

tar’s cowboy classic is already
est-looking game on Xbox One X,
st imagine how Series X could
sform the Western epic. Playing

d Dead Redemption II on the new
nsole in Ultra HD at 60fps would
eye-popping perfection, so

ere’s hoping a next-gen patch is
the Wild West works.

Despite being the most
successful videogame of all
time, GTA V has never been
treated to an Xbox One X
Enhanced patch. If you want
to enjoy the Los Santos
sandbox on a Team Green
machine, you’re stuck with
1080p. Not only should Xbox
Series X be able to output the
open-world masterpiece at
4K, its AMD architecture could
most likely run the criminal
smash at 60fps too.

The sci-fi blaster is a joy
to behold in 4K on Xbox
One X, yet those drum-tight
firefights remain stuck
at 30fps. With twice the
teraflops of its little bro,
Series X should be able to
run Destiny 2 at 4K/60fps
without breaking stride. The
shooter’s community remains
as dedicated as ever, and
we’re sure tons of Guardians
would relish playing this FPS
at higher framerates.
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It may be one of the most 
delightfully colourful 
adventures on Xbox One, but 
six years after it launched, 
Insomniac’s playful sandbox 
is still waiting for a 4K patch. 
You’d be hard-pressed to find 
another game that’s quite so 
empowering to control as the 
Sunset City sandbox, and 
the prospect of playing this 
overlooked gem not only in 
Ultra HD, but at 60fps to boot, 
is a mouth-watering prospect. 

Ubisoft has confirmed its tactical 
shooter will be available to play on 
Xbox Series X from day one. Quite how 
this upgrade path will work for players 
who already own the tense FPS is 
unclear, but the next-gen system is 
certainly capable of breathing fresh 
life into Siege. A full-fat 4K resolution 
should be a doddle for Series X. 

Playground Games’ blustery, 
Blighty-set racer looks 
amazing on Xbox One X, but 
the eye-arousing 4K action 
comes at a price: it only runs 
at 30fps. Yet with the power of 
Series X revving under its hood, 
Forza Horizon 4 should be able 
to hit 4K/60fps on the next-
gen dream machine without 
issue. Doubling the refresh 
rate of the Xbox One version 
would transform Forza into a 
Series X-worthy speedster.
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CESTORS: THE HUMANKIND ODYSSEY OUT NOW ON 
S OXM SITS DOWN WITH NOT ONLY THE MASTER OF 
KEY MEN  BUT THE KEY CREATIVE MIND BEHIND 
N’S CREED AND PRINCE OF PERSIA: THE SANDS OF 
DISCUSS HIS EPIC  GENRE-DEFINING CAREER  

first game Désilets ever worked on was 1999’s Hype: Time Quest, an adventure game brandishing the Playmobil licence. You heard us

Patrice 

The fi

WITH ANC
GAME PAS
XBOX MON
ASSASSIN
TIM TOE
DAVEMEIKLEHAM
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T H E B I G I N T E R V I E W

e ran parallel with the original Splinter Cell. Talk about a golden era for Ubisoft

ver the past 20 years, Patrice Désilets has 
amassed ten official game credits. Compared 
to most high-profile industry figures, that’s 
a fairly small CV. Yet when said resume rocks 
three bona fide masterpieces, our collective 
caps should be well and truly doffed to this 
hugely influential, Montreal-based designer. 
Not only did Désilets make Prince Of Persia 
relevant for the first time in 15 years with 
2003’s wonderful The Sands Of Time, in the 
process of making a new POP game he also 
created arguably the iconic third-party series 
of the last two decades… Assassin’s Creed. 

The mastermind behind Altaïr and Ezio’s 
stab-happy historical adventures, Désilets 
is responsible for helming the most beloved 
entries in Ubisoft’s chart-topping franchise. 
After parting ways with the French publisher, 
he created his own studio, Panache Digital 
Games, going on to make one of 2019’s most 
conceptually interesting games, Ancestors: 
The Humankind Odyssey. We recently caught 
up with the esteemed game director to talk 
Xbox homo sapiens, the origins of Assassin’s 

where I needed my own studio to actually
build the type of games that I wanted to
make… games that are a bit ‘outside the box’,
with different subject matters. With all my
knowledge built up from 20 years of making
games, I was ready.

There were nine years between Assassin’s
Creed Brotherhood hitting shelves and
Ancestors: The Humankind Odyssey
launching. What lessons have you learned
over that time?
My chain of thought has evolved to be more
focused around letting the player really be
a part of the experience. I don’t want them
just to go through what I have designed with
my team or what I have written… if it really
is an interactive medium, [the relationship
between player and designer] has to be
50/50 somehow. So we, as game designers,
are really the ones proposing situations about
how the game plays, and then it’s really about
the player who will finish the experience. It’s
all about giving gamers freedom; freedom of
choices, of experiences. That’s been the main
learning experience of the past ten years.
Ancestors is a good example of that chain of
thought. It’s your own experience of human 
evolution, and it’s not really the one we wrote 
for you. The process is always evolving. In 
past game talks I’ve given, I’ve said that game 
designers, we’re like firefighters. But we’re 
pyromaniacs at the same time, which is weird. 
So we create something on paper, or even on 
the screen, and then inevitably it doesn’t all 
work, and then you have to fight the fire you 
just created. [Game design] is always moving, 
it’s always evolving, it’s always changing.

Ancestors refuses to hold your hand. Were 
you at all concerned that you were asking too 
much of players? 
We came up with that conclusion and 
solution [regarding difficulty] because of the 
subject matter. It’s like, “How can you make 
a game about a character who doesn’t know 

Creed, what makes a great a videogame
reboot, and why you shouldn’t believe every
Donald Duck-related rumour you read on
the interwebs. And to celebrate the tenth
anniversary of Désilets’ beloved Assassin’s
Creed Brotherhood, we run through the very
best games of 2010 over on page 62. Anyone
else feel hideously ancient?

How daunting was starting your own studio
back in 2014? Was founding Panache one of
the biggest gambles of your career?
It was a big thing, but not as much as
becoming a father… but yeah, it was kind
of a big deal. But at the same time I feel it
was time to start my own shop. It was a long
process, because we were founded in 2014,
we received some money in 2015, and we
actually opened up the studio in July of
2015. It was a two-year process [getting the
studio up and running]. And then it was four
years of making the game. So in all it’s been
a six-year journey [to finish Ancestors]. But
it’s been great, and like I said, at the end of
the day, I think I was at a point in my career

“With all the 
knowledge built 
up over 20 years, 
I was ready to 
start a studio”

LEFT Désilets 
established his 
own games 
studio, Panache, 
in 2014.

BELOW Prince Of 
Persia: The 
Sands Of Time’s 
Rewind mechanic 
saved us from a 
pointy death 
countless times. 

Work on Prince Of Persia: The Sands Of Time
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ABOVE The first 
Assassin’s Creed 
was originally 
conceived as a 
Prince Of 
Persia sequel.

LEFT Ancestors: 
The Humankind 
Odyssey is 
Désilets’ first 
game in nine 
years.  
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really just a very sophisticated way of playing. 
Every game we play, we learn something 
and some [lessons] are more useful than 
others, depending on the subject matter. 
For Ancestors, even though there’s a lot of 
knowledge, a lot of science put into it, we 
didn’t want [it to be] only about learning. 
But if you read through all the details of 

much about what’s going on, while being
played and controlled by someone who
knows everything?” So we made the decision
that if we wanted the player’s sapiens to
actually experience human evolution, [the
player] had to be in the same knowledge
sphere as the main character of the game.
The subject matter informed that decision.
Right now I’m writing my next game, and
because it’s not as obscure as Ancestors
in terms of subject matter, we’ll have to
explain some portions of the game as we
find the narrative aspect of that title. But at
the same time, I feel like in the Xbox version
of Ancestors, since it was released some
months after the PC version, we managed to
keep this idea of the player going through
human evolution, but we also help you out
a little bit more by being a little clearer in
teaching you how the game works. I think
around 30 or 45 minutes in, the player is
thinking, “They really want me to relive
evolution.” Eventually you get the concept,
then it’s all about all the choices that
shape the adventure and [because of those
choices] it becomes your own adventure.
Because of the three-month gap between
the PC and console versions, we managed to
explain the game a little better so that you’re
not totally lost. But then again, there still isn’t
a map because our ancestors didn’t have a
map, they didn’t know they were in Africa, and
they didn’t know they were evolving.

You once said you envisioned Ancestors as 
the first part of a trilogy. Do you still have 
the desire to make three Ancestors games? 
Would sequels see the primates gradually 
evolve into homo sapiens? 
For sure. We didn’t go through all of human 
evolution, so there are some years left for us 
to tackle in sequels down the road, because 
the game finishes around two million years 
ago, so we’ve still got two million years to 
cover eventually… so we’ll see. We’ll see if we 
do [a sequel] in the future. On paper, on the 
design board, it’s done. Now it’s just a matter 
of seeing when we’re gonna do it.

How difficult is it to recreate an ancient world 
and to mimic animal behaviour in a game? 
It’s never easy. The difficulty of recreating 

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

“Ezio is a bit of 
a cliché of the 
Italian golden 
boy… there’s 
humour in AC II”

Africa ten million years ago is the fact
that it’s organic, there’s no architecture. 
A computer prefers 90-degree angles,
and as a player it’s also tougher to read
a really organic space. That was the main
challenge: how do we make the game 
space readable for players so that they 
can eventually go and make choices. As for 
the animals, because I don’t have a team 
of 800 people, we had to come up with 
clever situations and solutions to give the 
impression of complex animal behaviours. 

How important is it to present intelligent 
discourse in games, and has gaming matured 
enough to be considered a valuable media for 
education? Both Ancestors and Assassin’s 
Creed certainly have educational aspects 
thanks to their very deliberate settings. 
I do believe that games can be an 
educational tool. In general, we learn through 
play, all animals, all of us. So videogames are 
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everything in the game, it’s all real scientific 
facts based around human evolution. We 
actually received a message from a fan who 
had just had a stroke, who said he had a hard 
time playing other games. Then he started 
to play Ancestors and he said he began 
to feel better. His brain was rewiring, just 
like the main characters in Ancestors, and 
because of the game’s slower pace, it really 
let him experiment at his own speed. And so 
when we received this message, we were 
like, “Holy cow!” The game was not designed 

around that idea, that it could help you out 
after a stroke. But then this happens [with 
this fan] and it’s magical. That’s really deep 
learning. It’s something else. He couldn’t play 
his beloved first-person shooter anymore, 
so he was stuck with us. And then he went, 
“Oh, I feel better just like the character on 
the screen,” which is kind of like an inception 
moment right there. 

Shifting focus to your time as game director 
on the Assassin’s Creed franchise, why do 

you think games have never really touched 
the Crusades era since Altaïr’s adventure?
You should ask all the other developers. For 
me personally, I’ve done that [setting], so the 
Crusades are a bit ‘been there, done that’. 
For the rest of the community, especially if 
you’ve got a smaller studio, it’s not that easy 
to recreate a time period in general. Also, 
if you did a Crusades game now you would 
be compared to Assassin’s Creed, so maybe 
some devs say, “You know what? I’ll pass.” But 
at the same time, I guess there was Kingdom 
Come: Deliverance. Still, the first Assassin’s 
Creed did the Crusades and then there were 
another seven of them [that didn’t touch the 
period], so maybe another game could be 
done about the Crusades.

Why do you think AC II’s Ezio has become so 
popular with gaming audiences? 
I think there are two reasons, if I analyse it. 
One reason is that Ezio is a bit of a cliché 

MAGIC
MOMENTS

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

FAR LEFT AC 
Brotherhood’s 
recruitment 
system let you 
build a network 
of allies.

LEFT The ‘Ezio 
trilogy’ is seen 
as the high
point for the
Assassin’s Creed

PRINCE OF PERSIA: 
THE SANDS OF TIME
2003
An astonishing reboot, and 
an adventure that broke the
platforming mould with its 
innovative ‘Rewind’ do-over
mechanic. Sands Of Time 
is one of the most graceful 
games you’ll ever control. 

ASSASSIN’S CREED II
2009 
Over a decade on, this lush 
Italian adventure is still the
most beloved entry in the 
ultra stabby series. With 
suave killer Ezio, Assassin’s
Creed II is blessed with 
one of the most charming 
scoundrels to grace Xbox. 

ASSASSIN’S CREED 
BROTHERHOOD
2010
The best Roman holiday you 
could ever treat your inner 
Xbox tourist to. Starring an 
older, (somewhat) wiser 
Ezio, this excellent sequel 
introduced a winning new 
recruitment system. 

Assassin’s Creed was originally going to be a POP title – the early working name for Altaïr’s stabby sandbox was ‘Prince Of Persia: Assassin’

C eed 
series.
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Look, I tried Assassin’s Creed III for two hours, 
and then I realised that I was working instead 
of just playing, and so I said, “You know what? 
I’m having no fun, no pleasure, so I better 
quit.” Since then, and I say this with a smile, 
but I shield myself against this question. 
Because everybody wants to know what I 
think about those games, right? But I didn’t 
play them, because I can’t… they’re no fun 
[to me]. You have to understand, it’s Ubisoft’s 
game and it can do whatever it wants with 
the series. I don’t mind.

Prince Of Persia: The Sands Of Time is rightly 
considered to be one of the best reboots 
ever made. What’s the key to making a great 
videogame reboot? How important is it to  
nail the right balance between honouring 
what’s come before and innovating on that 
with new ideas?
It has to be in love with what was done 
before. You have to start from scratch 
and say, “Okay, what is the core thing [the 
original game] has done?” Then it’s not so 
much about recreating that but keeping 
the fundamentals; the fundamentals of 

of the Italian golden boy. People can relate 
to this guy; they think they know Ezio from 
the start. They get the fantasy really quickly. 
The main reason I think people got really 
attached to him is because the character 
and the player are linked by the same 
sense of progression. At the beginning of 
Assassin’s Creed II Ezio is not an Assassin, 
and throughout your journey and throughout 
his adventure, you both learn to become 
one, so the player is really relating to the 
character. The [player] and Ezio are on the 
same wavelength. I think the other reason is 
because we don’t take ourselves seriously all 
the time. There’s humour inside Assassin’s 
Creed II, which I think helped people to relate 
with Ezio. I think that was a cool bonus. 
That title was also the second game, so we 
could use the technology to better recreate 
moments of emotion. 

What are your thoughts on how Assassin’s 
Creed has evolved since you left the franchise 
post-Brotherhood?
I don’t really have an opinion because I didn’t 
really play the series [after Brotherhood]. 

One of the main reasons for Ancestors’ prehistory setting is because the team at Panache didn’t want to have to build vast, explorable cities
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FAR LEFT The 
Prince Of Persia 
games are rooted 
in typical 
fantasy…

ABOVE …While the 
Assassin’s Creed 
series is more 
brutal and 
(loosely) based 
on actual 
history.

“A great 
videogame reboot 
has to be in love 
with what was 
done before”

character, of place. In terms of Prince 
Of Persia, it’s about recreating the 
fundamentals of unfolding level and puzzle 
design; the fundamentals of trying to avoid 
traps, and the fundamentals of recreating 
the behaviours of the main character and 
their animations… but not trying to recreate it 
slavishly. I didn’t play the first Prince Of Persia 
back in the day, and maybe I made [Sands Of 
Time] because I missed the original when it 
was out in the late ‘80s or beginning of the 
‘90s. So I played [the original game] when I 
started working on the reboot, and after an 
hour I said, “Okay, I think I get it, but let’s do 
something different.” That’s really it: don’t 
try to slavishly recreate something that you 
loved in the past.

The original Assassin’s Creed was initially 
going to be a Prince Of Persia title, correct? 
Do you think what Assassin’s Creed went on 
to become could have ever fitted into the 
existing POP universe? 
It was a mandate I received from my employer, 
which was to do a Prince Of Persia sequel for 
the next generation of consoles that tried to 
redefine the action-adventure genre. That 
was the mandate I received. But I had a hard 
time doing another game with the Prince. A 
Prince is not an action character per se. He’s 
somebody who waits for mummy or daddy 
to die to take their place; he’s the number 
two of an organisation. So I switched the 
organisation from a kingdom to the Assassin 
Brotherhood, so if you’re the number two, 
you’re the assassin of the Prince, and since 
the Assassins were in Persia, roughly put, 
that would be the Prince Of Persia. That’s 
how the whole concept [of Assassin’s Creed] 
started. But they’re really not in the same 
universe, because deep down, Assassin’s 
Creed is about history, while the Prince Of 
Persia series is about the One Thousand 
And One Nights [AKA Arabian Nights] type of 
stories. But both of them, at the end, sort of 
have that title. Altaïr is the Prince Of Persia.

The Rewind feature in The Sands Of Time is 
genius. There are stories that you thought up 
the mechanic after becoming frustrated by a 
Donald Duck game. Is that really true?
That I came up with Prince Of Persia’s Rewind 

mechanic from that? No! Donald Duck: 
Goin’ Quackers was a game I was making 
before that. It was a game I made and then 
I moved onto Prince Of Persia. [The Rewind 
mechanic] was thought up because I was 
dying a lot in the first Prince Of Persia [on 
Amiga] and I found it boring to respawn. 
And so I thought, “What if we have this 
rewind feature where you see your character 
instantly restart if you miss your jump or if 
you’ve been killed by a booby trap. So instead 
of just respawning, what if we see it [the 
character coming back].” That became the 
idea behind The Sands Of Time, which is really 
the fuel of the game. But back to Donald 
Duck: Goin’ Quackers, that was just a game 
I made before, so I don’t know who wrote 
that I came up with the Rewind feature while 
making Donald Duck! 

Ancestors: The Humankind Odyssey is 
currently available on Xbox Game Pass. 
You can also grab it from the Microsoft 
Store for £32.99/$39.99.
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09
LIMBO
This moody little side-scrolling platformer
really shook up the indie scene. You
play an unnamed boy with no clear goal,
who has to push forward regardless
while making his way through a series of
surreal landscapes. All manner of dangers
await, like giant spiders, murderous
children and puzzles that play around
with physics… and your life. The game’s
simple black-and-white aesthetic,
intriguing narrative and unusual musical
score helped solidify its enigmatic and
oppressive atmosphere. It’s one of the
best Xbox Live indies ever made.

08
FALLOUT: NEW VEGAS
Breaking the series’ dour expectations of
post-apocalyptic gloom, New Vegas is sort
of a cheerful place thanks to its casinos and
neon glitz. And, rather than a vault-dweller
emerging, blinking into the radioactive wind,
your character is an amnesiac courier, shot
in the head and left for dead in the Nevada
wasteland. What follows is a tale of Western
vengeance that just happens to take place
in a Fallout setting – this time controlled
by a mysterious casino boss for whom the
raiders, Roman-fixated Legion and everyday
wastelanders are just chips in a poker game.

10
ASSASSIN’S CREED
BROTHERHOOD
The Renaissance trilogy hit its peak in Rome,
a bellissimo sandbox city bustling with life
and blessed with parkour possibilities and
a million collectibles. Yes, we hunted down
and grabbed all the feathers. Ezio’s narrative
is as deep and rich as the gameplay is a
time-sink of open-world exploration, cautious
assassinations and territorial domination. A
debuting multiplayer mode also proved genius,
with player-controlled assassins competing
to identify and then murder targets in maps
crowded with civvies.

The best Xbox games from 2010
PATRICE’S ROME-BASED EZIO ADVENTURE WAS ONE OF THE BEST GAMES IN A VINTAGE XBOX YEAR
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 06
SPLINTER CELL: 
CONVICTION
A sort of soft reboot for Ubisoft’s iconic 
stealth series, Conviction took Sam Fisher in a 
decidedly lo-fi direction. Cut off from the Third 
Echelon and on the run, the gruffest agent 
in games uses everything from a latrine to a 
grand piano as interrogation tools - turns out, 
bad guys love spilling the beans once you’ve 
introduced their faces to the business end of 
a urinal cake. With a brilliantly smooth cover 
system and stripped-down HUD, Conviction 
remains a sneaky treat to this day.

 05
SUPER MEAT BOY
If there’s one game that’ll make you 
collapse in the fetal position while also 
being compelling enough to play into 
the early hours of the morning, it’s Team 
Meat’s hardcore indie. This devilishly 
difficult platformer is hard as nails…
coated in titanium. Forced to race
through levels packed with insta-killing 
hazards, your sentient steak is charged 
with saving his beloved Bandage Girl 
from the evil Dr Fetus. All you need is the 
patience of Mother Teresa as you try over 
and over again to nail a perfect run.

 07
ALAN WAKE
In the world of Remedy’s sleep-deprived 
author – Mr A Wake, geddit? – the AA is 
mightier than the sword. Batteries are a 
big deal in this spooky adventure. While 
the Taken aren’t exactly fans of bullets, 
they’d rather eat a shotgun shell than 
be exposed to the illuminating beam of 
Alan’s trusty torch. Before The Walking 
Dead popularised the format, Wake had 
the guts to dabble with episodic-esque 
gameplay in a way that felt genuinely 
fresh. Ten years on, we’re still desperate 
for a sequel. Make it happen, Remedy. 
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 01  
RED DEAD REDEMPTION
Rockstar proved West really is best with its peerless open-world 
opus. Richly capturing a sense of time and place like few other 
games, this is as close as any of us will ever get to experiencing 
frontier life… well, unless Michael J Fox’s ‘Clint Eastwood’ decides 
to swing by and give us a lift back in time in his time-hopping 
DeLorean. In John Marston, Redemption is graced with one of the 
most compelling videogame characters of all time; a decent man 
unable to escape his outlaw past in spite of his desire for atonement. 
With superbly paced story missions, vast swathes of solemn prairies 
to lose yourself in, and a wonderfully composed soundtrack – if you 
don’t get all the goosebumps listening to José González’s ‘Far Away’, 
then you’re a monster – RDR towers above the sandbox competition. 
2010’s lineup has aged like a fine wine, and the vintage doesn’t get 
any sweeter than this cowboy classic. 

THE OFFICIAL XBOX MAGAZINE  063More Xbox news at gamesradar.com/oxm

 03
CASTLEVANIA: 
LORDS OF SHADOW 
Reshaping Castlevania’s gothic Metroidvania 
stylings into a muscular action-adventure 
epic, Lords Of Shadow is a killer reboot. 
Seemingly inspired by a certain slaphead 
fallen PlayStation deity, Gabriel Belmont’s 
vamp-staking scuffles show real bite. Whether 
taming then riding a giant tarantula, or sticking 
Gabe’s Combat Cross in horribly X-rated places, 
the brilliantly paced action helps LOS to rattle 
along in evening-devouring style. That twist 
also ensures Belmont’s monster-mangling 
actioner has one of the most eye-catching 
endings in Xbox history

 02
HALO: REACH
Bungie went out on a high with this 
spectacular sci-fi shooter prequel. As 
the studio’s Halo swan song, it combined 
everything that made the series great: an 
interesting story, unrivalled FPS combat 
and characters that you genuinely care 
about. Set before the events of the first 
Halo, you play as the newest member of 
Noble Team on a mission to drive back 
Covenant forces from the planet Reach. 
What unfolds is an engrossing tale that 
ends in an emotionally charged final 
stand-off. You can now enjoy it in 4K as 
part of The Master Chief Collection.

 04
VANQUISH
The most outrageously athletic shooter 
on the Xbox 360… and it isn’t close. Shinji 
Mikami’s turbo-charged sci-fi romp is one 
of the most effortlessly elegant games 
to control you’ll ever play. Thanks to his 
Augmented Reaction Suit, Sam Gideon 
can out-slow-mo Max Payne with ease. 
Sam may frequently have to avoid hails 
of enemy fire, but when you have rockets 
strapped to your shins that allow you to 
knee-slide at 90mph like a star striker 
who’s just netted a hat-trick, bullets ain’t 
no thang. We’re thrilled Vanquish has just 
been remastered in 4K for Xbox One X. 

endings in Xbox history. 



Cinema and telly are stuffed 
with stories of corporate 
skulduggery. They tell us that 
in the halls of power at major 
companies, executives get ahead 
by underhanded means. But no 

amount of Succession could prepare you for the 
sight of Kinect visionary Kudo Tsunoda literally 
stabbing his boss, Phil Spencer, in the back. With 
a cutlass. The underlying issue was a dispute 
over pay – more specifically, a treasure chest 
overflowing with golden doubloons.

“Kudo’s a bad dude,” said Spencer as he limped 
back onto his ship – a galleon with black sails. 
“Leave him.” He ordered his crew of vice presidents 
and strategists to lift anchor and prepare to 
abandon the remote island for good.

“You might want to wait for the person with the 
treasure,” Tsunoda bargained from the shore.

“There’s more treasure in this world,” Spencer 
retorted. It had been one hell of a company retreat.

This cutthroat environment wasn’t Microsoft, of 
course, but the Sea Of Thieves. Back in 2014, the 
devs at Rare invited Xbox’s decision-makers to come 
and see the game they hoped would be the studio’s 
next IP. They showed pictures of pirates, and some 
impressive water tech. But crucially, they bundled 
the executives onto a ship and pushed them out 
into the ocean to chase a contract.

The first prototype of Sea Of Thieves didn’t look 
quite right: the sea was flat and grey, while the ship 
that rode upon it was a bright yellow block. The 
essence of adventure, however, was already there. 
Spencer at the wheel, narrowly dodging a cluster of 
jagged rocks while imploring his crew to trust him. 
Phil Harrison belly laughing as he shot Kudo out of 
a cannon. Plus or minus a few features, it was the 
same game you’d recognise today.

THIEVES’ 
EVOLUTION

When it came out, Sea Of Thieves was considered a 
damp squib. Now it rides a wave of community 

fervour in a galleon made of gold
JEREMY PEEL

O X M I N V E S T I G AT E SX M I N V E S T I G AT
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ABOVE You now 
have non-lethal 
options when it 
comes to 
ship-to-ship 
combat.

LEFT You better 
hope you don’t 
run into the 
Kraken on the 
high seas.

BELOW It’s all 
fun and games 
until it comes 
to divvying up 
the treasure…
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ABOVE These 
undead ships 
bring a whole 
new meaning to 
‘skeleton crew’.

BOTTOM LEFT 
Cap’n Craig 
Duncan is the 
studio head  
at Rare.
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“That was the first shared story in Sea
Of Thieves,” Rare’s Craig Duncan tells the 
audience at Yorkshire Games Festival. “It was 
the real curveball when we pitched [it], and 
the lesson here is to get people hands-on 
with the thing that you’re showing them. Get 
them to understand and feel why it’s special.”

Perhaps the fond memories of that first 
session are the reason Sea Of Thieves 
survived – through four long years of 
development and a disappointing launch, 
beyond the closure of UK sister studio 
Lionhead, to become this generation’s Fable, 
a surprise first-party smash for Xbox.

Rare’s big new idea – much needed after a 
decade in which Kinect Sports had seemed to 
drain the studio of its identity – was to place 
the soft skills of multiplayer at the forefront 
of the experience. Sea Of Thieves would be as 
much about player relationships as it would 
twitch-based shooting or expert ship-rigging.

“We set out to make a new type of 
multiplayer game,” Duncan says. “That would 
encourage you to bring people that maybe 
haven’t played a multiplayer game before. 
Ultimately, we wanted you to be able to play 
Sea Of Thieves and have different outcomes 
and consequences with every adventure you 
go on. Some pretty big ambitions.”

Ship shape
By the time Rare announced the game at E3 
2015, it had built the water tech and servers 
it needed. The studio had also welcomed an 
important new contributor to its dev team: the 
deceased US psychologist Dr Robert Plutchik.

During his life, Plutchik had developed 
a theory of emotion. He imagined human 
feelings as a kind of colour wheel, which 
positioned anger opposite fear, joy opposite 

sadness and trust opposite disgust. Plutchik 
posited that the primary emotions could 
mix together, like colours, to produce many 
different hybrid feelings. “A lot of games will 
focus on rage,” Duncan reveals. “We wanted 
to build a rich canvas of emotion. That 
inspired a lot of our early thinking.”

During their first technical alphas, the 
developers at Rare would stick up Post-it 
notes in the office which kept track of what 
they were feeling while they played. If the 
addition of a new feature saw the colours 
suddenly skew towards red and orange, the 
team knew to rebalance the experience with a 
wider range of emotions.

This odd method was especially useful 
given that Rare was striking out into 
unmapped waters. There were parallels with 
other popular genres – MMOs, co-op shooters, 
open-world adventure games – but Sea Of 
Thieves was strange enough that the team 
didn’t have any established successes to 
measure their work against.

“Rare’s motto is that we make the kind of 
games the world doesn’t have,” Duncan says. 
“It’s a very storied studio, it’s got a great 
history. But it’s also redefined itself time 
and time again, building games that are very 
different to what’s gone on before.”

Despite that reinvention, one thing that 
Rare had maintained was its silence. Duncan 
compares the studio’s reputation to that of 
Willy Wonka’s factory. “We historically had this 
very secretive veil,” he says. “No one knew 
what happened beyond the walls, and every 
few years a game would pop out.”

But that would have to change. If Rare was 
going to run a game as a service, maintaining 
and responding to the needs of a community, 
it would have to start opening up. A year and 

“We wanted you to be able to play 
Sea Of Thieves and have different 
outcomes and consequences”

GETTING 
ITS SEA 
LEGS

RARE’S SANDBOX NOW OFFERS 
AN OCEAN OF POSSIBILITIES 
COMPARED TO ITS DEBUT

At launch, critics were clear: Sea Of 
Thieves was a beautiful vessel with too 
little to do on its deck. A year in, it was a 
different story, though – or rather a larger 
story, thanks to the interconnected 
quests of Tall Tales, which brought lore 
into focus. Since then, Rare has 
introduced more challenge to push 
against: megalodons, forts and islands 
with volcanic self-defence systems. 
That’s made parts of the game more 
difficult to play when adventuring on your 
own, but it’s easier to find a crew now, 
too, thanks to filtered matchmaking.

The pace of adventure has stepped up 
with monthly updates, but the game’s 
meditative life simulation has also been 
deepened since release, with cooking, 
hunting and fishing. More than anything, 
however, it’s the greater sense of purpose 
and direction that has turned Rare’s 
fortunes around, and had increasing 
numbers of players seeking fortunes of 
their own on the ocean.

More Xbox news at gamesradar.com/oxm
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a half before Sea Of Thieves launched, the dev
team invited players in to test it.

“This was actually quite uncomfortable,”
Duncan says. “Speak to any game creator,
they are naturally the people who don’t
want to let anyone play until it’s perfect and
polished.” But Sea Of Thieves was a game
predicated on the power of free expression.
Without knowing how real players would
behave, Rare was building a game with half of
its key elements missing.

“You naturally think that everyone will just
shoot each other, and do what they do in
other games,” Duncan says. “But that’s not
true. What we’ve actually seen is people
make friends and engage in great social
experiences and hide on each other’s ships.”

The idea was that players would share more
of themselves, too, through video. By 2015,
Twitch had 100 million viewers per month; a
few months later, YouTube Gaming launched.

Pirate’s life
“When you allow players to act in a way
that is their authentic self, or to put their
fun and humour into the game, it actually
becomes inherently watchable,” Duncan
says. “‘Shareable’ was a term we came up
with very early in development. We want you
to talk about your ship getting set on fire, or

when your friend left you on the island, or that 
amazing adventure you had with your kids.”

When Rare entered open beta it lifted the
NDA that had kept players from chatting about 
their experiences, and Sea Of Thieves quickly
became the most-watched game in the world. 
“All new games will go into the top tens on
Twitch and be streamed a lot on YouTube,
but we went into the hundreds of millions
of hours,” Duncan tells us. “It just built the
curiosity and the excitement.”

By launch, plenty of people were excited,
but those numbers created problems. “If you
can imagine owning a nightclub, and you invite 
1,000 people – the door staff can cope and
everyone can get a drink, no one’s queuing
too much,” Duncan says. “That was our
technical alpha. And then when we launched
the game, about 50 times as many people
turned up. Not everyone can get in the front
door, the queues around the bar are crazy,
there are too many people on the dancefloor.”

Duncan doesn’t seem to consider
that outcome avoidable for a big online
multiplayer-focused game. Just as you don’t
know where the holes are in your ship until
you put it into water, the leaks in a launch
game aren’t apparent until it’s played at a
large scale. “The reality is you’ve just got to
work through that stuff,” he tells us. “You take 

those slow and steady steps and just scale 
up until you hit your pain points.”

As with so many adventures on the Sea Of 
Thieves, once they set sail, the buccaneers at 
Rare drifted from the course they’d plotted on 
their maps. They found that many of the plans 
they’d set out for the months after release no 
longer made sense. “When you’re making a 
game that you’re evolving actively with your 
community and you’re updating, you can 
never really know what’s ahead of you until 
you get there,” Duncan tells us.

Bone of contention
During development, Rare had sworn that it 
would never put AI ships in the game. The 
team wanted every sail on the horizon to be 
that of another human player, and therefore 
inspire a whole suite of emotions from the 
wheel: anticipation, fear, joy, resolve. But the 
studio discovered that players were bummed 
out by the prospect of ruining another crew’s 
adventures – they wanted to divorce the fun 
of cannon battles from the consequence of 
sinking a player’s hard-earned cargo.

Rare came up with two solutions: the 
first and most obvious was to introduce AI 
enemies to the seas, as well as the islands. 
With the arrival of skeleton sloops – and their 
larger, less alliterative galleons – players 

“You naturally think that everyone 
will ust shoot each other… but 
that’s not true”
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FAR LEFT The 
Shrouded Spoils 
update added new 
types of 
Megalodon.

LEFT You can 
customise your 
buccaneer with a 
whole suite of 
vanity items.

BOTTOM Sea Of 
Thieves 
encourages 
teamwork and 
creating your 
own stories.

every month, Rare has a meeting 
the immortalisation of community 

mplishments. “One of the things we 
arly on, around the time of the 

type, was that it would be great if 
f Thieves didn’t have a Blackbeard,” 
Duncan says. “What if the players 
me the immortal legends?”
practice, this has sometimes simply 
t calling out the achievements of 
rs in Rare’s blogs: the two pirates 

who were each sick 61 times in-game 
over the festive period, for instance, or 
the captain who fired himself from a 
cannon on 1,368 occasions over the 
space of just four weeks.

This year, though, Rare has stepped 
up the recognition. January’s Legends Of 
The Sea update filled the map with 
Easter eggs that commemorated 
famous players and their deeds. You can 
now drink to Fizzy Fox, the deadliest 
tester in Rare’s technical alpha, in the 
tavern at Dagger Tooth. Or find a 
skeleton scribbling the Gamertag 
‘ArchAngel Aeon’ on a rock on the shore 
of Mermaid’s Hideaway, in tribute to the 
alpha’s most dedicated swimmer.

“Games-as-a-service can have a little 
bit of baggage, but I love what you can 
do with evolving games,” Duncan says. 
“You can [celebrate] things that have 
happened in the community.”

Sea Of Thieves’ first ever pirate legend 
was a controversial figure. The streamer 
Prod1gyX reached level 50 with each of 
the game’s three factions by relying on 
the help of his Twitch followers. That 
didn’t sit well with some of his peers. “It 
created this massive polarisation,” 
Duncan says. “But if you think about 
pirates and the theme of Sea Of Thieves, 
we want the right kind of notoriety. The 
fact that someone can create a 
reputation shows the power of 
multiplayer games.”

HOW RARE IS PAYING TRIBUTE 
TO THE SEA OF THIEVES 
COMMUNITY’S EXPLOITS

N O T O R I O U S
P R O - D 1 - G Y

could test their tactics and lateral thinking 
against well-equipped opponents. They 
learned that while skeletons were very 
capable at repairing hulls, they wouldn’t bail 
out water, and so buckets of the green-blue 
stuff were effective weapons against them.

Rare’s second solution was the Cursed 
Cannonball – a new type of projectile that 
didn’t cause any direct damage. If players 
wanted to get the better of another crew 
without doing any lasting harm, they could 
simply hit them with a vomit-inducing 
Grogball, or cannon-disabling Peaceball.

“A lot of the evolution of Sea Of Thieves has 
happened because of the engagement with 
players,” Duncan says, “and that continues to 
be true to this day.”

Sea Of Thieves’ reported ten million players 
“is actually quite an old stat now”. Success 
might have taken some serious adjustments 
to the sails, but two years on from launch, its 
fair wind shows no sign of waning.

Rare now defines its culture according to 
a set of pillars: being bold, supporting one 
another, learning and evolving. They might 
be corporate buzzwords, but they’re also 
strikingly similar to the skills that Sea Of 
Thieves itself teaches – a sign that just as 
Rare has rebuilt its ambitious pirating sim, the 
reverse has also been true. 
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The Ori games are the work of Austrian indie developer Moon Studios, which became a M

R E V I E W
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A bumper month for top releases kicks off with one

the year’s most anticipated shooters. Yes, the Doom

Slayer’s back in Doom Eternal (p72). The classic

FPS was rebooted to great acclaim back in 2016, an

this time id Software has dialled the action up severa

notches, to make it bigger, faster and gorier than ever.

Ori And The Will Of The Wisps is an Xbox exclusive

platformer that we’ve been dying to get hold of since

the sequel was first announced. We adored Moon

Studios’ beautiful-looking platform adventure Ori

And The Blind Forest from 2015. Will Ori’s second

game cast the same magical spell over us? Find out

on page 76! Hunt: Showdown (p78) could be this

year’s biggest surprise hit. The monster-hunting PvP

game set in the old Louisiana swamps has mightily

impressed us, and creeped us out thanks to its

nightmarish monsters. Hospitals aren’t known for

being fun places, but medical management sim

Two Point Hospital (p82) proves that laughter is the

best medicine. If you fancy a bit of Nordic Noir in your

gaming, Draugen is a mystery game set in 1920s

Norway – find out what we made of this intriguing

game on page 86. Finally, we revisit two 4K reissues

of ten-year-old PlatinumGames classics – Vanquish

(p88) and Bayonetta (p90). Do these classics still

hold up, and benefit from a 4K lick of paint? Read on!

 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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Doom Eternal
SHOOTER SEQUEL IS THIS YEAR’S MOST VALUABLE SLAYER DAVE MEIKLEHAM

PUBLISHER BETHESDA / DEVELOPER ID SOFTWARE / RELEASE DATE OUT NOW / COST £54.99/$59.99

decapitated Imp spits out all the
shotty rounds you could ever want.
Getting peppered by an Arachnotron
and its annoyingly accurate turret?
Equip your Heavy Cannon, enter into
Precision Bolt mode, before sniping
the bastard’s head-mounted gun off
courtesy of Eternal’s new ‘Destructible
Demons’ feature. In rebooted Doom,
aggression is always the answer.

Slayed by the bell
id’s sequel represents the best kind
of virtual nonsense: this is a title
that wholeheartedly leans into the
absurdity of its intensely ‘gamey’
action. Pulsing, ear-ruining metal
tracks lay down a relentless tempo
as your mountain of a space marine
mows through a never-ending
conveyor belt of beasties. While
there’s certainly nuance and tactical
layers to combat, Doom Eternal
is more concerned with slapping
you around the face with firefights
that teeter on just the right side

If there’s one 
thing this sci-fi 
FPS thrives on, it’s
aggression. At every
turn id Software’s
muscular, formerly

Mars-set blaster focuses on unfiltered
onslaughts; be it from the Doom Slayer
or the hordes of demons he delights
in pummelling. There’s no cover 
shooting or seeking shelter here. 
Instead, you’re constantly encouraged
to kick all the ass as Hell’s fugliest,
most furious customers try to rip your
insanely beefy spine out. 

Like its 2016 predecessor, Doom
Eternal is all about pushing forward
at all costs. Running low on health?
Chuck a grenade into a Cacodemon’s
mouth, yank out its bulging eye during
a gratuitous Glory Kill, then bathe in
the showers of HP that spew from
the beach-ball-shaped monster’s
corpse. Short on Super Shotgun 
ammo? Break out Doom Slayer’s 
chainsaw and watch as that freshly

of being exhausting rather than
challenging your cranium. Sure, you
may scratch your head trying to locate
the odd key, yet for the most part,
Eternal’s entire focus is on delighting
your forever-twitchy trigger finger.

Set two years after 2016’s
amazingly effective reboot, you’re
once again back in the seriously
meaty shoes of the Doom Slayer. With
the action now whisked away from
the Red Planet, the shooter icon finds
himself on a galaxy-spanning quest
to find three Hell Priests. And by ‘find’,
we mean ‘murder horribly’. Is the story
mostly nonsense that you can easily
sleep through? Absolutely. Yet the plot
at least gives id the excuse to serve
up a far more varied set of levels than
Eternal’s predecessor ever delivered.
The slickly produced third-person
cutscenes are also welcome – the
Slayer’s absurdly shiny suit looks
especially sexy in 4K on Xbox One X.

That’s the one area Eternal
confidently outdoes 2016’s Doom:

ABOVE Revenant
and Pinkies make
quite the killer
tag-team.
Careful you
don’t get
boxed in.

LEFT Doom Slayer
is here to whoop
all the demonic
ass. Breathe,
big guy.

Eternal is the first game to be developed with the cutting-edge id Tech 7 engine. No wonder it’s so smooth

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

R E V I E W



id Software takes you on quite the 
intergalactic road trip.  

The underlying appeal of Doom’s 
goosebumps-worthy shoot-outs is 
as strong as ever. The perpetually 
slick flow of combat is a joy, with 
Doom Slayer’s agility and awesome 
arsenal making him one of the most 
empowering heroes on Xbox. Heroes 
totally garotte a living creature every 
17 seconds, right? With each fight 
offering a new combination of demons 
to obliterate, guns to master and 
environmental challenges to swing 
and hop through, gunplay never gets 
old. Doom Eternal’s combat is so good, 
you’re dealing with a shooter that’s 
operating in the same hallowed air 

it takes you on a brutal adventure 
where every mission feels fresh and 
tonally different. In the last game, 
the samey corridors of that Mars 
facility bled together in one big barely 
decipherable soup. In this sequel, 
multiple trips to a decimated Earth 
and jaunts to decidedly old-school 
‘ice world/fire world’ levels make 
Eternal a nostalgic throwback that’s 
better paced than its predecessor. 
Whether tiptoeing along a giant 
ornamental blade the length of a 
football field as you try to keep the 
Doom Slayer’s keester from getting 
fried by lava, or treating a stately 
manor and its dozens of swing bars 
like a ridiculously fancy jungle gym, 

Bungie used to regularly breathe while 
it was still making Halo. 

Jumping uglies
Actually, we shouldn’t gloss over 
that whole ‘swinging/hopping’ thing. 
For better or worse, id has decided 
its shooter should be a first-person 
platformer from time to time. Imagine 
Mirror’s Edge if Faith concentrated on 
chainsawing Hellspawn in half rather 
than sliding down bannisters, and 
you’ve pretty much got an average 
platforming section in Eternal. Are 
these slightly fiddly encounters 
always successful? Nope. Are they 
regularly offensive? Not really. While 
the concept of a burly alien murderer 
swinging between monkey bars and 
double-jumping onto rock walls is 
utterly stupid, the game’s steadfast 
commitment to buttery-smooth 60fps 
play means even these overthought 
platform bits are a pleasure to control. 

There are also – and we can’t 
believe we’re typing this – ‘swimming’ 
sections. Well… kind of. Your Slayer 
has to very occasionally do a Doom 
doggy paddle late into the game. 
Again, these sections aren’t hugely 
annoying, though they do feel 
awkward – they’re just another 
example of Eternal introducing a 
throwaway, thoroughly unnecessary 
mechanic. If you’re listening id 
Software, please don’t make your 

short
cut

WHAT IS IT?
The follow-up to 
Doom’s brilliantly 
judged 2016 reboot. 

WHAT’S IT LIKE?
Every old-school 
shooter thrown into a 
blender… with added 
gore and pus. 

WHO’S IT FOR?
Hardcore twitch FPS 
fans who cherish 
white-knuckle 
firefights. 

LEFT These 
serpent-like 
monsters are 
horrible to put 
down. Slithering  
bloody pests.
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ripped marine bust out a backstroke in
the next Doom. 

At least you can’t accuse the studio
of not introducing new ideas. While
Doom Slayer needing water wings
was a pea-brained decision, other
additions are more welcome. Just
take his new Equipment Launcher.
With a quick jab of LB your homicide-
loving hero can unleash grenades and
insta-freeze projectiles. Not only is
this shoulder-mounted gadget good
at buying you precious seconds of
breathing space in the heat of battle,
it also leads to the most satisfying
Glory Kill in the game. We briefly
mentioned it earlier, but there’s
nothing more life-affirming than
lobbing a ’nade into a Cacodemon’s
gob, then revelling in the gory,
peeper-gouging aftermath.

Doom for growth
The runtime does feel a tad bloated,
though. Like the last Doom, this is
yet another id shooter where light
trimming would have benefitted the
overall flow. Though second-to-
second combat is rarely less than
stellar, the campaign could easily lose
a couple of hours and be all the more
focused for it. It’s going too far to say
Eternal overstays its welcome, but
id really should leave us all wanting
more when it takes on the Doom
Slayer’s inevitable next mission.

Thankfully, it’s also consistently
gorgeous. Outside of Red Dead
Redemption II and Forza Horizon 4,
there are few better adverts for Xbox
One X than Doom Eternal. Series X may
be mere months away, but in the here
and now, Microsoft’s current Ultra HD
baby continues to deliver the goods.
Searingly sharp with a framerate that
never threatens to drop, id’s gory
shooter is a technical marvel. Whether
you’re playing in 4K on Xbox One X or

1080p on Xbox One S, the studio’s
unfailing commitment to 60fps
gameplay pays off in satisfying
style every moment of Eternal’s
15-hour campaign.

It’s also worth pointing out
those with a weak stomach
should stay away from this
shooter’s utterly disgusting
antics. This is one of the most
upsettingly squelchy games
we can ever remember playing.
Everything in Eternal is alive in

the sort of way it really shouldn’t be.
Entire levels are made up of sinewy
muscle, while a mid-game mission
tasks you with detonating a hangar-
sized heart. Gore-hounds will love
it. Everyone else? Prepare to do a
multiple-hour sick in your mouth.

Doom Eternal is just about the
purest expression of joyous shooter
excess possible. Bigger, badder
and more brutal than its franchise-
revitalising predecessor, this sequel
reaffirms Doom’s place as an FPS
giant. In a market clogged with titles
that try and fail to serve too many
masters, it’s refreshing to see a game
(mostly) streamline its focus into
doing one thing exceedingly well. Is
this follow-up a classic? Not quite. Yet
if you’re seeking hours upon hours of
effortlessly empowering, consistently
gorgeous shoot-outs, you need look
no further. Do we have Doom for one
more? Hell yeah we do!

BATTLE
MARKET
At time of writing,
Doom Eternal’s PvP
online Battlemode
wasn’t live. We’ll aim
to cover it in a future
issue in some form,
but in the meantime
here’s what you need
to know. A subversive
two-on-one mode,
rounds of Battlemode
see two players
assuming the role of
demons as they try to
put down the Doom
Slayer. With five
playable monsters
and six maps
available at launch,
hopefully this
interesting take on
PvP will find a
dedicated community.

“Eternal is ust
about the purest
expression of
shooter excess
on Xbox One”

OXM VERDICT
A supremely
confident sequel
that aims for gory
thrills and rarely
misses the target.

8

LEFT A fully
charged chainsaw
will cut even a
Hell Knight’s
crumpy carcass
in half.

FAR LEFT Doom
Eternal’s ruined
vistas certainly
are a sight for
sore (super
homicidal) eyes.

Demon designs have been altered from Doom 2016 to make the monsters look more like their original 1993 counterparts
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EDITOR’S
CHOICE

Ori And The Will Of The Wisps
THE OH-SO CUTE GUARDIAN SPIRIT RETURNS IN THIS METROIDVANIA SMASH AUSTIN WOOD

PUBLISHER XBOX GAME STUDIOS / DEVELOPER MOON STUDIOS / RELEASE DATE OUT NOW / COST £24.99/$29.99/FREE WITH GAME PASS

to speak to (and often fawn over), and 
the overarching story is an even more 
potent blend of Bambi and Princess 
Mononoke pathos.

Everything kicks off with separation: 
Ori and the owlet Ku are torn apart 
mere moments after Ku’s first flight, 
and it’s up to Ori to find her before 
she’s caught by Shriek, the new avian 
antagonist. This eventually snowballs 
into another realm-endangering quest 
with Ori and the great willow tree, 
the Mother Of Light, at its heart. It’s a 
familiar setup, but the juxtaposition 
of Ku and Shriek provides an edge 
that truly shreds the heartstrings. 
Between Ku’s crippled wing and 
spunky personality, Shriek’s tragic 
origins and Ori’s ineffable lovability, 
you’re immediately invested, despite 
the game having next to no dialogue. 
We were teary-eyed for the first ten 
minutes and the last ten minutes, and 
there were plenty of gut-punches in 
the nine hours between.

Of course, we expected Ori And the 
Will Of The Wisps to be a bittersweet 
story. What we didn’t expect was for 

Something very 
important happened 
between the 2014 
debut of Ori And The 
Blind Forest and the 
release of Ori And 

The Will Of The Wisps, and that thing 
is Hollow Knight. Clearly, when Team 
Cherry’s opus schooled everyone on 
how to make Metroidvanias in 2017, 
Ori was in the front row with a heavily 
weathered notebook. The result is a 
short but sublime action-platformer 
that will constantly delight your eyes, 
ears and fingertips.

We say ‘short’, but the game 
feels way longer than it is, because 
it’s overflowing with ideas and 
follows the same basic formula as 
its predecessor - find the magic 
McGuffins and unlock a suite of 
new abilities along the way - but its 
world is livelier and denser, and more 
dangerous. Ori is more customisable 
and moves better than ever, and 
combat is a central focus this time, 
with enemy and boss design to match. 
There is a robust cast of characters 

it to be the best-feeling 2D game 
we’ve ever played, bar none. Ori is a 
true joy to control, every one of your 
movements is so fluidly animated 
and so satisfyingly weighted that the 
sheer kinetic thrill of it all leaves you 
hungry for more. We had to actively 
force ourselves to stop and appreciate 
the game’s thickly detailed, beautifully 
layered environments simply because 
moving through them is such a treat. 

Fighting spirit
Ori’s arsenal of abilities has been 
greatly expanded beyond jump, 
double-jump, and triple-jump – you 
can scale vines, cling to walls, and 
climb on certain surfaces. Ori can 
launch off enemies, projectiles and 
hanging lanterns, and even grapple 
to enemies or designated anchors. 
You can glide through the air and 
ride vents upward, dash through the 
air and along the ground, and dive 
in and out of water with a wonderful 
flourish. Ori’s aerial manoeuvrability is 
extraordinary, and it only gets better 
with the introduction of later abilities.

short
cut

WHAT IS IT?
A lovely-looking 
platformer sequel to 
the excellent Ori And 
The Blind Forest.

WHAT’S IT LIKE?
Ori And The Blind 
Forest, Hollow Knight, 
any good 
Metroidvania.

WHO’S IT FOR?
Platforming 
aficionados (it really 
is that good), and 
those who love a 
tear-jerking story.
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Ori is a white guardian spirit who fell out of a tree when he was a nipper and was adopted by Naru, a forest creature

The movement system is so flexible 
that it encourages you to experiment 
with (read: try to break) the game’s 
rules. We were able to access several 
items and areas well before we were 
seemingly supposed to by combining 
abilities in unorthodox ways. And we 
can’t stress enough that this isn’t 
game-breaking; this is brilliant.

This kind of improv platforming is 
baked into the game through side-
quests and time trials. The former 
challenge you to collect items and 
bring them to NPCs, and the latter let 
you race the ghosts of other players 
like you would in a racing game. The 
time trials are so creative, in fact, that 
they make the final level feel a little 
underwhelming by comparison.

Combat rocks 
It’s the platforming that really sells Will 
Of The Wisps, but combat’s no slouch, 
either. Ori’s packing much more than 
paltry projectiles. You’ve got a sword 
for light attacks, a hammer for heavy 
strikes, and myriad ranged abilities 
which you can purchase from a 

monkey. Our favourite ranged ability 
is the javelin, partly because you do 
a cool slow-mo fade-away when you 
throw one, and partly because the 
upgraded javelin basically kills the 
entire screen.

Combat is further enlivened by 
equippable Spirit Shards. These can 
improve your damage output, upgrade 
abilities, or make you tankier. With 
a full-fledged combat system at its 
disposal, Will Of The Wisps is able 
to make more elaborate bosses. It 
still has escape sequences, wherein 
you run through a no-checkpoint 
platforming gauntlet with a boss 
nipping at your heels, but there are 
also some traditional fights where you 
read attacks, exploit openings and 
whittle away at a beast’s health bar.

There are a few minor stumbles 
here and there, such as that at times 

combat abilities feel uninspired, but
make no mistake – this is one of the
best platformers ever committed to
Xbox, and it’s an easy front-runner
for Game Of The Year. If you liked the
first game, you will love this one. And
if you haven’t experienced Ori’s story,
you owe it to yourself to dive in now,
especially with both games now on
Xbox Game Pass. ■

WHEELY 
USEFUL
All of your abilities can 
be accessed through 
a weapon wheel of 
sorts. At any time, you 
can open the dial, 
select an ability and 
map it to one of three 
face buttons. Time 
stops while you have 
the wheel open so 
you can change 
abilities at any point, 
which allows for fun 
and intuitive combos. 
It also gives you easy 
access to one of the 
most important (and 
Hollow Knight-like) 
abilities: your focus 
healing. You can 
spend one mana orb 
to replenish three 
health orbs by 
harnessing your 
energy (read: stand 
still) for a brief 
moment, and this 
helps set the pace for 
many fights.

“Ori is a true
oy to control  
every one of your 
movements is 
fluidly animated”

FAR LEFT Moon 
Studios took its 
time with this 
sequel, and the 
quality shines 
through.

RIGHT Boss 
fights are more 
elaborate, 
thanks to a 
robust combat 
system.

OXM VERDICT 
A gorgeous, 
platformer which
improves on 
everything in the 
first game.

9

LEFT The 
awe-inspiring 
environment 
design is enough 
to take your 
breath away.
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EDITOR’S
CHOICE

Hunt: Showdown
ALONG CAME A SPIDER WHO MURDERED MISS MUFFET AWAY DAVE MEIKLEHAM

PUBLISHER DEEP SILVER / DEVELOPER CRYTEK / RELEASE DATE OUT NOW / COST £33.49/$39.99

measure, this is a festering wound of
a game you can’t help but scratch.
Burrowing under your skin and
commanding your complete attention,
Crytek’s genre mashup is unlike
anything else on Xbox One.

Cheeky hunt
Blending PvE encounters and
competitive play, then lacing the
action with survival elements, this
brutal first-person shooter tips its
paranormal cowboy hat to DayZ… on
its way to completely outgunning
Dean Hall’s zombie hit. The big
difference between Hunt: Showdown
and Bohemia Interactive’s slog of
a survival sim? Crytek’s icky blaster
respects your time. Imagine that.

Rounds of the headline Bounty
Hunt mode last anywhere from 20 to
45 minutes, and you’ll be both riveted
and revolted for every disgusting
second of play. Part of the reason
these monster-slaying skirmishes are
so gripping is because this shooter

Forget Limbo’s
arachnid assassin…
this is the worst
spider on Xbox.
Holy hell, the
way it moves.

If you have even the teeniest
case of arachnophobia, watching
Hunt: Showdown’s giant spider
scurrying around its suffocatingly
claustrophobic farmhouse lair will
make you want to crawl under your
covers and sob for a month. We’ve
killed some hideous beasties over our
Xbox careers, but this eight-legged
freak is what the term ‘nightmare fuel’
was coined for.

Oh, and it just so happens to be
hiding a skinned human head under
its dripping, three-foot mandibles.
Because of course it is. But enough
about Hunt’s appalling wall-crawler.
We’re not going to let the awful
creepy-crawly ruin one of the most
interesting multiplayer games in
years. Gripping and grotesque in equal

is that rarest of beasts in 2020: it’s a
genuinely unique videogame.

Taking the spirit of a battle royale
and tossing it in a blender with a
healthy dollop of boss rush mode,
Crytek’s barbaric baby is seriously hard
to pigeonhole… but we’ll give it a go
anyway. Imagine PUBG and Dishonored
ran away together, set up shop in 19th
century Louisiana, then ditched the
chicken dinners and Blink-assisted
kills for online shoot-outs against
creatures so vile, they make the
Predator look like a skull-collecting
Brad Pitt. Quite the image, huh? Put
all that together and you have a
vague idea of what Hunt: Showdown
is all about. Part stealth shooter, part
survival sim, all nauseating spectacle.

Here’s the basic premise: you’re
a randomly generated Deep South
gunslinger who makes a living hunting
boss monsters and banishing their
spirits from the bayous of Louisiana.
Actually, it’s more complicated than
that. In order to find one of these

ABOVE Forget
chowing down on
curds. Just
shoot the bloody
thing! A lot.

LEFT Most
Hunters rock
duds that sport
a part cowboy,
part Hugh
Jackman in The
Prestige vibe.

Initially dreamt up as a spiritual successor to Darksiders, this bounty hunter was originally called Hunt: Horrors Of The Gilded Age 
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spent the last half-hour sleuthing and 
shooting your way to. Alright, maybe 
it’s not that much like Dishonored. 

This is a game dripping with 
paranoia, where opportunists can 
win the day with a little cunning and 
a whole lot of scumbaggery. Whether 
you lone-wolf matches or band 
together in a two or three-player 
posse, rival Hunters can strike at any 
moment. See that cornfield/thicket 
of tall grass/barely-lit shed? There’s 
probably someone there, hidden out of 
sight, waiting for the juuust the right 
time to attack and steal your coveted 
bounty. The lingering sense of being 
watched is unshakable; the threat of a 
rival pouncing and ending your round 

bosses, your Hunter must first uncover 
and investigate three clues hidden 
within the game’s two swamp-infested 
sandbox maps. How do you Sherlock 
these out? By using a vision mode 
called Dark Sight that highlights blue 
areas of interest. It’s a bit like Corvo’s 
Dark Vision… minus the Skeletor mask. 

As you sniff out each hint you’re 
gradually directed towards the beast’s 
final location, which is almost always 
some terrifyingly murky attic or barn. 
Goody. It’s then a case of confronting 
the crime against nature, killing the 
hell out of it, banishing its spirit, then 
hightailing it to an extraction point 
before a rival Hunter bumps you off 
and steals that bounty token you 

with a single bullet is ever-present. 
It’s a nerve-shredding twist on PvP. We 
bloody love it. 

Death is achingly permanent. Fall 
and you’re pretty much finished. While 
allies can revive you if you’re playing 
in a party, the hordes of zombie-like 
Grunts that stagger around maps will 
probably claw them to bits before 
they can Florence Nightingale you 
back to your feet. This permanence 
is also etched into progression. Once 
you level up past Bloodline rank ten, 
any Hunters that fall in the field are 
lost for good. It’s a punishing system 
that adds to the intoxicating aura of 
dread; a dangling Sword Of Damocles… 
brandished by a 12-foot-tall pig man. 

Bossed aside
Ah yes, those bosses. Fire up a Bounty 
Hunt contract and you’re forced 
to contend with two of either the 
Butcher, the Assassin, or our good 
old pal, the Spider. Beastie the first 
is a colossal human/hog arsonist 
that makes Manhunt’s Piggsy look 
positively chill – though at least 
he’s easier to kill than his forever-
fidgeting chums. The Assassin? It’s 
a contorting, conjuring trickster that 
magics up decoys and dissolves into 
a horde of beetles every time you try 
to unload a clip in its direction. It’s a 
freaking nightmare to hit. As for the 
Spider, we’ve taken enough years off 

short
cut

WHAT IS IT?
A monster-slaying 
online offering unlike 
anything on Xbox.

WHAT’S IT LIKE?
Erm… it’s a bit like  
a blend of 
PlayerUnknown’s 
Battlegrounds and 
Evolve. Sort of. 

WHO’S IT FOR?
People who can just 
about tolerate 
massive spiders.

LEFT Grunts make 
a racket when 
they’re about to 
buy the farm. 
Simmer down, you 
festering pests.
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our lives recounting that bastard’s
scurrying sneak attacks. Taking
place in boxy, perpetually dark lairs,
these battles are both terrifying and
grotesquely compelling. They’ll haunt
your dreams and scratch at your soul,
and weirdly, you’ll cherish each one.

Super Meathead
The ‘garden-variety’ enemies that try
to block your path to these fiends
aren’t much better. We’re rubbing our
collective craniums trying to think
of our least favourite to face. Is it
the Hive? A critter that looks like it
just stepped off the set of The Thing
and that barfs skin-eating flies in
your direction whenever you step
too close. Or perhaps it’s the Water
Devil? A sifting pile of parasites that
prowls the lagoons you often need
to cut through, ever-ready to drag
your Hunter to the depths. Actually,
maybe the Meathead is the worst.
This big-boned freak may be visually
impaired, but his leech lackeys
happily act as his eyes as he tries to
punch you into oblivion with a single
devastating haymaker. We haven’t
seen this level of instantly iconic
enemy design since Left 4 Dead.

It’s a good thing the weapons
you unlock and equip are all too
happy to pulverise these ghouls
out of existence. As your Bloodline
rank improves you gain access to

increasingly devastating guns – be it
through XP-generated currency or the
‘stump up actual human cash’ Blood
Bonds. Our go-to arsenal? That would
be a silenced Nagant M1895 and the
Night Of The Living Dead-honouring
Romero 77 Hatchet shotgun.
Regardless of what firearms you plump
for, they all kick like a supremely
angry mule… one that’s just found
out its mother has been turned into
a questionable frozen lasagne. With
crisp aiming and animations that sell
the devastating impact of your bullets,
Hunt: Showdown is one of the most
destructively impactful shooters on
Xbox One. In simpler terms, it’s really
fun to fire the guns.

There’s something about Hunt:
Showdown that’s almost infectiously
impossible to resist. It’s horrible and
repugnant in all the right ways. Its
bayou setting is every inch the equal
of Resident Evil 7. This is basically the
closest you’ll ever get to a videogame

version of True Detective season one…
just replace Rust Cohle’s rampant
alcoholism with two-ton spiders. Also,
pro tip: wear some good headphones.
The game’s relentlessly effective
soundtrack boasts the best audio
design since Alien: Isolation scared
our eardrums witless.

Considering this is a game that aims
to make you cry 73 per cent of the
time, faults rear their ugly head. Place
these poorly textured hunts next to
the rest of Crytek’s envelope-pushing
library, and you’re left with the ugliest
title the German studio has developed.
Couple this with slow matchmaking,
and the fact the premise is pretty
one-note, and you’re left with an
excellent game… just not quite an
all-time great. Despite its minor tech
flaws this is a title we recommend
every Xbox fan over the age of 18 play.
If you can survive that damn spider,
webs of wicked online wonder await. ■

CHILD’S
QUICKPLAY
Hunt: Showdown has
a second mode that
offers Grunt-gutting
good times. In
Quickplay, you have
15 minutes to find
and drain four Rifts.
Do this, and you can
suck a final objective
(called the Wellspring)
dry. The only problem?
Each Rift is crawling
with monsters, and
said spring makes you
defend your position
against beasts and
fellow Hunters for a
minute or more.
Thankfully, the reward
is worth it. Drain the
Wellspring, slink out
as the last survivor,
and the random
Hunter you were
assigned – and
whatever highly
ranked guns you
picked up – are yours
to keep. It’s a great
companion piece to
Bounty Hunt.

“We haven’t
seen this level
of iconic enemy
desi n since
Left 4 Dead”

OXM VERDICT
A horrifying hybrid
that mixes online
disciplines. This
shooter delights in
dread. Be afraid.

9

FAR LEFT You’re
on fire, kid!
Literally. Best
take a dip in
that cooling
swamp water.

LEFT There’s
safety in
numbers. Posse
up and stick by
your chums.

Crytek’s horrifying blaster first popped up on Xbox Game Preview last May. Its fiendish shoot-outs have been gestating for quite a while
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Two Point Hospital 
SO ADDICTIVE YOU’LL WORK YOUR FINGERS DOWN TO THE (FUNNY) BONE REBECCA STOW

PUBLISHER SEGA / DEVELOPER TWO POINT STUDIOS  / RELEASE DATE OUT NOW / COST £34.99 /$39.99

Each room has specific equipment 
and staff requirements as well as 
customisation opportunities that 
boost the attractiveness of each 
space, contributing to patient 
satisfaction. You’ll also need catering, 
drinks machines and a means of 
entertainment to provide visitors 
with a way to pass the time between 
appointments. Let your hospital’s vital 
metrics drop too low and patients will 
leave to visit another infirmary that 
suits their needs better.

Mystery maladies
As well as managing the facilities, 
you’ll have to contend with outbreaks 
of bizarre and often hilarious illnesses. 
Jest Infection sees patients transform 
into clowns, and Light Headedness 
turns sufferers’ heads into literal 
lightbulbs. With such madcap 
afflictions, your hospital needs to be 
equipped with specialist wards, each 
staffed with doctors trained to treat 
and cure a specific illness. It’s easy 
enough to deal with one patient at 
a time, but as more and more sick 

Strange things 
are afoot over in 
Two Point County. 
Mysterious illnesses 
are popping up 
everywhere, and 

it’s your job to build new hospitals 
to deal with the situation. Two Point 
Hospital is a spiritual successor to 
1997’s smash hit Theme Hospital, and 
it largely adheres to the template the 
classic PC business sim pioneered.

Moving across the Two Point County 
map, you’ll be tasked with building and 
managing hospitals, tackling a series 
of barmy illnesses and making sure 
you get the most out of your cash 
investments. Earn enough ranking 
stars at one of your hospitals and 
you’ll be able to move onto building 
the next, which often features wacky 
challenges unique to that location.

You begin by setting up a basic 
reception and GP’s office, and then 
you can upgrade your hospital 
further from there. To function 
effectively, your hospital will require 
wards, toilets and training areas. 

people enter the hospital and the 
threat of outbreak rises, the challenge 
ramps up significantly.

If you fail to heal your patients they 
will die, leaving behind a ghost that 
haunts the hospital. These ghouls 
can only be captured by hiring janitors 
with proven ghost-busting skills, 
which means that you need to comb 
through personnel carefully when 
hiring your staff. This rule applies to all 
staff members as those with multiple 
beneficial traits will often make 
hospital life much simpler. Employees 
with better skillsets are going to 
demand a higher fee, but if you 
dedicate time to training your workers 
instead you can cut down on costs 
and still receive the same benefits.

At the beginning of each new year, 
you’ll be able to view your results and 
see where your hospital and staff rank 
whilst learning which areas you need 
to focus on to improve. Rewards for 
doing well include hefty cash sums 
you can use to bolster your facilities. 
And that’s good news because 
improving your hospital often means 

short
cut

WHAT IS IT?
A hospital-based 
business simulation
game featuring a
host of quirky 
illnesses to cure.

WHAT’S IT LIKE?
Planet Zoo, but with 
less animals and 
more patients turning 
into clowns.

WHO’S IT FOR?
Anyone who enjoys 
simulation games and 
loves a good laugh 
whilst they play.
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The game’s development team included Mark Webley and Gary Carr, who worked on Theme Hospital

spending cash on new tech, wards 
and staff. During times of pandemic 
or the emergence of a new illness you 
may find that the only way to cope 
with a growing number of cases is by 
increasing the size of your hospital, 
and this is going to cost you as well.

Making bank
Though a successful hospital will 
make a sizeable profit, during troubled 
times you may find yourself running 
low on funds. In such scenarios the 
best thing to do is take out a loan to 
help manage costs. Each advance has 
specific requirements that must be 
met before you can secure the cash, 
whether that be demonstrating a high 
reputation or reaching a certain level. 
Taking out a loan is a great way to 
jump-start a new ward, but you need 
to have a plan to pay it back. Luckily, if 
you’re struggling with repayments you 
can consult the game’s menus to see 
if there’s any way to cut costs or lay 
off any unnecessary workers.

When it comes to the menus, 
everything is well thought out and 

easy to find. Physically building your 
hospital is intuitive as well. All you 
have to do is place the kind of facility 
or object you want onto clear floor 
space and it’s usually ready to go. 
You need to be careful where you 
position things though, as patients 
and staff don’t like having to travel 
long distances to access amenities or 
to find a break room.

As the game progresses you move 
from hospital to hospital, blessing Two 
Point County with better healthcare. Of 
course, the downside of this system is 
that starting from scratch every time 
you enter a new area can become 
monotonous. Thankfully, the game 
exhibits a wonderful cartoony art 
style, and if you ever need a chuckle 
you can simply zoom in and watch 
what are a superb set of patient and 
staff animations. The people stricken 

with Mock Star impersonating Freddie
Mercury are a particular highlight.

Ultimately, Two Point Hospital
exhibits all the aspects of an excellent
business management game.
While there is a slight tendency for
repetition, intuitive menus, excellent
comedy animation, and addictive
gameplay makes this a worthy
successor to a PC gaming great. ■

ON THE MEND
Is your hospital 
getting too crowded? 
Are you struggling to 
find space for new 
wards and 
technologies? Two 
Point Hospital allows 
you to buy plots of 
land adjacent to your 
main building as a 
way to prevent 
overcrowding and 
ease the pressure on 
overworked staff. 
Purchasing land is 
costly, but it will allow 
you the flexibility to 
deal with the bigger 
outbreaks, and to 
dedicate more space
to vital amenities.
Fail to take the 
plunge and you risk 
patients walking out 
and heading to other 
hospitals that provide 
better care.

“To function well  
your hospital will 
require wards  
toilets and 
trainin  areas”

FAR LEFT The 
reception area 
is important, so 
you need to keep 
yours free of 
long queues.

RIGHT To heal 
some of the 
game’s illnesses 
you’ll need to 
invest in 
serious tech.

OXM VERDICT 
This comedy
business
simulator is just 
what the doctor 
ordered.

8

LEFT A bird’s-eye 
view of the 
hospital is the 
best way to 
keep an eye on 
your staff.
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Red Threat Games cites Norwegian folklore as inspiration for Draugen’s story

Draugen
IT TAKES TWO TO SEE THE FJORD FOREST FOR THE TREES AARON POTTER

PUBLISHER RED THREAD GAMES / DEVELOPER RED THREAD GAMES / RELEASE DATE OUT NOW / COST £16.74/$19.99

play as Edward Charles Harden, an
American traveller who has just arrived
in search of his long-lost sister, Betty.
It’s a simple enough setup, sure, and
one that isn’t wholly original if we’re
honest, but you forgive Draugen
for a lot of this due to its one main
narrative hook: Edward’s 17-year-old
ward, Lissie. You see, in a lot of these
games it’s frequently just you roaming
about alone, picking up notes and
interacting with objects while trying
to unravel what’s going on. Not in
Draugen, however, as here Lissie
serves as a fully formed character
in her own right, accompanying you
almost every step of the way to
provide useful clues and add extra
context – often rather cheekily.

Most of your time is spent getting
to grips with this incredibly detailed
nook of a location, as expected, but
having such a well-drawn companion
alongside you makes uncovering
Graavik’s dark, deepest secrets a lot
more engaging. At any point you can

Ever since the likes
of Dear Esther and
Gone Home exploded
onto the scene
some ten years ago,
indie creators have

continued to push the envelope with
in-game narratives, telling stories
that players likely won’t experience in
triple-A titles. By placing emphasis on
discovery, offering up an interesting
environment to explore and setting
you behind the eyes of an established
character, these so-called ‘walking
simulator’ games tend to be far more
literary and personal in nature. The
same is true for Draugen, a new
first-person adventure from Dreamfall
Chapters developer Red Threat
Games. And though this mystery tale 
might appear familiar at first, its 
subtle genre tweaks and discussion 
of deep themes helps make it a 
worthwhile trip.

Set entirely within the fictional 
Norwegian village of Graavik, you 

interact with Lissie with RB, which 
acts as your dedicated call-out button 
that you can use to have Edward 
engage with her in conversation. The
resulting dialogue always feels natural
compared to most other first-person 
adventures, largely thanks to Nicholas 
Boulton and Skye Bennett doing 
an excellent job at voicing these 
characters. The only aspect that lets 
this down is some poor lip-syncing.

Ghost town 
While the rural village is so small that 
you’re unlikely to ever get lost, at 
certain points Edward will be required 
to chase after Lissie, and it’s here 
where RB doubles up as a way to 
help you find her using echolocation. 
Often once you do, you’ll engage in 
what are perhaps best described as 
‘set-piece conversations’, where you 
can choose between dialogue options. 
Rather than merely pick a word and 
not know where the interaction will 
lead, though, Draugen elects to give 

short
cut

WHAT IS IT?
A first-person 
explore-a-thon set in
a mysterious
1920s Norwegian 
coastal town.

WHAT’S IT LIKE?
A mixture of all your 
favourite walking 
simulators, except 
with a companion by 
your side.

WHO’S IT FOR?
Anyone that wants to 
spend an afternoon 
getting invested in a 
thoughtful narrative.
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players a lot more agency by way 
of small descriptions that indicate 
Edward’s thoughts. Anyone that’s ever 
chosen a phrase as an RPG character 
then immediately been unhappy with 
what’s said will be appreciative.

It should go without saying that 
Graavik is just as much an important 
character in Draugen as either Edward 
or Lissie, surprisingly benefitting from 
the absence of any other NPCs. Almost 
certainly a consequence of the limited 
resources Red Threat was working 
with, the ghost town mystique actually 
works in favour of the mystery our 
protagonists are tasked with resolving. 
Saying too much about this would be 
giving too much away, however just 
know that there’s more going on in 
Graavik than simply Edward’s search 
for his sister.

Draugen also opts for a nice gear 
shift in that there are very few logic or 
mechanical puzzles standing in your 
way. Usually it’s customary for games 
of this ilk to try and stump you by 

having you, say, pull levers in a certain
order or place special objects in the
correct location. Doing away with such
tasks allows the story of Edward, his
sister, and the village as a whole feel
sensibly paced; there’s never any
danger of you being left to scratch
your head, thank heavens.

Walk away
It’s a shame, then, that from a
technical perspective, Draugen often
lets itself down – at least in this Xbox
One version. Playing on a standard
S console, almost every time you
turn Edward’s head to look around
the camera has trouble keeping
up, stuttering until whatever you’re
looking at comes to a complete
standstill. It’s not a dealbreaker,
but isn’t ideal when you’re trying to
become absorbed in the story. Another
slight hiccup comes in some poor
signposting, where visiting an area
– in our case, the Church – before
being strictly guided there lessens 

the narrative impact of what happens
at the location later on. Weirdly, the
game only cordons you off from some
important locations and not others.

Despite these drawbacks, Draugen
succeeds in its goal to engross you
within an otherworldly location amidst
a mystery where there is definitely
more going on than it seems. Its
twists and turns might be expected 
by more vigilant players, but those 
that value strong narrative and deep 
characters will most certainly find 
their appetites met. ■

SENSE OF 
PLACE
Any walking simulator 
is only as good as the 
environment it sets 
you in, and in this 
aspect Draugen 
knocks it out of the 
park. Exploring Graavik 
truly feels like you’ve 
just stepped into 
another time, with 
period-accurate 
buildings, materials 
and scenery working 
in tandem to create a 
believable 1920s 
Norway. Edward’s 
adventure requires 
him to investigate the 
local mine, village 
shop and church, all 
of which boast a 
lived-in quality that 
adds weight to this 
painterly town. 

“There’s more 
oin  on in 

Graavik than 
Edward’s search 
for his sister”

ABOVE Unlike 
other walking 
sims, Draugen 
gives you a 
partner to 
explore with

LEFT The mystery 
surrounding 
Edward’s sister 
is enough to 
keep you hooked. 

OXM VERDICT 
A promising 
mystery with a 
likeable cast that 
comes with its 
share of tech woes.

7

FAR LEFT Graavik 
is a well-
realised 
setting, and a 
compelling place 
to explore.
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Director Shinji Mikami has stated the game’s look was partially inspired by Casshern, a relatively obscure Japanese anime from the ’70s

Vanquish 10th Anniversary Remaster
DECADE-OLD SCI-FI BLASTER STILL SHOOTS TO THRILL LIKE NO OTHER DAVE MEIKLEHAM

PUBLISHER SEGA / DEVELOPER PLATINUMGAMES / RELEASE DATE OUT NOW / COST £19.99/$24.99

original version’s 30fps is borderline
transformative. Put the mag down,
splurge some pennies, then get
downloading this to your Xbox
One ASAP. For all you fresh-faced
newcomers, let us walk you through
one of the most exciting shooters of
the last generation.

Vanquish is defined by its
effortlessly exciting gun battles. If
shoot-outs in the ace Gears 5 are a
Jeep (sturdy, solid and oh-so weighty),
then the firefights in this energetic
shooter are a nitro-fulled Ferrari;
graceful, outrageously fast and all
sorts of eye-arousing.

If you want to read up on the
thicker-than-pig-excrement story,
check out the boxout over the page.
For those who would rather read about
bombastic, gravity-defying shoot-outs
right the hell now, rather than waste
precious seconds brushing up on one
of the most stupid videogame scripts
ever recorded, we’ll cut straight to the
immensely rewarding shooting.

Shinji Mikami’s
white-knuckle cover
shooter might just
be the dumbest
videogame in the
history of Xbox… and

that’s totally not a complaint. Joyously
stupid, this is a game that lets
you boost around a colossal space
station on rocket-powered shins as
you murder an armada of Russian
robots. When shooty excess is this
life-affirming, why the hell would you
ever want restraint!?

To celebrate Vanquish’s tenth
anniversary, Sega has re-released the
thrill-seeking shooter to let a whole
new generation of Xbox fans enjoy
one of the most stylish videogames
we can ever remember. If you played
this gleefully pumped-up blaster 
back in the day, let us save you 
some time… Yes, the tech upgrades 
in this remaster are absolutely 
worth £19.99/$24.99 – the upgrade 
to 60 frames per second over the 

Dear god it’s good. A decade on and 
there’s almost no other third-person 
shooter that can touch Vanquish in 
full flight. As you boost, jump and 
sprint around the relentlessly clean 
O’Neil Cylinder, the pitch-perfect gun 
battles against (admittedly generic) 
droids never fail to delight. Playing 
Sam Gideon, a chain-smoking space 
marine who’s so gruff he makes Solid 
Snake sound like David Beckham, you 
obliterate wave after wave of metal 
men with your hero’s kickass BLADE.

Throwing BLADE
Come again now? Oh, that just stands 
for ‘Battlefield Logic ADaptable 
Electronic Weapon System’. Essentially 
a shrunken Transformer in handheld 
form, watching the BLADE contort 
into different firearms in snazzy style 
– be it assault rifle, rocket launcher 
or fancy laser cannon – never gets 
old. Oh, and it’s also amazing fun to 
fire. Hey, it’s Shinji ‘Mr Resident Evil 4’ 
Mikami. What else were you expecting?

short
cut

WHAT IS IT?
An adrenaline-fuelled 
cover shooter that 
flips the finger to the 
rules of physics.

WHAT’S IT LIKE?
Gears 5… if Kait could 
fiddle with 
space-time and 
murder Locust in 
glorious slow-mo.

WHO’S IT FOR?
Action fans with 
nimble fingers who 
also dig witches. 
There’s a double pack 
from Sega that 
includes both this 
and Bayonetta. 
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Sam’s exceedingly nimble suit
also makes him one of the most
agile heroes in videogame history.
Remember that scene in The Matrix
where Neo finally discovers he’s The
One and his perception of time slows
down so much that a snail could
overtake the bullets those Agents fire?
Well, Sam is so excessively speedy he
makes Keanu look like a leather-clad
pensioner with terrible knees.

All these years on and Sam Gideon
is still one of the most empowering
characters you’ll ever have the
pleasure to control. With a jab of A or
by clicking LB, Sam can dive and knee
slide like a professional footballer
wildly celebrating a 90th minute
winner… minus the torn cruciate
ligament. Press LT mid-dive/slide and
you enter AR mode: a slow-mo mode 
that can out-bullet-time even Max 
Payne 3’s electric shoot-outs. 

With Vanquish very deliberately 
doffing its cap to the bullet hell 
shooters of past generations, it’s only 

appropriate Sam has a time-slowing
ace up his sleeve. When you’re faced
with thousands of rounds of ammo
at any on-screen second, you need
all the help you can get. While it’s
wisely rationed by a cooldown meter,
entering into an AR, bullet-spewing
rampage is thrilling in the sort of way
scoring an overhead kick in FIFA or
PES is thrilling… except in Vanquish,
you can dish out scintillating slow-mo
magic every 20 seconds, not in a
once-in-a-blue-moon match. 

After nine paragraphs of excessive 
gushing, you’re probably worried 
a big ol’ ‘BUT’ is about to saunter 
over the horizon. And it is… kind of. 
While you’ve no doubt peeked at the 
score and discovered Vanquish isn’t 
troubling 9/10 territory, it comes 
mighty close. The only thing stopping 
it? There’s just not enough game here. 
In second-to-second play, Vanquish is 
a classic, so it’s a shame it only lasts 
five hours. Granted, this lean runtime 
is easier to stomach at this remaster’s 

budget price point. Yet for a game with 
such impeccable combat, Mikami’s 
shooter could have been double the 
length and we’d still cherish every last 
robot-ruining second.

While the lack of 4K support for Xbox 
One X disappoints – resolution maxes 
out at 1440p on the supercharged 
console and 1080p on the base Xbox 
One – this is still a humdinger of a 
brief shooter fling. Grease up your 
shins and revel in Shinji Mikami’s 
almighty robot ruckus redux. Feel free 
to play it again, Sam. ■

PLOT OFF 
THE PRESS
Vanquish’s story is 
utter, utter nonsense. 
The short version? It’s 
the near future, 
nations are waging 
war over Earth’s 
depleted resources, 
so in an effort to find 
a new source of 
energy, the USA 
launches a massive 
cylindrical space 
colony into orbit 
hooked up with a 
gigantic solar 
transmitter. Cue a 
Russian-led coup on 
the colony and an 
excuse for Sam 
Gideon and his fellow 
space marines to 
shoot all the Russkie 
robots. 2001: A Space 
Odyssey this ain’t.   

“This is a ame 
defined by its 
effortlessly 
excitin un 
battles”

ABOVE Generic 
Videogame Rule 
237: tanks must 
always have weak 
spots on their 
rear. Obviously.

LEFT War 
is hell… bullet 
hell. Some foes 
spray silly 
amounts of ammo. 
What a waste. 

OXM VERDICT 
An overly short but 
brilliantly silly 
shooter that’s aged 
superbly. A golden 
(thrilling) oldie.

8

FAR LEFT Bosses 
are super hefty. 
The bigger they 
are, the faster 
they… fatally 
flatten you.
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Bayonetta the game might be a decade old, but Bayonetta the character is over 600 years old

Bayonetta 10th Anniversary Remaster
DOES PLATINUM’S CLASSIC STILL CAST A SPELL? READ OUR WITCH REPORT… CHRIS BURKE

PUBLISHER SEGA / DEVELOPER PLATINUMGAMES / RELEASE DATE OUT NOW / COST £19.99/$24.99

heels, and she can use her magic to
create and perform torture attacks on
enemies. In her quieter moments, she
can be found sucking suggestively
on a lollipop. Which makes it all the
more perplexing that her butt-wiggling
found a home for her sequels with
family-friendly Nintendo. Still, for all
her clothes-shredding climaxes, this
woman is also empowered, sort of
like a magic dominatrix who kicks arse
and doesn’t give a bunch of crap, and
it all somehow succeeds in lending
Bayonetta a welcome sense of fun.
In any case, your senses will be too
under siege from every other aspect
of Bayonetta’s design to even raise a
plucked eyebrow at all the 50 Shades 
Of Devil May Cry going on here.

Hell played 
The Good Place and the Bad Place 
have been fighting an eternal war, 
and ’Netta’s in the middle of it, 
which mostly involves shooting and 
beating the holy crap out of angels 

Bayonetta has to 
be one of the most 
completely bonkers 
games of all time. 
Having first appeared 
on Xbox 360 in 

2009, its themes, character designs, 
costumes, combat, enemies and 
controls thrive on unfettered excess 
– blindingly brilliant, completely 
unhinged and utterly captivating.

If you’ve never played the game, 
Bayonetta is a witch, with magical 
hair, who can use her follicles to 
create demon jaws, giant fists and 
huge shoes to stomp angels with, 
while at the same time she loses all 
her clothes because her costume is 
also made of her hair. Do you see? No, 
neither do we, if we’re honest.

Word to the woke, Bayonetta’s 
design is highly sexualised. When 
she summons her ultimate powers, 
she gets naked and sounds like she’s 
getting jiggy, she uses four guns, two 
of them attached to her towering high 

and golden-halo’d vessels of God.
Somewhere in the Pope’s pile of
toilet-side reading material there 
is probably an entire theological 
essay that attempts to explain 
Platinum’s unique subversion of 
European Christian iconography, while 
Bayonetta’s designers were clearly 
having so much fun cutting up ideas 
from Dante’s Divine Comedy with over-
the-top, blasphemous violence and 
fetishised sexuality that the results 
are brilliantly imaginative, completely 
unique and utterly memorable.

Fighting God, essentially via a series 
of creepy winged statues with upside 
down faces, or the bird-like grunts with 
halos that are your standard fodder, is
done via a whole load of melee moves,
balletic mid-air flips and gymnastic 
gunplay where timing is everything. 
Dodging attacks at the last moment 
triggers Witch Time, slowing down 
enemies so you can really pummel 
them. Building up ultimates, unleashing 
torture attacks, like shoving an angel 

short
cut

WHAT IS IT?
A 4K 60fps 
remastering of 
Platinum’s 
ten‑year‑old 
hack’n’slash classic.

WHAT’S IT LIKE?
Devil May Cry, 
Vanquish.

WHO’S IT FOR?
Fans of witches, hair,
fast‑paced 
hack’n’slash games, 
lollipops and angel 
torture.
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into a guillotine and repeatedly
kicking it up the bum before dropping
the blade, give fights a momentum
that’s rarely as effective in other
hack’n’slash games. The twitch-
control combat, with its emphasis
on combos and chained attacks, is
sometimes dizzying. At a remastered
60fps, the game is noticeably
smoother and faster than ever, but as
we remember it, battles were already
at an eye-straining speed, with moves
often needing to be enacted at a
button-mashing rate of delivery. 

Make no mistake, though, Bayonetta 
is not a button-masher, because 
the game’s plentiful moves are so 
distinct, and distinctive, that using 
them correctly to beat increasingly 
challenging enemies is what defines 
Bayonetta’s satisfying, moreish 
gameplay. In the breaks between 
combat, there are puzzle sections, 
mostly revolving around the Witch 
Time mechanic, while progress is 
completely linear with only a few 

bonus chests and challenges to keep
an eye out for.

Halo remaster, chief
The game’s levels were stunning in
2009, all grand, baroque architecture
– if you’re going to fight God, you’ll
want to do it in a cathedral, after all.
The city of Vigrid, with its ghostly
denizens going about their business
(Bayonetta and the angels exist just
outside everyone else’s reality most
of the time), adds a sense of fantasy
that works well juxtaposed with some
more grounded comic side-characters
like Joe Pesci-alike mobster Enzo,
and gun-dealing, bar-tending demon
Rodin. The latter makes new guns for
’Netta, in exchange for golden vinyl
recordings of angels’ voices; and when
you splat a bunch of celestials, they
drop their ring-like halos like you’ve
just mugged Sonic. These are used to
unlock more combat moves.

The superior experience here is 
via Xbox One X, with a 4x resolution 

boost and a locked 60fps, but sadly
the textures are still flat; this is not an
X-enhanced version, so graphically it’s
not that different from the Xbox 360.
That said, the game’s distinctly
stylised visuals have aged well.

As great as this game still is, the
remaster offers little that’s new
if you’re already a fan, other than
the excuse to play it all over again.
What we really need is Bayonetta 2
on Xbox, but sadly the sequels are 
exclusive to Nintendo. Still, we’ll 
always have Vigrid. ■

PLATI-FUSS
Bayonetta shares its 
tenth anniversary 
remaster with 
PlatinumGames’ other 
2009 classic Vanquish 
(see page 88). 
Platinum was founded 
in 2007 by former 
Capcom developers, 
including Resident 
Evil legend Shinji 
Mikami and Hideki 
Kamiya, who had 
worked as director on 
Devil May Cry, from 
which Bayonetta 
inherited much of its 
style and combat 
mechanics. Sadly, 
Platinum now works 
mostly with Nintendo, 
and we never got to
see the studio’s
Xbox‑exclusive 
Scalebound, which 
was canned in 2017.

“At a remastered 
60fps  the ame 
is noticeably 
smoother and 
faster than ever”

ABOVE You can 
equip weapons to 
both your hands 
and feet, 
allowing for 
fabulous combat 
mix-ups.

LEFT Bayonetta’s 
brawls still 
feel epic a 
decade on.

OXM VERDICT
An ever‑so‑slightly 
disappointing 
remaster of a game 
that still kicks 
God’s ass.

8

FAR LEFT The 
game juggles a 
dark atmosphere 
with moments of 
pure bombast and 
spectacle.
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We make no secret of the fact that we love  

 Mass Effect 2  (p96) here at OXM. It’s borderline 

obsessive – even ten years on from BioWare’s sci-fi 

series high, we still have dreams we’re aboard the 

Normandy. So, in celebration of this classic’s tenth 

birthday, we revisit some of our favourite locations 

from the game, to see if we still get that same tingle 

we did first time around. Another series we’re still 

rabid fans of is Capcom’s survival horror series. 

Check out our Resi bonus mag with this issue for 

more on the entire franchise, but for the second of 

our Now Playings, we go back to the HD remake 

of the 1996 original  Resident Evil  (p98). Next we 

put a team of muppets (and assorted plush toys) 

into the Master League of  eFootball PES 2020  

(p99). With the Witcher TV series popularising 

Geralt’s adventures like never before, this month’s 

Retrospective looks at the White Wolf’s Xbox 360

adventure, The Witcher 2 (p100). More than just

a plot device, the expensive medicine on offer

to combat zombifying in Dead Rising 2 was an

allegory for big pharma companies’ questionable

behaviour – see just why we love Dead Rising 2’s

Zombrex on page 104! Finally, we round up the

10 Best Spaceships (p106) before blasting off into

Directories from page 110.

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.

1001
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well before you 
see it, like all the 
best nightclubs. 
I honestly have 
no idea what to 
expect as I walk 

slowly down the hallway towards its 
entrance. As the muffled thumping 
of the up-tempo music grows louder 
and louder and my anticipation rises, 
I arrive. The shutters open and a rush 
of sound and pink neon lights fills my 
ears and eyes. A towering cylindrical 
screen that touches the high ceiling 
projects Asari dancers, while flames 
blaze in each corner of the gigantic 
arena. The atmosphere washes over 
me and I soak up every last drop.

This is the moment that stands out 
for me the most in Mass Effect 2. Not 
the story, not the development of the 
characters, not even the final suicide 
mission. Don’t get me wrong, all of 
those things are brilliant, but it was 
this dark and dingy club that made me 
realise how special this science fiction 
space opera really is.

It’s hard to believe that it’s been 
a decade since the game was first 
released, and I’m excited to jump 
back in. For this sequel the Mass 
Effect series went from a clinical sci-fi 
look – with white walls and simplistic 
architecture – and shot straight in the 
exact opposite direction to serve up a 
grungier and grittier aesthetic.

Afterlife is found in the heart of 
Omega, a mercenary-controlled 
space station attached to a metallic 
asteroid. BioWare’s Blade Runner 
inspiration was already apparent 
in the previous game’s soundtrack, 
but Omega is the studio’s attempt 
at making its own cyberpunk city. A 
haven for criminals where there are no 
rules, except one: don’t f**k with Aria 
– she’s the Asari ‘pirate queen’ who 
runs the show. In her words, she is 
Omega. This is where you’ll find some 
of the worst characters in the galaxy.

Best of friends 
You arrive on this particular hub of 
scum and villainy with an armful of 
dossiers and a single mission: to 

recruit a team to help prevent the 
Reapers, an ancient synthetic race, 
from destroying the galaxy. You can 
find two candidates for your crew here 
(three if you’ve got the Zaeed – The 
Price Of Revenge add-on).

The first is Mordin Solus, a Salarian 
scientist. Not only is he a brilliant 
geneticist, he was once a deadly 
operative in the Salarian Special Task 
Force. Feared by even the mercenaries 
who run the station, Mordin runs a 
clinic in one of Omega’s quarantine 
zones, where he devotes his time to 
caring for the sick and trying to rid the 
place of a plague. This fast-talking 
boffin ends up becoming one of the 
most endeared members of your 
crew. Who can forget his awkward 

interactions with Shepard, and his 
rendition of ‘The Major-General’s Song’ 
from The Pirates Of Penzance?

Although I’ll never forget my first 
encounter with the ‘very model of a 
scientist Salarian’, what really sticks 
in my memory is finally coming face to 
face with the Archangel. As I explore 
the station, his reputation precedes 
him: I learn that he’s a dangerous 
vigilante and a huge pain in the ass 
to Omega’s three mercenary factions. 
A constant thorn in their side, he 
sabotages deliveries, takes out 
high-ranking soldiers and generally 
disrupts their plans. Sick of his 
interference, the Eclipse, Blue Suns, 
and Blood Pack team up and launch a 
unified attack to take him out.

extra

In celebration of  Mass Effect 2 ’s tenth anniversary, OXM takes 
the time to revisit some of our favourite sci-fi haunts  ADAM BRYANT

PUBLISHER EA / DEVELOPER BIOWARE / FORMAT XBOX 360 / RELEASE DATE JANUARY 2010
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I have no choice but to join in
with this angry mob, though I end up
turning on the mercenaries in order
to get to Archangel before they do.
The first thing I realise is this guy’s
incredible. He single‑handedly held
his own against waves of trained
killers. And the best bit? He’s none
other than my old pal Garrus Vakarian
from the first Mass Effect. This
isn’t just a simple reunion,
though. It’s been two
in‑game years since
we’ve seen each other
and clearly he’s been
going through a lot.
This was one of the first
moments when I really
felt like time has passed
within the game world. The
universe is alive, and things
happened while I wasn’t playing.

Galaxy quest
When all is said and done in Omega, I
head back to my ship. The Normandy
SR2 is a fine craft and another one of
my favourite places to be. Rebuilt new
and improved after being destroyed
at the beginning of the game, I spend
much of my time here. Every crew
member who joins your team nabs a
spot on the ship as their own. Garrus
makes his home in the weapons room,
while Mordin sets up shop in the
science lab. Being on the Normandy

gives you time to get to better know
your crew‑mates and gain their trust.

If I didn’t have to head out on a
death‑defying mission, I’d just

stay right here.
The final stop of my

remembrance tour is
the Citadel, a massive
space station. The
first game ended in a
battle inside it, and large

segments were completely
destroyed. As the political

and economic hub of the entire
galaxy, the Citadel is a bastion of
peace and order. It’s also a place
where you can relax or have a few
laughs. On the Citadel’s Wards, you
can overhear a conversation from a
human customer attempting to return
an item to a shop without a receipt.
We’ve all been there, arguing back and
forth in an effort to receive a refund.
On its own, this might produce a little
chuckle, but when you realise this
is the same man from the first game
who’s been banging his head against
this problem for two years, then you
might just let out a big laugh like I did.

I could literally spend hours just
walking through the hustle and bustle
of the Citadel’s locales, listening to
conversations and taking in the sights.
Nothing quite beats standing on the
edge of the station as it steadily spins
and looking out on the nearby Serpent
Nebula. It’s enough to make you forget
that all life in the galaxy is on a course
for total annihilation at the hands of
the ruthless Reapers.

It’s genuinely surprising, but
despite the fact Mass Effect 2 is ten
years old and we’re heading into the
next generation of Xbox later this year,
the game still has the same magic
it’s always had. The encounters and
development of each and every one
of the characters, as well as their
relationship with Commander Shepard,
is still just as tantalising. No game
since has come close to doing the
same with such quality, not even its
sequel. BioWare has confirmed that a
new Mass Effect game is in the early
stages of development and I’ve got
everything crossed in the hope that I’ll
get to create great new memories in
this universe once again. ■

“It’s enou h to make you for et that
all life in the alaxy is on a course
for total annihilation”

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

ABOVE The series 
is known for 
drawing in star 
power, and Aria 
is voiced by 
none other than 
Carrie-Anne 
Moss.

FAR LEFT Omega 
is pretty much 
the polar 
opposite of the
idyllic Citadel.

WHAT IS IT?
A spectacular sequel 

to everyone’s favourite 
science fiction space 
opera focused around 

building a crew for  
an all-or-nothing 

mission.
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screenshot. When 
you first picked 
up this month’s 
issue of OXM, your 
delicious braaains 
probably went gaga 

for our Ultimate Guide To Resident Evil 
supplement. Lovely, ain’t it? Well, part 
of making said bonus mag involved 
gathering all the undead screenshots, 
and this has caused a shameful 
recurrence… I’m seriously considering 
finishing the Resident Evil remake for 
the ninth time.

Actually, that’s a dirty rotten fib. 
I’ve ‘only’ completed it seven times. 
Four playthroughs on Nintendo’s 
GameCube waaay back in the day; a 
quick bash on a semi-naughty version 
on the ‘definitely above board’ Dolphin 
emulator; and three playthroughs on a 
certain rival console. Look, I only did it 
for the Trophies, alright? I’m now very 
much back in the Team Green fold. 

Anyhoo… back to that screenshot. 
In recounting the best scares in 
the history of the franchise for our 
supplement, we had to find a decent 
shot of the moment a certain undead 
Doberman smashes through the 
window in the Resi remake. Turns out, 
finding a suitably high-res version 
is a time-swallowing faff. 
The interwebs may have 
17 trillion shots of pugs 
dressed as babies, but 
I’ll be damned if it has a 
single quality screen of 
the Cerberus ruining one 
of Spencer Mansion’s 
fragile apertures. 

Want to play a little game
with old Terminator-eyed 
Meiks? Google ‘Resident Evil dog 
window’ then wrap your digits around 
the blurry results. The first shot of 
the remake that crops up is a) too 
small to print, b) has honking black 
bars around the edges, and c} is 
branded with a website’s watermark. 
Not to bore the decomposing pants 
off you with the challenges of print 
production, but this sad combo of 
visual blemishes doesn’t exactly make 
for a publishable screenshot. Anyone 

have a teeny violin I can strum out a
quick pity ditty on?

Thank the zombified gods for Xbox 
One X. Booting up Resident Evil on 
Microsoft’s ultra-powerful console, 
I’m almost immediately able to snap a 
4K screen of the window-obliterating 

jump scare. 45 minutes counts 
as ‘almost immediately’, 

right? Okay, so it may have 
been closer to an hour. 
There’s a ‘slight’ chance 
I got so preoccupied 
with taking a decent 
screenshot the first 

time around, I ‘might’ 
have been a little slow off 

the mark when it came to 
shooting the rotting mutt. Those 

hellhounds really like the taste of Jill 
Valentine’s jugular. 

Dog slay afternoon 
Now that the smashy smashy screen 
has been taken, there’s a good 
chance I’m going to finish the rest of 
Capcom’s masterful survival horror for 
the umpteenth time. Oh sure, I may 
have put down that Cerberus for good, 
but Spencer Mansion is still crawling 

with mutated beasties that all need
to be introduced to the no-nonsense 
end of Ms Valentine’s shotgun. 

Hunters! Those late-game creepy-
crawly things that ambush you from 
the ceiling! Yawn the unreasonably 
large snake! Neptune the shark! The 
Tyrant! That stupid plant that I can 
never quite remember how to kill! Oh, 
and zombies… lots of zombies. 

I may be obsessive, but it says 
everything about the enduring quality 
of this chilling remake that I’m all too 
happy to take my playthroughs into 
double digits. As a setting, Spencer 
Mansion has never been bettered, and  
its crowning jump scare remains king. 
That’ll do, undead dog. That’ll do. 

Revisiting  Resident Evil  and gaming’s most iconic haunted 
house for the tenth time. And no, that’s not a typo  DAVE MEIKLEHAM

PUBLISHER CAPCOM / DEVELOPER CAPCOM / FORMAT XBOX ONE / RELEASE DATE JANUARY 2015

“It says everythin  about the quality 
of this remake that I’m happy to take 
my playthrou hs into double di its”

WHAT IS IT?
A riveting remake of the 
classic 32-bit survival 

horror masterpiece that 
adds new enemies and 
even a slight twist on 

that window-smashing 
jump scare.
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year ago that my 
fiancée discovered 
her love for Pro 
Evolution Soccer. 
She’s not a FIFA 
fan – in fact, she’s 

barely into football at all – but she’ll 
play PES on a regular basis. And so, 
following the release of PES 2020, 
we decided to embark upon our first 
co-op Master League (career mode) 
together, and did what any sensible 
couple would do: we created a team 
of players based around our childhood 
teddy bear collections. Don’t ask. 
We’re weird. 

The whole gang is there. There’s 
Woolly, the sheep mascot of doomed 
retailer Woolworths from the mid-
’00s. And Flat Eric, a yellow puppet 
best known for its headbanging 
antics in the 1999 music video for 
Mr Oizo’s ‘Flat Beat’. We’ve made 24 
players in all, and while none of them 
particularly resemble their teddy bear 
personas – PES 2020’s edit mode isn’t 
exactly built for this – we’ve grown 
surprisingly attached to their ugly 
mugs over the past few months. 

In our first season, we earned a 
promotion to the Premier League via 
a dramatic playoff run, and followed it 
up with a respectable eighth-
place EPL finish in year 
two. But this season we 
want the title. We start 
off well – my fiancée 
receives an unexpected 
Eeyore plush for her 
birthday, and unlike her 
previous one, this version 
is smiling. So naturally, we 
change its PES expression 
from sad to happy. And then, 
Eeyore scores the winner – his first 
ever goal – against Man Utd on day 
one. Coincidence? No chance. 

We then go on a bit of a winning 
streak. Victories against Arsenal and 
Leicester are slightly derailed by a 
last-minute equaliser from Burnley, 
but then a dramatic overhead kick 
winner against Man City (scored 
by Max Rebo of Star Wars fame) 
restores our place in the top four. 

As we approach Christmas, we find
ourselves in a strong position across 
all competitions. 

Goals aloud
Things are going so well that we 
almost miss our holiday flight, just 

to squeeze in a narrow 1-0 
victory over Newcastle. We 

hurriedly jump into the car, 
race through the airport 
terminal and arrive at 
the departure gate with 
mere minutes to spare, 
and ultimately agree the 

three points were far more 
important than arriving 

early, or indeed, on time. 
By the time we get back, we’re 

rusty. Following a couple of draws and 
a loss, we begin to slide down the 
table, and then I catch the flu, leading 
to some sub-par performances on 
my part. To make things worse, our 
absurdly tall keeper - an eight-foot 
caterpillar I gifted her during her 
uni days - gets injured just before 
a crucial English Cup match with 
Liverpool. We lose it 3-2 in extra 
time, and whinge that things would 

have been different had Clarissa the
Caterpillar been between the sticks. 

We’ve just finished the season at 
the time of writing, and unfortunately 
we weren’t able to secure the title, or 
even a top-four finish. We’ll be back to 
challenge again next season, and with 
any luck, we’ll have finally won the title 
by the time PES 2021 rolls around.

I realise how odd this sounds, but 
we’ve had so much fun embarking on 
this Master League journey in recent 
weeks and months. These days, when 
someone points out one of our old 
teddies, we’ll smirk. “Goofy!” they’ll 
say. “I used to have one of these.” 

“Yeah, he’s great,” I’ll reply, 
“and he scored a belting volley at 
Huddersfield last week.” 

extra

“We whin e that thin s would 
have been different had Clarissa the 
Caterpillar been between the sticks”

Taking on Master League with a bunch of teddy-style  
players in  eFootball  PES 2020   FRASER GILBERT

PUBLISHER KONAMI / DEVELOPER PES PRODUCTIONS / FORMAT XBOX ONE / RELEASE DATE SEPTEMBER 2019

WHAT IS IT?
The most recent 

instalment in 
Konami’s popular and 
long-running football 

simulation series. 
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extra

 The Witcher 2  made RPGs dark and sordid before 
it was the cool thing to do ROBERT ZAK 

PUBLISHER CD PROJEKT / DEVELOPER CD PROJEKT RED / FORMAT XBOX 360 

Going back to The 
Witcher 2 today 
should feel like 
a journey into 
the past. With its 
sequel and now the 
TV series turning 

Geralt into a sultry celebrity superhero 
it’s too easy to forget what came 
before. But what’s strange is that 
The Witcher 2 doesn’t feel archaic. In 
fact, it’s one of the best-aged games 
of its generation, straddling several 
styles of RPG in a way that may just 
make it timeless.

Another fact that may surprise a 
few Xbox 360 owners who proudly 
touted The Witcher 2 as a standard 
bearer for the console was that it 
actually came out on PC first, in May 
2011, before arriving on the 360 nearly 
a year later. Not only that, but the 
only thing stopping it from getting 
a PlayStation 3 release was 
a lack of manpower and 
the usual complications 
in making a game for 
Sony’s developmentally 
cumbersome console.

But with PC gaming 
yet to mature into the 
controller-friendly console 
equivalent it is today and 
the Xbox 360 at the peak of its
popularity, The Witcher 2 and its hero 
Geralt became something of a symbol 
for the console’s dominance. This was 
an unusually dark and difficult RPG, 
carrying over elements from old RPGs 
while being spattered with a level of 
violence, sex and political intrigue 
rarely seen in the genre.

With Game Of Thrones debuting 
between The Witcher 2’s PC and 
Xbox 360 releases, it turned out that 
Geralt had landed right in the middle 
of a zeitgeist for a sordid twist on 
fantasy; designed for those who 
indulged the fantasy that in Lord Of 
The Rings’ Aragorn horsed around 
with Eowyn before settling with 
Arwen, or that Merry and Pippin were 
known to be high-fiving threesome 
philanderers after their nights at 
the Green Dragon. Beyond capturing 
the cultural moment, The Witcher 2 

was the pinnacle of a distinctly 
last-generation form of RPG.

With the exception of Skyrim, 
few RPGs had the resources or 
reputation to create fully open worlds, 
which invariably led to more linear, 
story-focused experiences. Plucky 
upstarts like this, Dragon Age, Fable 2 
and Kingdoms Of Amalur all put their 
own twists on this design ethos, with 
The Witcher 2 honing in on the violent 
politics of its world.

Butterfly effect
There is plenty of busywork to be 
done with a blade, but the meat of 
the game is really in clandestine 
conversations in kings’ tents or with 
spymasters over a flagon of ale. Single 
dialogue choices can set in motion 
events that will define the rest of the 
game – and often in ways you can’t 
possibly foresee.

What made The Witcher 2 
feel special at a time when 

RPGs tended towards 
mighty heroes, manifest 
destiny and other 
fantasy platitudes 
was that Geralt wasn’t 
special. He’s a monster 

hunter – a mutated 
supersoldier who’s maligned 

and misunderstood, but also 
begrudgingly respected by everyone
from royalty to common folk. In The
Witcher 2, Geralt is freelancing as
a bodyguard to one king Foltest,
but is framed for his murder when
hulking assassin working for a sec
regiciders slashes the king’s throa
front of his illegitimate children.

So begins Geralt’s quest to clea
his name, which takes him throug
regions populated by the sideline
peoples of the world – the elves, t
dwarves, the everyday humans, a
subject to the grand schemes an
whims of the power players you’ll
also be liaising with. The Witcher
makes the most of its hub-based
design, packing relatively compac
spaces with atmosphere and the
kind of deep side-stories the serie
is now renowned for. Where the
environmental and cultural variati

PLAY NOW
ON XBOX ONE

BACKWARDS 
COMPATIBLE

ABOVE The 
Witcher 2 is a 
game of tactical 
alliances and 
attempting to 
navigate a 
volatile 
political 
picture – think 
early Game Of 
Thrones

QUEN-TINUITY
 You can enter the 

decisions you made 
in The Witcher 2 at 

the start of Wild Hunt, 
starting the game 
in the timeline you 

helped shape.   
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in The Witcher 3’s open world are
gradual and nuanced, taking you
through mostly human-populated
lands, here we are treated to more
extreme environmental variety.

There’s the seedy swamp
settlement of Flotsam and its fecund
surrounding forests, whose trees
loom over you in that handcrafted
way that’s rarely seen in more
broad-stroked open-world games.
Then the second chapter leads you to
the trading post of Vergen before you
end up in the ancient city of
Loc Muinne.

The distinct environs not only
evoke a sense of world-trotting
adventure, but they also allow
for clever thematic play. It feels
deliberate, for example, how Geralt’s
frequent minglings with the regular
downtrodden folk of the world are
interposed between his dealings
with lords, nobles and other ruthless
high-ranking players in the world.

Where in Wild Hunt a baron’s
holding can look small and vulnerable
against the open-world expanses,
here king Henselt’s encampment
or Foltest’s freshly conquered
castle feel like their own formidable
worlds existing in separate orbits
from those of the regular folk.
Nowhere manifests this better than
Flotsam, a strategically important
but forgotten border outpost where
the commander has become the law
unto himself.

Geralt, meanwhile, glides ghost-like
through these disparate hubs of
human and non-human activity,
haggling coin from fearful villagers

ENTER THE DRAGON
DRAGON AGE: ORIGINS
The first Dragon Age
game is still the best,
with a focus on politics,
decisions and old-school
tactical combat.

HEX-CELLENT
THE WITCHER 3:
WILD HUNT
A spectacular leap
that manages to retain
intimate storytelling in an
amazing open world.

The Witcher 2 was from
a time when story took
precedence over scale in
RPGs, and there are some
modern classics that are
still worth checking out.

LONG
STORY

FUTURE PERFECT
DEUS EX:
MANKIND DIVIDED
With a hub-based design
full of intriguing stories,
the last Deus Ex deserves
more recognition.

tantly negotiating and 
uous alliances that inch 
loser to vindication.
y feel guilty for wrangling 

bit of gold for a quest. 
b, after all, and you are 
ely aware that at some 
find yourself at the wrong 

negotiation. Compassion 
may not pay, so really it’s 
u and your conscience 

deem what’s best. This 
sn’t a game of perpetual 

money accretion either, 
and new gear never 

comes cheap – as

demonstrated in my recent 
playthrough where Geralt had to run 
around barefoot until chapter two.

Morally grey
There’s little doubt that the Geralt of 
Wild Hunt and the Netflix series has a 
big heart beneath his hard exterior. It’s 
a perfect personality for a character 
designed with stardom in mind – at 
a time when we like our heroes to 
come with their share of vices. But 
The Witcher 2, with Geralt still evolving 
as a character, offers more room for 
ruthless decision-making, and less 
clarity about what really was the 
virtuous option.

Take the early-game choice over 
whether to help Temerian spymaster 
Roche or elven insurgent leader 
Iorveth during a skirmish. Neither 
character has the moral high ground, 
with both parties prepared to spill 
any amount of blood necessary to 
propagate their respective causes. 
So your split-second choice really 
is based on personal preference or 
rushed reflex.

Side with Roche, and you’ll return 
to Flotsam to find it in full party mode, 
celebrating Iorveth’s capture. Side 
with Iorveth, and you’ll return to a 
massacre as the town commandant 
Bernard Loredo uses his freedom as 
an excuse to call a pogrom against all 
the non-human peoples of Flotsam.

Further down this path, you skip 
a whole sequence where you break 
into Loredo’s keep and kill him, 
instead allowing him to escape. 

“The distinct environs not only evoked a sense 
of world-trottin adventure but they also 
allowed for clever thematic play”
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The Witcher 2 managed to 
retain old-school RPG 
elements at the same time 
as offering spectacular 
action sequences.
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You later learn that Loredo sells the
town to the neighbouring kingdom
– though the ramifications of this 
for the local populace are unknown. 
Sure, your choices do matter, but their 
ultimate outcomes are volatile and 
unpredictable, shrinking your sense 
of agency in a world that already feels 
derisive of your existence. It instils a 
kind of nihilistic thinking that couldn’t 
be more fitting for a guy like Geralt, 
who’s very much a pawn in a bigger 
political picture.

At a time when Mass Effect 2 was 
getting all the plaudits for letting 
players make meaningful decisions, 
The Witcher 2 had quietly galloped 
ahead, with choices that not only 
affect which individuals live or die, 
but even at points which kingdoms 
rise and fall. Most bravely of all, 
there is no demarcation of which
choices are good or evil. In the game
of royal successions, legacies and 
caprices, it isn’t expedient to indulge 
in matters of morality.

So The Witcher 2 is assertively 
modern in its storytelling. At the 
same time, it still holds onto certain 
throwbacks to older eras. The combat 
is dodge-based, dancerly and 
action-packed, but there is still room 
for an old-fashioned combat log in 
the corner of the screen. Every item, 
right down to the plants you harvest, 
weighs something, and if at any point 
you have to leave your weapons in 
a chest or get them knocked out of 
your hand in a cutscene, you have to 
remember to pick them up again.

TOP This 
emaciated 
drunkard wins a 
Darwin Award for 
picking a fight 
with a mutated 
supersoldier.

ABOVE The game 
was lechy and 
sex-obsessed at 
times, making 
Geralt’s growth 
into a father 
figure in Wild 
Hunt all the 
more profound.

The Witcher 2 is unafraid to shirk a 
bit of streamlining in favour of granular 
RPG elements. The protracted process 
of sitting down before a fight, mixing 
some potions, then waiting as Geralt 
knocks them back before wiping his 
brow is the ultimate case in point. For 
all its flashy combat and incredible 
visuals, it’s a game that pushes the 
player to be mindful.

Plenty has been said about how, 
particularly from a 2020 perspective, 
The Witcher 2 is leery in relation to 
women. Geralt himself is full of vigour 

too (and I’m not talking about the 
resource that acts as a shared pool of 
stamina and mana in the game). He is 
often looking to get his sword polished 
at inopportune times, and has options 
to make underhanded observations, 
such as expressing surprise that a 
beautiful woman could also be an 
effective soldier. Really, Geralt?

Yet in context of the fact that 
Geralt goes on to become a grizzled 
father figure in Wild Hunt, it makes 
sense that here in his younger days 
he indulges the role of the lonely 
libertine. Not driven by the same sense 
of paternal purpose as in Wild Hunt, 
Geralt’s main objective here is survival; 
an activity that only seems to mildly 
interest him at the best of times. In 
that classic way of the existential 
rugged wanderer, whether it’s in a 
well in an elven ruin or in an army tent 
while a siege rages on outside, sex 
offers precious moments of escape 
for the White Wolf. Yes, he was often 
a bit of a dick about it, but that made 
his evolution in the next game even
more profound.

The jump between The Witcher 2 
and The Witcher 3 isn’t as jarring 
as you’d expect from two games on 
either side of a console generation 
gap. That’s because the former is a 
technical freak, a mutated RPG that’s 
been forgotten as the industry moved 
towards open worlds. Yet not unlike 
its stoic hero, The Witcher 2 is still 
a match for most games in a world 
that’s tried so hard to push it down 
and leave its kind behind.  n 
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WHY I LOVE...  
DEAD RISING 2’S 
ZOMBREX  

extra

Braaains! How Zombrex,  Dead Rising 2 ’s anti-zombie medication, 
ismore than just another pocket-clogging pick-up CHRIS MCMULLEN  

PUBLISHER CAPCOM / DEVELOPER CAPCOM / FORMAT XBOX 360 / RELEASE DATE SEPTEMBER 2010

Br

ABOVE Chuck’s
situation feels 
a lot more 
emotional than 
Frank West’s 
shenanigans.
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  WHAT GAMES DO YOU LOVE? SEND YOUR LUSTY THOUGHTS TO OXM@FUTURENET.COM

Zombrex, Dead 
Rising 2’s 
wallet-busting 
wonder-drug, is a 
lifeline for those 
bitten by zombies, 
each daily dose 

postponing the moment when they 
too will hunger after human flesh. But 
the real joy of Zombrex is how, in a 
world where zombie outbreaks are a 
grim fact of life, it elevates Capcom’s 
corpse-crunching sandbox. 

Zombrex is, at first glance, a 
means of expertly skewering the 
pharmaceutical industry, mocking the 
greed of companies which charge big
bucks for life-saving drugs. George
Romero (who, with Dawn Of The Dead,
targeted the rise of consumerism)
would be proud of Dead Rising 2’s
satirical outlook. Phenotrans, the
company behind both Zombrex and
Dead Rising 2’s outbreak, is easier to
hate than the prequel’s villain, fuelled
by profit instead of a misguided
thirst for vengeance. The revelation
Phenotrans has been protecting its
bottom line by sitting on a cure makes
your blood boil; even if you’re not
actively seeking Zombrex, it’s hard not
to dwell on this grand but unsettlingly
plausible conspiracy. The prospect of
a pay-to-live health system, which
resonated uncomfortably at the time
of Dead Rising 2’s release (particularly
if you lived somewhere without free
healthcare), is still relevant today.

However, Zombrex isn’t just about
roasting corporations – it grounds
Dead Rising 2’s narrative. Without
Zombrex, the zombie infection would
likely have gone unchecked;
the few survivors would be 
hiding out in prisons and 
struggling to pronounce 
their child’s name. In 
what could be viewed as 
an allegory for multiple 
conditions, HIV included, 
those who take it are 
viewed with suspicion 
and treated as second-class
citizens. Protagonist Chuck Greene
is resistant to zombie bites but
his daughter Katey needs Zombrex
daily. The strain etched into Chuck’s
face during Dead Rising 2’s opening
cutscenes make it clear what a trial it
is to keep her supplied with the drug.

the life-saving
drug doesn’t
come cheap. You
could put a
deposit on a
house for that
kind of money.

FAR LEFT You can
have plenty of
fun in Dead
Rising 2, you
just need to
remember that
your daughter
needs her meds.

“Chuck Greene is resistant
to zombie bites but his
dau hter Katey needs
Zombrex daily”

This struggle gives Dea
its emotional heart and m
game’s forward momentum
you’re a parent or not, Chu
plight will draw you in than
to the lengths he, or rathe
you, will go to stop Katey
turning into a different kin
of ankle-biter, and the rus
relief you get from stumbl
across another dose of Zo

Bite club
You’re supposed to be unravelling
the conspiracy behind the game’s

outbreak, but it’s easy enough
to abandon those less

personal quests. Let Katey
run out of her meds,
however, and you’ll be
an emotional wreck
– her demise carries
more weight than Dead

Rising 2’s bland reminder
that ‘THE TRUTH HAS

VANISHED’. From the get-go,
the words ‘KATEY NEEDS ZOMBREX’

are emblazoned across your mind’s
eye. You might be wearing a onesie,
mowing down zombies on a trike, but
you’ll still keep checking your watch,
ready to abandon your shenanigans
when Katey’s welfare is in question.

WHAT IS IT?
The medication you 
have to find to keep 

Chuck’s daughter from 
zombifying in Dead 

Rising 2, and a critique 
of profiteering pharma 

companies.

Dead Rising 2 isn’t so grim that it 
lets you steal what you need from 
other sufferers, but the presence 
of the drug makes for some murky 
moral dilemmas. Hearing the pleas of 
a survivor who has been gnawed on 
by the undead, your instinct might 
be to hand over a dose of Zombrex, 
particularly if you pride yourself on 

pletionist. But then you 
mbering the trouble and 
(in-game doses start at 

0) you went through. Sure, 
have two doses, but 
t about tomorrow, when 
ve taken the survivor 

k to the shelter? Soon, 
e regarding people with 

same, suspicious eye 
arly got Katey thrown 
elter for being a survival 
atey needs Zombrex,” you 

mutter, trying to justify the decision 
you’re about to make. You hope she 
isn’t watching the security feed. 

Later games have Phenotrans 
and Zombrex take a backseat, 
likewise the spin-off movies, which 
is disappointing since Dead Rising 2 
leaves you with so many questions 
and angles to explore. What lengths 
do people go to in order to get 
Zombrex? Will they turn to crime as 
implied by Dead Rising 3? If your 
supply were gone, would you lock 
yourself away or stride hatefully into 
town and start a mini-apocalypse? Do 
the rich have an easier time? Zombrex 
opens a window to a wider world and 
I’m hoping that, if it chooses to revive 
the Dead Rising series, Capcom has 
the courage to step through it. 
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Whether it’s sleek single-person skiffs or hulking
behemoth starships, here are the best hunks of
junk you can find on Xbox ADAM BRYANT

10 EPIC  
SPACESHIPS  
ON XBOX 
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THE UNRELIABLE – THE OUTER WORLDS
If you’ve ever watched the TV series Firefly, then it’s likely you have dreamt of 
being part of a crew of renegades, exploring the galaxy in a rough-and-tumble 
spaceship and heading out on wild adventures. Well, The Outer Worlds has got 
your back. The Unreliable, much like the Normandy from the Mass Effect series, 
will populate with crew members as you progress through the story. As well as the 
friends you pick up along the way, the ship’s AI, called ADA, is another one of your 
companions. A mix of HAL 9000 and GLaDOS, there’s no end to ADA’s witty banter. 
As great as this ship looks, it would be higher on this list if you could actually fly 
the damned thing. Navigation is done using just the system map. Sad times.

UNSC INFINITY – HALO 5: GUARDIANS
Coming in at 5.7km in length, the Infinity is the biggest and baddest ship in the 
UNSC navy. Not only is it the most powerful it’s the most advanced, too, thanks to 
it being built with both Forerunner and Covenant technology. Oh, and you know 
those huge maps you play during multiplayer? Yeah, they’re generated on the 
ship. The Infinity is so big it’s got a separate section to house the VR simulations 
that produce the War Games. The Infinity was initially designed as a colony ship 
in case Earth was destroyed, and its first mission was to locate the remaining 
Halo installations and oversee their decommission. It wasn’t long before it was 
dragged into the fight on the Forerunner world of Requiem, though.

SPACESHIP – OUTER WILDS
We must admit, many of our favourite choices for 
ships come from our desire to relive moments from 
movies. Take the ‘80s flick Explorers. After watching 
that classic, it’s hard not to want to fly off into space 
in your very own ship made out of scraps found in a 
junkyard. If that sounds like you, you’ll want to check 
out Outer Wilds. Your ship is made from a mishmash 
of parts, including planks of wood and barrels, 
that makes it look more like a treehouse than a 
space-faring vehicle. That being said, it’s one of the 
most awesome-looking ships around. Controlling 
the bloody thing can be an absolute nightmare, 
though, but once you get the hang of things, you’ll be 
skipping across planets in no time.

PYTHON – ELITE DANGEROUS
When it comes to space travel it’s not always the 
bouncing from star to star that’s the most enjoyable 
aspect. Sometimes you just want to find your own 
little bit of universe to kick back in, and it’s even 
better when you’re doing it in style. Everyone has 
their favourite Elite ship, right? Some want to focus 
on firepower, speed or simply the ability to carry 
extreme amounts of cargo, but our favourite has to 
be the Python. Not only does it look fantastic, it’s 
a great all-rounder that gives you the flexibility to 
handle most situations. Another good choice is the 
expensive Anaconda, but even with its improved 
firepower and shielding, it’s no match for the Python, 
which will run rings around it all day long.

dragg f g Foreru w Requi , though.
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MILLENNIUM FALCON – STAR WARS BATTLEFRONT II
Who hasn’t fantasised about flying around in the Millennium Falcon? Ever since 
that hunk of junk graced the silver screen, we’ve always wondered what it 
would be like to get behind its controls. While other games let you pilot the most 
recognisable ship from a galaxy far, far away, only EA DICE and Criterion have made 
it feel like you’re ‘punching’ it in the real thing. It still looks and feels suitably 
chunky, but it has a surprising amount of manoeuvrability. It’s hard to beat the 
feeling of rolling around above the battlefield, shooting TIE Fighters out of the sky 
and following up with a shower of blaster fire on an unsuspecting AT-AT walker on 
the ground. It’s enough to make anyone feel cocky.

X-WING – STAR WARS BATTLEFRONT II
Red 5 standing by. As much as we love the Millennium Falcon, there’s one ship 
we love even more. Hold on, hear us out. Have you ever noticed that, more often 
than not, the Millennium Falcon only turns up to the battle long after it’s started, 
and saves the day just in the nick of time? Well, an X-Wing is one of the first to fly 
into battle. Yes, a less-experienced pilot may be turned into space dust within a 
few seconds, but if you’re good enough you might just hold out until the end of 
the fight. That fearlessness, speed and agility makes the X-Wing better than the 
Millennium Falcon. Grabbing one and zipping across the body of a Star Destroyer 
and gunning down TIE Fighters is just so exhilarating.

USCSS NOSTROMO – ALIEN: ISOLATION
We all know the first Alien film is the best and 
scariest of the lot, and thanks to two DLC packs for 
Alien: Isolation you have the chance to poke around 
the claustrophobic corridors of the doomed Nostromo 
starfreighter. Although they follow the events of the 
film quite closely, the Crew Expendable and Last 
Survivor add-ons are alternative interpretations. 
That doesn’t take away any of the appeal, though, 
as every minute detail has been impressively 
re-created here. It’s still the closest thing you’ll get 
to experiencing the Nostromo first-hand. Most of 
the original actors also return - including Sigourney 
Weaver - for some additional voiceover work, giving 
the experience that extra level of authenticity.

PILLAR OF AUTUMN –  
HALO: COMBAT EVOLVED
The Pillar Of Autumn just has to be on this list. If it 
weren’t for this stout and modest ship Master Chief 
would never have gone on to save the galaxy. What 
do you mean it’s just a story? This is real, god dammit, 
and we won’t let anyone tell us otherwise. Ahem, 
anyway… When the Autumn escaped the grasp of 
the Covenant when fleeing the planet Reach, it 
made a blind jump and stumbled upon the first Halo 
installation, setting off a chain of events that would 
entertain us for almost 20 years. The Autumn crashed 
on the Halo, but that wasn’t the end of its story. Using 
the ship’s self-destruct, Master Chief destroyed the 
Halo installation and saved all life in the galaxy.
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USG ISHIMURA – DEAD SPACE
Okay, so this ship may be full of grotesque 
aliens, but we’ve always found it has a 
certain charm to it. In between the deadly 
Necromorphs creeping around every 
corner and the viscera hanging from the 
walls, there’s a surprising amount of fun 
to be had inside the Ishimura. As systems 
engineer Isaac Clark, we can use his 
Stasis ability to slow down objects, and 
move them around using Kinesis. When 
we say ‘objects’, we mean the carcasses 
of aliens, and when we say ‘move them 
around’ we mean throw them across 
rooms and see how they explode. A 
derelict spaceship littered with corpses, 
hallucinations of dead loved ones and 
people going insane, it’s like playing a 
videogame version of Event Horizon.

 
NORMANDY SR2 – MASS EFFECT 3
There are some great ships to be found on the Xbox and then there’s the Normandy – no 
doubt the finest ship to ever grace the console. It’s so good it can almost be considered 
a character in its own right. We can’t tell you how sad we were when the first Normandy 
was destroyed at the beginning of Mass Effect 2, but the sight of a new-and-improved 
SR2 model had us falling love all over again. Sure, Cerberus might be the alien-hating, 
human-centric survivalist group with a charismatic but incredibly shady boss, but it 
certainly knows how to make a spaceship. Despite being twice the size of the original 
Normandy, the SR2 loses none of the functionality. It still looks spectacular, is one of the 
fastest ships in the galaxy, can operate under stealth conditions and packs one hell of a 
punch in combat. There’s simply no better ship in the cosmos.
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Games, films and television – everything you need  
for the ultimate Xbox One experience

extra
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TEN XBOX ONE GAMES YOU SHOUL D BE PL AY ING

games

THE WITCHER 3:   
WILD HUNT 
PUBLISHER BANDAI NAMCO
Hearts Of Stone and Blood And Wine have 
made an already outstanding RPG 
unmissable. One of the most authentic, 
entertaining game worlds ever. 
DEFINING MOMENT Geralt in a bath tub.  
It changed our lives.

04

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

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.

05

GEARS 5 
PUBLISHER XBOX GAME STUDIOS
The Coalition brings us a more self-
assured Gears campaign as new 
protagonist Kait takes the reins. As for 
multiplayer, a suite of excellent modes will 
keep you entertained for months.
DEFINING MOMENT Being forced to make 
that decision at the game’s climax.

06RED 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

SEKIRO: SHADOWS  
DIE TWICE 
PUBLISHER ACTIVISION
FromSoftware’s samurai epic is a 
fearsome, yet immaculately constructed 
and cleverly refreshed, test of mettle.
DEFINING MOMENT Actually managing to 
master the game’s hard-as-hell combat 
makes all the frustration worthwhile.

09

FORTNITE 
PUBLISHER EPIC GAMES
Fortnite Battle Royale has launched its 
second ‘Chapter’, and it continues to draw 
a huge crowd thanks to genius new 
features like its creative mode. Save The 
World is brilliant, too.
DEFINING MOMENT Getting your first 
Victory Royale, and doing a dance.

10

MORTAL KOMBAT 11 
PUBLISHER WARNER BROS
NetherRealm has pretty much now 
perfected the 2D fighter, with a great 
story mode, characters and really brutal, 
gory finishing moves.
DEFINING MOMENT Getting a Brutality 
without even trying, then feeling a bit 
sick watching it. 

08RESIDENT EVIL 2 
PUBLISHER CAPCOM
Fantastic reboot of the ’90s survival 
horror classic that perfectly captures the 
essence of the original while offering 
something completely new.
DEFINING MOMENT Shooting all the arms 
and legs off a zombie and realising that 
it’s still coming.

03

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.

07
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THE BEST GAMES
WE’RE PLAYING AND 
WHY WE LOVE THEM

 Drew’s  
choice
DISHONORED 2
This might sound odd, 
but I keep drawing/
sheathing Emily’s 

folding sword. Seriously, how does 
that thing work? She flicks it around 
like a butterfly knife, but I think I can 
see a lever on the hilt too… god, 
someone help me out here.

 Dave’s  
choice
HUNT: SHOWDOWN
When I see a spider in 
real-life, I jump six feet 
in the air then seek 

out a responsible adult to squis... 
ugh, safely remove the bug from my 
presence. When I see a spider in 
Hunt: Showdown, I cripple it with 
shotgun fire... then do a little cry. 

OXM TEAM 
CHOICE

THE BES T F IL MS AND T V THIS MONTH

films tv

AFTER LIFE
FOR FANS OF The Office 
Ricky Gervais’ miserable reporter returns for 
a second season of the dark Netflix 
comedy. Still suffering suicidal thoughts 
after the death of his wife, the depressed 
journo continues to act in a deeply 
unpleasant way. At least the dog is back.

SERGIO
FOR FANS OF Green Zone 
After premiering at Sundance, this moving 
biographical drama hits Netflix. Grounded 
by a strong central performance by Wagner 
Moura as UN diplomat Sérgio Vieira De 
Mello, it recounts the events that lead to 
his death in a 2003 hotel bombing in Iraq.

BREWS BROTHERS
FOR FANS OF Cheers 
The siblings that get s**t-faced together… 
uh, stay together? This eight-episode 
comedy focuses on estranged siblings 
Wilhelm and Adam Rodman who try to put 
their differences aside in order to run a 
brewery. Let the pints and comedy flow.

EXTRACTION
FOR FANS OF 12 Strong
Chris Hemsworth ditches Thor’s prosthetic 
belly to play a hardened mercenary who’s 
sent in to rescue the son of a ruthless 
crime lord. Yes, the action is a touch 
generic, but Hemsworth’s always-hunky 
charm helps the action rattle along.

AGATHA CHRISTIE: 
THE PALE HORSE
FOR FANS OF The ABC Murders 
Based on Aggy’s novel, this drama follows 
Mark Easterbrook, a flustered chap who 
starts an investigation after finding his 
name on a list. Oh, and said list happens to 
be inside a dead woman’s shoe.

THE WILLOUGHBYS
FOR FANS OF Klaus 
Netflix’s second animated feature is based 
on Lois Lowry’s children’s book, and boy 
does it have a dark streak. After all, kids 
who try to off their crappy parents by 
convincing them to holiday in the world’s 
most dangerous places is hardly Bambi.

SAVE ME TOO 
FOR FANS OF Doctor Foster 
The terrific Sky Atlantic original drama 
returns for a second season, as Nelly 
continues his desperate search for his 
daughter. Fear The Walking Dead’s Lennie 
James is again superb as the floundering 
father saddled with grief and guilt. 

ONE DAY AT DISNEY
FOR FANS OF Saving Mr Banks 
Peek inside the House Of Mouse as this 
revealing documentary takes you behind 
the scenes at one of the world’s largest 
media companies; from following costumed 
performers at Disneyland, to inside looks at 
the firm’s dozens of TV properties.

THE WORLD ACCORDING 
TO JEFF GOLDBLUM
FOR FANS OF Independence Day 
The Earth as seen through the prism of 
Dr Ian Malcolm himself. Expect plenty of 
umming and other endearing verbal ticks 
as the Jurassic Park actor delves into 
specific things people love, like ice cream!

ROCKETMAN
FOR FANS OF Walk The Line 
Taron Egerton ditches his Kingsman 
cockney accent to give a commanding 
performance in this likeable retelling of the 
story behind Elton John’s breakthrough 
years. It’s a less by-the-numbers biopic 
than the likes of Bohemian Rhapsody.

THE MANDALORIAN
FOR FANS OF Firefly 
Baby… Skoda? That’s right, yeah? The show 
responsible for the meme of 2019 finally 
hits UK screens as Disney+ launches 
around Europe at long last. Pedro Pascal is 
steely charm personified as the badass 
bounty hunter in this superb sci-fi series.

SPIDER-MAN: FAR  
FROM HOME 
FOR FANS OF Avengers: Endgame 
The MCU keeps on swinging after the 
events of Endgame as Peter Parker endures 
the school trip from hell. Far from NYC, 
Spidey finds himself battling the conniving 
Mysterio across Europe. Poor Pete.

 Chris’  
choice
TWO POINT HOSPITAL
Might seem a tad dark, 
enjoying a game about 
controlling outbreaks of 

illness, but the humour in Two Point is 
keeping me sane. I’ve spent way too 
many post-midnight hours remodelling 
my hospitals to better cope with 
Lightheadedness and Jest Infection.

THE OFFICIAL XBOX MAGAZINE  111More Xbox news at gamesradar.com/oxm



D
IR

E
C

T
O

R
IE

S rom the best headsets to the best TVs, controllers 
and accessories you need for your Xbox One

extra

F
a

T OP 5 HE ADSE T S FOR XBOX ONE

STEELSERIES ARCTIS 9X

RAZER KRAKEN 
TOURNAMENT EDITION
£99.99/$99.99 BEST VALUE
Best value, with a quality that belies its
mid-range price. 50mm drivers deliver a
clear, loud THX spacial surround sound 
that’s great for online play, helping you 
accurately pick out enemy movements 
and the location of distant gunfire.

TURTLE BEACH ELITE 
PRO 2 
£219.99/$249.95 BEST HIGH-END
We’re all looking for that competitive edge, 
and if you’ve got the dosh to spend, this 
headset is superior. Its spacial sound is 
really something and they’re super 
comfortable but hard-wearing and sturdy 
too – with a kind of brutalist, ergonomic 
yet stylish design.

OFFICIAL XBOX 
STEREO HEADSET 
£39.99/$59.99 BEST BUDGET
The official Xbox One headset produced by 
Microsoft, cheap but delivering a full range 
of rich stereo audio. Unidirectional mic for 
clear communication, handy controls over 
both game and chat audio volumes. Light 
too, weighing just 9oz/255g, with fabric 
ear cups for comfy long sessions.

SOUND BLASTER X H7 
TOURNAMENT EDITION 
£89.99/$99.99 BEST FOR AUDIO
These pro-level headphones boast 
upgraded 50mm drivers for crystal-clear 
surround sound, great mic quality and 
noise cancellation. Adapts to other forms 
of media well, perfect for Fortnite as much 
as for blockbuster movies. Comfy cans too.

£179.99/$199.99 BEST NEW HEADSET 
One of the best headsets available for Xbox One, this 
wireless beauty has a clear mic with more than decent 
noise-cancelling. These cans’ biggest selling point, 
though? Their booming Sonic Spatial Audio. Your tattered 
eardrums are gonna love you. Once your hearing has 
recovered, there are plenty of other points to love about 
this headset. Sound is rich and convincing, with 
authoritative bass that makes this a perfect option for 
shooter fans – the satisfying thud of a plasma grenade 
lighting up the screen in Halo 5: Guardians is glorious. Its 
build quality is superb too, with an uncluttered yet sturdy 
design elegantly storing the retractable mic.

W H AT  T O  L O O K  F O R  I N  A N  X B O X  O N E  G A M I N G  H E A D S E T

WHAT PRICE IS RIGHT?
Figure out what you want/need/can 
afford. Which features are essential? 
Where do you sit in relation to your 
console? Do you need to be wireless? Do 
you talk a lot? If so, you’ll want to look for 
a good mic with high levels of clarity and 
fidelity. Consider build quality vs price.

SOUNDS GOOD
Look for sound features like noise 
cancelling and positional audio. The 
latter will help improve your situational 
awareness. How well does the headset 
work with music and movies? While good 
bass might not be vital for gaming it most 
definitely will be for tunes.

ZONE IN ON COMFORT
Find something you know will be cosy for 
extended sessions. You don’t want a set 
that feels like it’s constricting your skull 
or crushing your ears. Are you a glasses 
wearer? How do the cans sit over the 
arms of your specs? If at all possible 
it’s worth trying them out in a store.
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HOW TO
GE T THE BES T GE AR FOR YOU

4K TVs ACCESSORIES

OPTIMISE YOUR 4K 
EXPERIENCE
To make 4K games look their best, 
black levels need to be correctly 
set. HDMI limited or black-level high 
is the option you want. Make sure 
the TV’s sharpness slider is set to 
no more than ten per cent of the 
max value or you could distort the 
picture. If your 4K set has a game 
mode, switch it on: it slashes 
response times, aka lag. To enable 
the full gamut of HDR colours, 
calibrate the HDMI slot your Xbox is 
plugged into to support ‘4:2:2 
chroma subsampling’. This might be 
called ‘Ultra HD Deep Colour’ or 
‘Enhanced’ HDMI – turn it on in your 
TV’s HDR settings. Your Xbox One’s 
‘Calibrate TV’ option in Display and 
Sound settings does a decent job of 
ensuring your contrast, sharpness 
and colour settings, as well as 
black levels, are at the right value.

REMAP YOUR CONTROLLER
To remap any button on your trusted 
Xbox One pad, head to My Games 
and Apps. From the list of devices 
you have paired, select the 
controller you want and ‘Configure’. 
From here you can remap every 
button, permanently invert X/Y 
axes, swap the functionality on the 
sticks, triggers, the lot. If there are 
a few gamers in your home using 
the same console, you can link 
Gamertags to specific controllers. 
Settings/Account, then activate 
Controller Sign In… this means that 
when a button on a specific 
gamepad is pressed, the player 
linked to that controller will be 
signed in. Sheer witchcraft!

LG OLED77C9 77-INCH 
OLED 4K SMART TV 
£6,999/$5,999  BEST HIGH-END OLED
The finest TV the South Korean firm has 
ever built. The C9 is a masterful set, 
combining OLED’s peerless black levels and 
amazing contrast performance with far 
better screen uniformity than any LED can 
offer. The best TV money can buy 

LG OLED55B9 55-INCH 
OLED 4K TV  
£1,299/$1,396  BEST MID-RANGE OLED 
While it lacks some of the features of its C9
big brother, this is still one hell of an OLED.
Blacks are as convincingly inky as you’d
expect, response times are competitive, 
and contrast is more impressive than any 
similarly priced LED. 

SAMSUNG QE55Q60R  
55-INCH QLED 4K TV  
£829/$699  BEST QLED 
Hardcore PvP fans won’t find a better panel 
than Sammy’s QE55. With input lag that’s 
under ten seconds and incredibly vibrant 
pictures, we challenge you to find a better 
mid-range QLED on the market. Its black 
could be deeper, though.

SAMSUNG UE55NU8000 
55" 4K TV  
FROM £750/$940  BEST LED 
A great mid-range option. A respectable 
19ms input lag when hooked to an Xbox 
One X means it’s better for competitive 
gamers than many TVs twice as expensive. 
Edge-lit backlight means black levels can’t 
compete with OLED screens, though 
general screen uniformity is very good.

PHILIPS 43PUS6753/12 
43-INCH 4K TV  
£430/$540 BEST BUDGET 4K 
If you’re looking to spend as little as 
possible but don’t want to compromise on 
quality then this is for you. Naturally warm 
colours lend HDR games and movies a really 
nice tone. Considering it’s less than the 
price of an Xbox One X, the still-respectable 
input lag of 27ms is a small price to pay.

XBOX ONE ELITE 
CONTROLLER SERIES 2  
£159.99/$179.99  BEST CONTROLLER 
The best just got better. This is the new 
king of pads… even if you have to pay all 
the money to become one of its subjects. 
Wireless charging, rubberised grips and 
adjustable-tension sticks make this the 
most customisable controller ever.

EAGATE 4TB GAME 
RIVE FOR XBOX ONE  
9.99/$114 BEST HARD DRIVE 
s officially branded external hard drive 

on Xbox One comes in 2GB or 4GB options. 
It’s basically a regular Seagate drive in a 
flashier case, so you’re paying about 
$15-$20 extra for having the Xbox logo and 
official case. Looks nice though.

THRUSTMASTER TX  
£388/$385 BEST STEERING WHEEL 
We recommend the Thrustmaster TX Racing 
Wheel Leather Edition, which comes with the 
T3PA three-pedal add-on. The wheel feels 
really sturdy and the design is more like a 
racing car than a road model. The servo itself 
is compact and has a pleasant weight to it. 
Clamps easily onto a desk or racing seat.

VENOM TWIN  
DOCKING STATION  
£14.99/$24.99  BEST RECHARGING DOCK 
You won’t break the bank with this 
essential bit of kit. With a cradle for two 
wireless controllers and a reasonably rapid 
recharge rate, it comes with two Nimh 
rechargeable battery packs and has 
colour-changing LED charge indicators.

RAZER TURRET  
£249.99/$249.99  BEST KEYBOARD 
The first official wireless keyboard/mouse 
combo from Razer, for those who love the 
twitch precision of mouse control, The keys’ 
weighting is good, charge time is excellent 
the magnetised mouse tray makes sitting 
on your sofa with it comfy. Responsive in 
high-framerate games, it looks great with 
its customisable backlight.
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Back in 2004, despite living in a poorly-lit basement
room at the time, I found myself compelled to
explore an underground world with no sun,
scurrying around in the dark caverns of Arx
Fatalis [1] As a fan of the old Ultima Underworld
games, it really did scratch a fairly substantial
itch. Fast forward a few years and I’m whizzing
around the test chambers of Portal [2], dreaming
of cake and wondering if the landlord would let
me have a Companion Cube in lieu of a cat. It
really is the perfect game, brain-melting in all the
right ways. If I could rewind time, I would love to
go back and experience Braid [3] for the first time
again. The puzzle design, the art style, the sublime
soundtrack. And possibly one of the greatest
perspective-shifting moments in gaming history, as
far as I’m concerned. I usually hate having to replay
the same section of a game over and over again,
but with Left 4 Dead [4] I could quite happily play
the Mercy Hospital rooftop finale until the cows
come home. The AI Director is genius, and the 
special enemies are so well designed. The Witch 
still haunts me to this day. Speaking of which, a 
game that leaves me whimpering in the dark,  Alien:  
 Isolation  [5]. It perfectly captures the look and feel 
of the films, and the AI of the Xenomorph puts you 
constantly on edge. Until that point in my life, I 
didn’t realise that hiding in cupboards could be so 
riveting. More like this, please!

Ben Huskins
Lead designer at
Two Point Studios
Before joining Two
Point Studios, Ben
was at Lionhead,
working on (most of)
the Fable games,
and The Movies. He
recently released
Theme Hospital’s
spiritual successor,
Two Point Hospital.

[1]

[2]

[3]

[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: Ben Huskins

[4]




