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Hellblade: Senua's Sacrifice  
Hellblade: Senua's Sacrifice is a dark fantasy action-adventure game developed and published by the British video game development stu-

dio Ninja Theory. Inspired by Norse mythology and Celtic culture, the game follows Senua, a Pict warrior who must make her way 

to Helheim by defeating otherworldly entities and facing their challenges, in order to rescue the soul of her dead lover from the goddess Hela. 

It was released worldwide for Microsoft Windows and PlayStation 4 in August 2017, Xbox One in April 2018, and Nintendo Switch in 

April 2019. Hellblade features support for virtual reality, which was added in a 2018 update. 

 

 

Self-described as an "independent AAA game", Hellblade was created by a team of approximately twenty developers led by writer and director 

Tameem Antoniades. The game blends several genres, including hack and slash, puzzle solving, and psychological horror. Voice acting is an in-

tegral part of the game, while its cutscenes combine motion capture by Melina Juergens, and live action performances by other actors. The 

game's narrative serves as a metaphor for the character's struggle with psychosis, as Senua, who suffers from the condition but believes it to 

be a curse, is haunted by an entity known as the "Darkness", voices in her head known as "Furies", and memories from her past. To properly 

represent psychosis, developers worked closely with neuroscientists, mental health specialists, and people suffering from the condition. 

 

Hellblade was a commercial success and was well-received by critics, who praised it as a work of art and applauded its uncommon choice of 

revolving around psychosis, the quality and uniqueness of its approach of the condition, and its story and main character. Its overall presenta-

tion, along with Juergens' performance, were also considered superior in quality to what independent games usually provide,  

although its gameplay and other elements received some criticism. The game sold over a million copies across all platforms by June 2018. A se-

quel, Senua's Saga: Hellblade II, was announced at The Game Awards 2019. 

 

Gameplay 

Hellblade: Senua's Sacrifice is divided in two types of gameplay: the first allows Senua to walk freely and interact with her surroundings. Those 

parts focus on either story via voiceover, as Senua travels from one location to another, or the resolution of a puzzle or challenge of some kind 

to progress further. She can use a capacity known as "focus", in reference to her tendency to see things differently from other people due to her 

condition, to trigger puzzle-related events. If she uses her focus on totems hidden throughout the game, it triggers a memory via voice-over of 

her friend Druth telling her of the stories of the Norsemen; activating all forty-four of them triggers a bonus cutscene shortly before the game's 

climax, that extends on Druth's backstory. Several areas feature their own exclusive mechanics or trials, such as reaching a safe zone in time 

before Senua dies, or using the focus ability to modify the structure of her surroundings. 
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Developer: Ninja Theory 

Publisher: Ninja Theory 

Director: Tameem Antoniades 

Producer: Rupert Brooker 

Designers: Joe Nelson, Juan Fernandez 

Programmers: Gavin Costello, Loong Wei Ding, Melanie Hall, Stefano Prosperi 

Writer: Tameem Antoniades 

Composers: David García, Andy LaPlegua 

Engine: Unreal Engine 4 

Platforms: Microsoft Windows, PlayStation 4, Xbox One, Nintendo Switch 

Release: Windows, PlayStation 4- August 8, 2017 

                 Xbox One- April 11, 2018  

                 Nintendo Switch- April 11, 2019 

Genres: Action-adventure, hack and slash 

Mode: Single-player 

TiTi Rating: 8/10 
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In addition, Hellblade features fights against malformed representations of Northmen who block her progression, including occasional bosses. 

During those fights, Senua has her sword drawn out, and is turned towards one of her enemies, on which the camera is automatically focused; 

she can use two kind of attacks, quick or heavy, kick an enemy to prevent it from blocking her attacks, parry, or dodge. She can also charge the 

opponent she is focusing on, to either get closer or directly attack or kick it. If she parries or dodges enough, she can use her focus ability in 

battle to move faster than her enemies or dissipate the shadows some of them are made of, which makes them impervious to regular 

attacks. Once she obtains Gramr, Senua can charge her heavy attacks for additional damage and parries more efficiently, both of which can al-

low her to use her focus ability. If Senua suffers a strong hit, or several hits in a row, she falls to the ground, and the player must press the cor-

responding button repeatedly as fast as possible before an enemy deals her a fatal blow; if she does not get back up in time, she dies. The clos-

er she is to death, the more difficult it is for her to get back up; she can also die from a regular hit, if she was already very close to death. 

 

Hellblade does not feature any heads-up display or tutorials. Instead, Druth, Furies, or the Darkness, provide audio indications on game me-

chanics, and how to progress through levels and puzzles. The Furies provide Senua advice in battle, notably warning her if an enemy is attack-

ing from her back. They react when Senua takes damage, and panic heavily if she is close to death: how nervous they are when she takes a hit 

is representative of how much damage she can still take. The nature of most apparitions, events witnessed, or voices heard, is purposely left 

unclear, and can be interpreted as either an actual apparition by a spirit, a memory of Senua, or a trick created by the Darkness or one of the 

deceptive creatures she has to face. As such, the clues given during the game are not always reliable, except for Druth's: certain Furies try to 

demotivate Senua, or give false indications such as telling her she took the wrong way, or that she is walking into a trap. Another core mechan-

ic is the possibility of permadeath, which is meant to delete the player's save data after they surpass a number of deaths. 

 

Plot 

Set in the late 8th century, the game starts with Senua (Melina Juergens), a Pict warrior from Orkney arriving at the border of Helheim in a 

quest to save the soul of her dead lover, Dillion (Oliver Walker), from the goddess Hela. Senua believes she suffers from a curse and hears 

"Furies", voices in her head commenting her every action, notably one, the Narrator (Chipo Chung), who is aware of the player's presence and 

talks to them. She is followed by the Darkness (Steven Hartley), a dark entity at the core of the curse. She carries Dillion's severed head to use it 

as a vessel to his soul and is guided by her memories of the stories of Druth (Nicholas Boulton), a former slave of the Norsemen well-versed in 

their legends, now deceased, who became her friend and mentor during a year-long self-imposed exile. To enter Helheim, Senua defeats both 

the fire giant Surt and the spirit of illusions Valravn, but as she crosses the bridge to Helheim, she is attacked by Hela, who defeats her with a 

single blow, shattering her sword. Barely surviving the encounter, she follows visions of Druth and a man-shaped light she believes to be Dillion 

to a great tree where she faces four challenges linked to her past and is rewarded with the legendary sword Gramr, strong enough to kill gods. 

 

Meanwhile, Senua's backstory is unveiled through her hallucinations, revealing that her mother Galena (Ellie Piercy) suffered the same curse 

she did but did not believe it to be dreadful. However, Senua's devoutly religious father, Zynbel (also performed by Hartley), did and burned Ga-

lena alive. Senua witnessed the event at age five, which caused her psychosis to worsen significantly and led her to convince herself her mother 

died willingly. Her father, convincing her that her condition was a curse, abused Senua emotionally and physically and isolated her from the rest 

of the world until she met Dillion when he visited her village. The two fell in love, and Senua left her father to be with him, as he saw her as 

different and misunderstood instead of cursed. However, after a plague killed many in Dillion's village, Senua, believing the fault to be hers, left 

in exile. When she returned a year later, having hopefully left the Darkness behind, she found everyone killed by Norsemen, who had invaded, 

sacrificing Dillion in a blood eagle to their gods. Remembering the stories of Druth, Senua departed on her journey to save Dillion's soul from 

the gods of the Norsemen. 
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Ultimately, Senua fights against the influence of the Darkness and defeats the beast Garm. She realizes the Darkness is a representation of her 

father's abuse and beliefs and frees herself from the Furies. Soon after, she faces a legion of Hela's warriors in a hopeless fight and is killed. In 

her final moments, she recalls Dillion telling her of the importance of the acceptance of loss. As the imagery of Helheim fades away, Hela drops 

Dillion's head into the abyss, but as the camera returns to her, Senua is standing in her place, with a dead Hela in place of Senua's body. Having 

accepted that it was never possible to bring her lover back and that she is not responsible for his death or anyone else's, Senua frees herself 

from the Darkness' influence and accepts the Furies not as a curse, but a part of who she is. She invites the player to follow her, while the Nar-

rator says her goodbyes to the player. 

 

Development 

Hellblade was announced for the PlayStation 4 at Sony's Gamescom media briefing on August 12, 2014, where a trailer was shown. In a joint 

statement, Ninja Theory described the game as "an experience focused on delivering a deep character in a twisted world, with brutal uncom-

promising combat", and stated that they wanted to "make a smaller, more focused game experience that is uncompromising in its combat, art 

and story". The developers called it an "independent AAA game", with their goal being to make a game with all the qualities and production 

values of any AAA game on the market, but with creative freedom and an "indie spirit". The team eventually succeeded in releasing the game 

independently, but to achieve this could only release it via digital distribution. 

 

 

Hugues Giboire, art director of the previous Ninja Theory game Heavenly Sword, rejoined the studio to work on the game. A Microsoft Win-

dows version of the game was announced on January 9, 2015. The game is powered by Unreal Engine 4, and was made by Ninja Theory with a 

team of around twenty developers. Its subtitle, Senua's Sacrifice, was announced in March 2016. Hellblade: Senua's Psychosis, a short docu-

mentary film included with the game, details the concept behind its story and inspirations, notably the team's study of mental illness. It was 

written and narrated by Antoniades, and edited by Juergens. 

 

Release 

Hellblade was released for Microsoft Windows and PlayStation 4 via digital channels on August 8, 2017. Following the period of timed console 

exclusivity for the PlayStation 4,  a version for the Xbox One, with enhanced graphical support on the Xbox One X, was released on April 

11, 2018. On July 31, 2018, an update added full virtual reality support via the HTC Vive and Oculus Rift headsets. On February 13, 2019, the 

game was announced for Nintendo Switch later in Spring of the same year. 

 

Sequel 

Senua's Saga: Hellblade II was announced during The Game Awards 2019, with plans for release on Microsoft Windows and the new Xbox Se-

ries X console. 
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Agents of Mayhem  
Agents of Mayhem is an open world action-adventure video game developed by Volition and published by Deep Silver. The game was released 

in August 2017 for Microsoft Windows, PlayStation 4, and Xbox One. The game's themes are based on Saturday-morning car-

toons and superhero films. It is set in the same fictional universe as Volition's Saints Row series, and includes several plot and charac-

ter crossovers. Agents of Mayhem received mixed reviews; it was generally praised for its humor, characters and combat but criticized for its 

repetitiveness. 

 

 

Gameplay 

Agents of Mayhem is an action-adventure open world game played from a third-person perspective. The game features twelve agents, and 

players can choose any three to complete missions and explore the world. The agents are comprised in four trios: the Bombshells (Italian engi-

neer Joule, Indian immunologist Rama, and German football hooligan Red Card); the Carnage a Trois (American field strategist Braddock, 

American derby driver Daisy, and Russian "Cold Warrior" Oleg Kirlov under the alias "Yeti"); the Firing Squad (American gang leader Pierce 

Washington under the alias "Kingpin", Japanese hitman Oni, and Middle Eastern assassin Scheherazade); and the Franchise Force (Colombian 

former sky pirate Fortune, United States Navy chief petty officer Hardtack, and Canadian actor and proclaimed "Face of Mayhem" Hollywood).  

 

Each agent has their own unique play-style and abilities. For instance, Hardtack uses shotgun as his primary weapon, while Hollywood utilizes 

his assault rifle. As players deal damage to enemies with their weapons, players accumulate points that will fill up a bar. When the bar is filled, 

players can utilize the agents' Mayhem abilities, which are superpower moves that greatly aid player in combat. Different agents have differ-

ent mayhem abilities. For example, Fortune can use her drone, GLORY to stun enemies, while Hollywood can trigger massive explosions around 

him. Players can switch between the three agents they have selected freely, and experiment with different combinations of agents to see which 

trio of characters suit their playstyle the most. Movement in the game is fast. The agents can triple-jump around the city or use cars to trav-

erse the game's world. 

 

In addition to main campaign missions, there are also unlock missions, which unlock new agents for players to control, and personal missions, 

which delves into the back-story of these agents. Different agents will have different personality, and their responses to in-game events 

vary. As the player progresses in the game, the agents will gain experience points, cash, skills, new gadgets, and mods that enhance their com-

bat efficiency. There are also cosmetic customization options for the agents and the weapons featured in the game. 
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Developer: Volition 

Publisher: Deep Silver 

Producer: Greg Donovan 

Designer: Anoop Shekar 

Artist: Matt Flegel 

Writer: Jason L Blair 

Composer: Malcolm Kirby Jr 

Platforms: Microsoft Windows, PlayStation 4, Xbox One 

Release NA: August 15, 2017  

               AU: August 16, 2017 

               EU: August 18, 2017 

Genre: Action-adventure 

Mode: Single-player 

TiTi  Rating: 7/10 
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Plot 

In the backstory, Persephone Brimstone was once part of the supervillain organization L.E.G.I.O.N and part of their plans for world conquest, as 

well as married to the Minister of Envy. Persephone learned that L.E.G.I.O.N's leader, the Morningstar plotted to harvest the power of Dark 

Matter to alter reality and ascend into godhood. Persephone put a stop to those plans and took off with an airship called the ARK, and in retali-

ation, L.E.G.I.O.N. and her husband launched an attack on her home city of Paris. Having turned against L.E.G.I.O.N completely, Persephone 

used whatever recourses she could get her hands on to form M.A.Y.H.E.M and take revenge on L.E.G.I.O.N. 

 

L.E.G.I.O.N would later reveal themselves to the public with a worldwide attack to topple the world's governments. This event would later be 

called "Devil's Night" and would play into the backstories of many of M.A.Y.H.E.M's agents, such as the Franchise Force, consisting of Rod 

"Hollywood" Stone, a former actor turned self proclaimed "face" of M.A.Y.H.E.M; Marina "Fortune" Santos, a sky pirate who was recruited 

when Persephone was impressed with her thieving skills; and Ishmael "Hardtrack" Funderburke, a former Navy officer whose ship was de-

stroyed by L.E.G.I.O.N. Other agents include Janel Braddock, a former drill sergeant and girlfriend to Persephone's right-hand woman Friday; 

Piper "Daisy" Andrews, an ill-tempered derby girl and Hollywood's on again off again girlfriend; Cosima "Joule" Bellini, a fashion model and 

brilliant engineer; Masamune "Oni" Senichi, a Yakuza assassin who turned against his crime family when he learned they were working for 

L.E.G.I.O.N; Pranati "Rama" Malhotra, an immunologist who seeks to find a cure for a plague L.E.G.I.O.N set loose upon India; Ingo "Red Card" 

Rotkapp, a crazed soccer fan who incited a riot to fight off a L.E.G.I.O.N attack; and an enigmatic assassin that goes by Scheherazade. This 

game also features Saints Row characters as playable agents, such as Pierce Washington, who has become the kingpin of Stillwater, and united 

the gangs to fight off a L.E.G.I.O.N attack; and Ji-hoon “Johnny” Gat, who has become a police lieutenant with the Seoul Metropolitan Police 

Agency. The events of Devil's Night put Johnny in a coma. When he woke up, he found that he was the sole survivor of the SMPA, which has 

been replaced by robot cops. 

 

At the start of the game, Persephone sets up M.A.Y.H.E.M in Seoul, South Korea where they track down Dr. Babylon, the ambitious leader of the 

Ministry of Pride for L.E.G.I.O.N. who plans on harvesting a giant dark matter crystal from a comet. The Franchise Force is sent to kill him but 

fail. To distract M.A.Y.H.E.M, Babylon uses his lieutenant Hammersmith to cause destruction around Seoul to distract M.A.Y.H.E.M before Ham-

mersmith is defeated by the agents. Babylon then uses August Gaunt, a young singer and another one of his lieutenants to brainwash his fans 

and attempt to turn the city of Seoul against M.A.Y.H.E.M, but the agents confront him at his concert and shut down his technology, exposing 

Gaunt as a fraud. 

 

M.A.Y.H.E.M then plans to retrieve a sentient computer program called AISHA, a virtual female idol group that L.E.G.I.O.N is using as a virus, 

but one of Babylon's cybernetic lieutenants by the name of Steeltoe falls in love with AISHA and starts a relationship with her. Steeltoe and AI-

SHA intend to merge their AI's, but Steeltoe is killed by M.A.Y.H.E.M'S  agents at their "wedding". A vengeful AISHA, led by their red avatar, 

begin a smear campaign against M.A.Y.H.E.M, eventually taking to creating a musical single that would kill its listeners, before eventually 

starting an attack on the ARK'S computer programs. The other AISHA's realize how unstable Red Aisha is, but most of them are killed leaving 

only the Red and Purple AISHA. The Purple AISHA willingly defects to M.A.Y.H.E.M as their agents destroy the Red AISHA. 
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Getting desperate, Babylon sends in Ariadne, the brilliant daughter of a scientist Babylon killed before trying to brainwash her with a micro-

chip. Ariadne overcomes the microchip, but the effort drove her insane and she plots revenge on Babylon. Ariadne launches robot attacks on 

Seoul, and abducts multiple people, including M.A.Y.H.E.M's technological engineer Katy "Gremlin" Fox. The agents go on to rescue Gremlin, 

but while they are successful, Ariadne manages to escape before cutting the microchip out of her head. 

 

Finally, M.A.Y.H.E.M seek to find Babylon's giant robot called Project Damocles, but when they eventually uncover it, Babylon launches a 

citywide attack, and even an attack on the ARK before commandeering Damocles and extracting the dark matter crystal. It's then revealed 

that Ariadne had placed her microchip in Damocles to drive Babylon insane as revenge. This backfires, when Babylon realizes he now has the 

ultimate power in L.E.G.I.O.N and goes on a bid to usurp the Morningstar and remake reality in his image. Babylon uses Damocles to go on a 

rampage and the power of the dark matter crystal to begin to rewrite reality where he rules the world. The agents enter the rift to battle Baby-

lon and his recreated minions, and eventually destroy the dark matter crystal. With the crystal destroyed, reality goes back to normal as the 

Damocles crashes to the Earth. Babylon and the agents survive the crash, but Babylon is taken and presumably killed by L.E.G.I.O.N enforcer 

Marcus Longinus as punishment for his failure, while Persephone has M.A.Y.H.E.M pull out of Seoul. 

 

Development 

Development of the game began shortly after the release of Saints Row IV. The game began its development cycle as some concept art and 

character descriptions, and after receiving positive comments from outsiders who have listened to their pitch, one of whom described it as "G.I. 

Joe versus Cobra Megafight 2020", the game soon entered full production. Unlike previous Saints Row games, which have only one player-

controlled protagonist, Agents of Mayhem introduces multiple playable characters. This was done because Volition reflected on some of their 

previous fan events, where fans opted to cosplay as the supporting characters rather than the central character. They considered it an evidence 

to show that fans of the franchise would be interested in a character-focused game. Another reason is that the company, inspired by League of 

Legends and Dota 2, wanted players to form a strong connection with the characters. Volition also thought that the game, being a single-

player title, has a great advantage, since most games with a diverse cast of characters are multiplayer-focused. The game's tone and style was 

inspired by 1980s action cartoons such as G.I. Joe, He-Man, and television series like The A-Team. 

 

In 2014, after receiving $200,000 in incentives from the city of Champaign, Illinois, Volition began hiring upwards of 100 employees to begin 

work on a new project.[15] Little was known about this game until a trademark for Agents of Mayhem filed by Koch Media (Deep Silver's par-

ent company) was discovered in May 2016, along with résumés linking the project to Volition. Further speculation arose from 

a 2013 Polygon interview with Volition's Scott Phillips, referring to Saints Row players as "agents of mayhem". The game was formally an-

nounced on June 6, 2016 with a cinematic announcement trailer released via IGN. Agents of Mayhem was released in North America on Au-

gust 15, 2017 and in Europe on August 18, 2017. 
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Dishonored: Death of the Outsider  
Dishonored: Death of the Outsider is an action-adventure stealth video game developed by Arkane Studios and published by Bethesda Soft-

works. It is a standalone expansion pack following Dishonored 2, and was released 15 September 2017 on Windows, PlayStation 4 and Xbox 

One. The game takes place in the coastal city of Karnaca after the events of the previous title. It follows the former assassin Billie Lurk as she re-

unites with her mentor Daud and come up with a plan to kill the mysterious entity known as The Outsider. The game is played from a first-

person perspective and the player has access to a variety of supernatural abilities to complete missions in a multitude of ways, from stealth to 

purposeful violent conflict. 

Death of the Outsider was originally planned as a downloadable content for Dishonored 2, but became a standalone expansion after the team 

decided to explore different approaches with its story and gameplay. Lurk was chosen as the protagonist for being a favorite with the develop-

ers. The narrative was conceived to tie loose ends left by the previous games, offer a different perspective to the player and end the narrative 

arc that began with the original Dishonored. Gameplay elements were reformulated or completely removed to differentiate the game from its 

predecessors, adapt it to the standalone expansion format and encourage the player to experiment and explore their choices. 

The game was first announced during the Bethesda press conference at E3 2017. Death of the Outsider was well received by the critics, who 

praised its game design and considered a good ending to the Dishonored series up until that point. However, the main criticism was focused in 

its weak narrative and levels considered unremarkable when compared to its previous titles. The game was nominated to a few industry 

awards, Outstanding Achievement in Videogame Writing at the Writers Guild of America Awards. After its release, Arkane Studios announced 

that the Dishonored series would be entering a hiatus. 

 

Gameplay 

The gameplay is similar to Dishonored and Dishonored 2. The player is equipped with a short sword. If the player sneaks up on a foe, they can 

stab them to death quickly and quietly. The player has other gear, such as a wrist-mounted crossbow, land mines, and grenades. A new item is 

the hook mine, which grabs a nearby enemy and knocks them unconscious, or they can be set to kill. 

After the first mission, the player gains access to three supernatural abilities. Unlike previous games in the series, the player does not purchase 

them with "runes"; they are all fully unlocked from the start. These abilities cost energy to use, but unlike in the previous games, the player's 

energy regenerates fully on its own; there are no consumables to replenish energy. 

 

Lurk's main mobility power is "Displace", which allows her to set a marker in the world, and teleport that marker at any time. "Semblance" al-

lows the player to take the faces of living non-player characters (NPCs) and use them as a temporary disguise, though they can only take a 

character's face once. The disguise drains power as the player moves, but not when they are standing still. Using Semblance on specific named 

NPCs may produce unique interactions. Completing the game unlocks an "original game plus" mode, where the player has access to some 

powers featured in Dishonored 2. As in the previous games, the player can collect "bonecharms", which are scattered throughout the levels. 

Wearing a bonecharm provides minor upgrades to the player's abilities. 

 

During missions, the player may pick up optional "Contracts" at black markets, which are side missions that involve doing tasks such as assassi-

nating another character. In one example, the character is tasked with killing a mime and making it look like a suicide. 
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Plot 

After the events of Dishonored 2, Emily Kaldwin is reinstated as empress and begins to salvage the Empire previously broken by Delilah's rule. 

Billie Lurk wakes aboard her ship, the Dreadful Wale, having a recurring nightmare regarding her right arm and eye. Billie has tracked down 

her old mentor Daud's whereabouts to a boxing club in Albarca Baths. She makes her way to Daud's location, finding that the boxing club is 

run by a Void-worshiping cult called the Eyeless. 

 

Lurk witnesses Daud being restrained by a special device that cancels out his Void-given powers. She disables the device, thereby freeing Daud. 

Daud is happy to see Billie and asks for her help in one last job: killing the Outsider, to which Lurk agrees. On board the Dreadful Wale, Daud 

explains that the Eyeless are in possession of a ritual knife, a special blade that was originally used to create the Outsider thousands of years 

ago. Daud surmises that the blade will allow Billie to kill the Outsider. Billie is then visited by the Outsider, who gives her a cryptic message, 

whilst simultaneously replacing her right arm with a Void-made arm, and her eye with a special red artifact, the Sliver of the Eye. The arm 

gives Lurk supernatural abilities. 

 

Billie makes her way into the city once again to investigate the leadership of the Eyeless. Upon figuring out the identities of the leaders, Billie 

steals two keys to a safety deposit box in Karnaca's largest bank. She is able to infiltrate the bank and steal the knife, while also discovering 

that one of the Eyeless' leaders attempted to abandon the group and hid important documents in the Royal Conservatory. Once Billie retrieves 

the knife, the Outsider appears and explains that he knows more than most, revealing that Daud had died of natural causes aboard the Dread-

ful Wale while Billie was on the heist, much to her dismay. She returns to the Dreadful Wale and cremates her mentor's deceased body, thus al-

so burning down the Dreadful Wale (an anagram of 'Farewell Daud'). 

 

Billie then infiltrates the Royal Conservatory, where she finds the documents. They detail the location of a Void portal at an abandoned mine 

outside Karnaca. Billie travels to the mine, which is now overseen and operated by the Cult that originally created the Outsider. The Cult mem-

bers discuss occult sciences while marveling at the Void creatures walking about near the dig site. Billie learns from their notes that the Mark 

of the Outsider is actually his name, written in an esoteric script that only the dead can read. Billie makes her way to an artifact called the Eye 

of the Dead God and absorbs it, allowing her to safely enter the Void portal. 

 

Once inside the Void, Billie makes her way to the Ritual Hold, where the Outsider resides. There she finds the Outsider, seemingly bound and 

immobile. Billie is then given a choice, to either return the Outsider to the mortal realm by having Daud's Void spirit pronounce the Outsider's 

real name to him, or to use the ritual knife to kill the Outsider. Either way, the Outsider is displaced, and Billie acknowledges that with the Out-

sider gone, the world will be changed in innumerable ways. However, the Void will continue to exist and there is no longer anybody who can 

decide who will gain its power. 
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Development 

Dinga Bakaba, lead designer of Dishonored 2, was one of the initial people arguing for making the Death of the Outsider a standalone ti-

tle. The game removes the chaos system featured in previous games, which tracked how many characters the player killed and altered the 

world depending on if the player had a high bodycount. Developers felt that removing the need to find elixirs, which were previously required 

to fully restore energy, encouraged players to experiment more with the full range of powers. Giving all the powers at once was "liberating" for 

Arkane, as they knew the full extent of what any player could do at any point in the game. Time restraints meant that levels could not all be 

"themed" in the same way Dishonored 2's levels were, though some levels are intended to make the player rely on different powers than oth-

ers. Co-creative director Harvey Smith had concerns about the Semblance power when it was pitched, as he felt implementing the idea appro-

priately would take an excessive amount of work; ultimately the full extent and ramifications of the power were reduced to more 

"manageable" levels, and Smith was glad for its inclusion. 

 

Hazel Monforton, one of the writers for Death of the Outsider, was hired by Arkane after posting an analysis of the Outsider in Dishonored 

2 via Twitter thread, comparing the Outsider's death to the Ancient Greek ritual of pharmakos. She was eventually, according to her portfolio, 

brought onboard permanently as a narrative designer. 

 

Death of the Outsider is meant to bring an end to "the Kaldwin era", an arc that began in the first Dishonored with the assassination of Jessa-

mine Kaldwin and followed characters involved with it, such as Corvo Attano and Emily Kaldwin. Whether any future Dishonored games will be 

made is undecided, but would feature different characters as their protagonists. 
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Quantum Break 

Quantum Break is a science fiction action-adventure third-person shooter video game developed by Remedy Entertainment and published 

by Microsoft Studios. The game was released worldwide for Microsoft Windows and Xbox One in April 2016. The game centers on Jack Joyce, 

granted time manipulation powers after a failed time-machine experiment, as he comes into conflict with former friend Paul Serene over how 

to deal with an apocalyptic "End of Time". In addition, the game includes platform game elements in less action-oriented segments. There are 

also "junction points" that affect the game's outcome. The game features episodes of an integrated live-action television show, featuring the 

actors of the characters. The characters interact with the player's choices, displaying the results of the decisions made. 

 

The game originally was envisioned as a sequel to Remedy's previous game, Alan Wake. The game's focus was shifted to time travel, as Mi-

crosoft wanted a new intellectual property with interactive storytelling. The team consulted scientists while creating the fictional science in this 

game. While the video game portion was developed internally by Remedy and directed by studio veteran Sam Lake, the TV side of the game 

was developed by Lifeboat Productions and directed by Ben Ketai. Shawn Ashmore, Aidan Gillen, and Lance Reddick portrayed important roles 

in the game. The game uses a new engine developed by Remedy, the Northlight engine, and a technology called Digital Molecular Matter. 

The game was announced in mid-2013 and was set to release in 2015, but its release was delayed to avoid competition with other Xbox One 

exclusives. It received a positive reception, with critics praising the game's graphics, gameplay, presentation, and story. Critics had mixed opin-

ions regarding the platforming elements, the convergence of video game and television, and the overall quality of the TV show. The Windows 

10 version was criticized for its technical issues. Quantum Break was the best-selling new intellectual property published by Microsoft since the 

launch of Xbox One. 

 

Gameplay 

Quantum Break is an action-adventure video game played from a third-person perspective. Players play as Jack Joyce, who has time manipula-

tion powers in a world where time stutters, making everything freeze except Joyce. Players face a variety of enemies, including Monarch securi-

ty guards; Strikers, who are equipped with specially-designed suits which allow them to manipulate time; and Juggernauts, heavily armored 

enemies equipped with very strong firearms. Different enemies have different behaviors, and the game requires players to deploy different tac-

tics and strategies in order to defeat them. 

 

To defeat enemies, players can make use of various offensive and defensive abilities. Jack can find four types of firearms: pistols, assault ri-

fles, shotguns, and carbine rifles. He also possesses several types of time manipulating powers. "Time Stop" freezes time around enemies with 

a time bubble. If the player shoots an opponent trapped in the bubble, its power amplifies, and the bullets will kill the enemy when the bubble 

vanishes after a short period of time. "Time Rush" allows Jack to dash next to an enemy and perform an immediate melee takedown. He can al-

so use this power to speed up time and dodge between cover to confuse unaware enemies as to his location. "Time Blast" levitates enemies 

and freezes them. The defensive ability "Time Shield" deflects all incoming damage, while "Time Dodge" allows players to dash quickly to evade 

attacks. Most of these time manipulating powers have a short cooldown period after use. In combat, Jack automatically takes cover when he is 

standing next to environmental objects. However, the artificial intelligence in the game is designed to push the player out of cover by coordi-

nating with each other. 
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Jack has other time powers that are not used in combat. "Time Vision" reveals points of interest, and highlights interactive objects and ene-

mies. "Time Echoes" allow him to replay past events, providing additional information about the story. The game features several types 

of collectibles known as "narrative objects", including quantum ripples, documents, computers, and media. Players can collect "chronon 

sources", which can be used as experience points to purchase time power enhancements. There are also less action-oriented segments in the 

game, where players have to solve environmental puzzles, which usually function as a 3D platformer. With time stuttering and collapsing, ob-

jects may get trapped in a time loop and either become platforms for players to proceed into the next section of the game, or create danger-

ous environmental hazards, which are extremely unstable. In the latter case they become obstacles that block the player's path. Jack can over-

come them by using his time manipulation powers, such as slowing down or stopping time, so that he can proceed without getting hurt. He 

can also revive frozen non-playable characters at several specific points of the game. 

 

The gameplay splits into five acts. After playing through an act of the game as Jack Joyce, players take control of the antagonist Paul Serene 

for a pivotal concurrent decision that impacts the plot, before an episode of the digital show will play. In the game, the video game portion 

tells the story of the protagonists while the show tells the story of the antagonists. Players can make choices at the beginning of each episode 

of the TV show, also known as "junction points." These decisions influence the state of the game. As Paul Serene has precognitive power, play-

ers can view the consequences of each choice before making a decision. 

 

 

Plot 

Agreeing to help his best friend Paul Serene with a demonstration, Jack Joyce learns that Paul has been expanding on the physics work of Jack's 

estranged brother, William, and has built a time machine that works using "chronon particles." Paul activates the machine, only for it to jam 

shut and break as William appears. Will demands Jack and Paul stop their actions, else "time will break." The machine becomes unstable and 

douses Jack and Paul in chronon radiation that gives them time-based powers. Monarch Solutions soldiers appear and steal the time ma-

chine's core, Jack and Will meet an older Paul. Claiming to have seen the "End of Time", this Paul refuses Will's suggestions of fixing the frac-

ture, claiming time cannot be changed. Paul has the building detonated, causing Will to be seemingly killed by falling debris. Jack is knocked 

unconscious and captured by Monarch. 

 

Escaping Monarch during a time stutter, Jack rescues either Nick or Amy, students apprehended by Monarch who agree to help him. Working 

off a clue with Beth Wilder, a friend of Will's working as double agent inside Monarch, Jack heads to the abandoned Bradbury Swimming Pool, 

where he finds that Will has built his own time machine and a counter-measure to fix the fracture, called the Chronon Field Regulator (CFR), 

but the time machine is inoperable. Jack suggests they kidnap Dr. Sofia Amaral, Paul's head of chronon research. Learning she will be attend-

ing a Monarch gala, Jack surrenders to Monarch and learns that Paul was accidentally sent to the end of time in the future, only escaping by 

traveling in Will's machine back to its first activation in 1999. Escaping through the Monarch Labs, Jack and Beth pull Amaral out of the path of 

a hacked drone before it explodes. Beth escapes by the sea with Amaral while Jack steals Paul's car. 

Paul, revealed to be dying from "chronon syndrome," lashes out at his second-in-command Martin Hatch, as Amaral was the only one capable 

of administering his treatment. Now paranoid, Paul places all of his trust in either Amaral or Hatch, who claims that Amaral left willingly with 

Jack. Paul recognizes Beth from security footage— she was also at the end of time and attempted to kill Serene. 
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Taking Amaral to the Bradbury Pool, Jack and Beth force her to help repair the time machine. With Will's documents noting that the CFR disap-

peared in 2010, Jack and Beth plot to head to 2010 and steal it, closing a causal loop. Beth steps into the machine as Amaral sabotages the 

computer and alerts Monarch. Leaving Amaral with Nick/Amy, Jack heads to 2010 and finds Beth, much older and disturbed. Beth explains 

that Amaral sent her to the end of time, where she met the younger Paul. Failing to kill him, Beth followed him back to the first activation 

in 1999 and stopped him from murdering Will. After directing Will to create the CFR, she has waited eleven years for Jack to arrive in 2010. 

Beth and Jack reach Will's workshop and find the CFR, but Paul corners Beth and shoots her when she refuses to co-operate. The CFR is acci-

dentally activated, causing a chronon burst; the exposure throws Jack forward to 2016 again and causes Paul's chronon syndrome. Beth shuts 

off the CFR but is executed by Paul while Jack can only watch through time. 

 

Increasingly paranoid and ill, Paul is informed that, despite his lab being destroyed by Hatch, one damaged treatment has been recovered. 

Paul either decides to take it and buy time for himself and his plan or succumb to paranoia and illness. As stutters become nearly constant, 

Jack fights through the Monarch HQ with the guidance of either head of surveillance Charlie Wincott or Wincott's close friend Fiona Miller. 

Reaching Paul's lab, Jack finds and receives Wincott’s aid or fights high-level Monarch security officer Liam Burke. Acquiring the CFR, Jack 

learns that Paul was using it to power a "lifeboat," a small bunker where researchers could devise a solution to the end of time while protected 

from it. Unable to work the CFR, Jack uses Monarch's time machine (equipped with the stolen university core) to travel back to its first activa-

tion: the night of Will's death. 

Rushing through the University, Jack narrowly rescues Will from the falling debris. Will warns Jack he cannot simply repair the fracture then 

and there, as it would erase key future events and risk a time paradox. Passing a frozen Beth during a stutter, Jack reaches to unfreeze her but 

hesitates and leaves. Reaching the Bradbury Pool, Jack and Will travel forward in time, only to find Paul and Monarch waiting for them. Paul is 

intent on either retrieving the CFR or destroying it. Jack fights and kills him. Hooking the CFR into his time machine, Will asks Jack 

to jumpstart it with chronon energy. The CFR activates and blasts the area with chronons, which in turn restabilises but does not fully repair 

the damage done to the Meyers-Joyce field and also disintegrates Paul. As Will examines the CFR, burnt out from the blast, Jack has a vision of 

his future self-traveling to the end of time and begins exhibiting symptoms of chronon syndrome. 

 

In a flash-forward, Jack is shown approaching the frozen Beth back at the University, whispering that he'll come back for her. An epilogue 

shows Jack leaving an interview and being approached by Hatch, who explains everything has been simply blamed on Paul, and offers Jack a 

place at the renewed Monarch; Jack is shown seeing a split pathway similarly to Paul, ending before he makes a decision. 

 

Release 

Quantum Break was announced on 21 May 2013. Gameplay trailers were released at major conventions, including Electronic Entertainment 

Expo 2013, and VGX Awards 2013. Remedy released the first gameplay demo at Microsoft's conference at Gamescom 2014, with Lake saying 

that the demo would make viewers "speechless". The game was originally set for release in 2015, but Microsoft held it to 2016 to avoid com-

petition with other Xbox One exclusives including Halo 5: Guardians, Rise of the Tomb Raider, and Forza Motorsport 6, incidentally giving Rem-

edy more time to refine the game. At Gamescom 2016, Microsoft announced that the title would be released on 6 April 2016. The show was 

released separately and was not available in the game's retail edition in an effort to save disc space. As a result, both Xbox One and Windows 

10 users need to stream the show. Microsoft initially considered other options, including releasing it as a standalone show or a separate Xbox 

Live download. 
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Though Quantum Break was originally announced as a Xbox One exclusive, Microsoft announced in February 2016 that the game would be re-

leased for Windows 10 (Universal Windows Platform) as well, to launch simultaneously with the Xbox One version. Developed internally by 

Remedy, the PC version would only be released on Windows Store and would require DirectX 12. This created a backlash among players, who 

criticized Microsoft for misleading them into buying a Xbox One by not revealing the PC version's existence when the game was announced. 

Microsoft's Phil Spencer replied by saying that delivering a game to a broader audience "a good thing" and that it could increase the game's 

sales. Lake added that he was "confused" and "baffled" by the responses of the community. 

Players who purchase the Xbox One version of the game would receive a digital code for the Windows 10 version. Alan Wake, along with its 

two downloadable special episodes "The Signal" and "The Writer", as well as American Nightmare, would be available for free for players who 

purchased the game through backward compatibility. Players who had not reached 18 years old by the game's release would get Kameo: Ele-

ments of Power as their pre-order bonus instead. In January 2016, Puha revealed that the game was very close to completion, and that the 

team was "tired". On 21 February 2016, Remedy co+nfirmed that the game had gone gold, indicating it was being prepared for duplication 

and release. Microsoft celebrated the launch with launch parties in various Microsoft stores in the US and Canada, and in Sydney. Released 

alongside the game was a novel titled Quantum Break: Zero State. 

A standalone PC version, released through Steam, and the physical Timeless Collector's Edition (which includes a development documentary, a 

book detailing the game's development, a soundtrack CD, and posters) was released on 29 September 2016. Unlike the Windows 10/UWP ver-

sion, it supports Windows 7 and newer on 64-bit platforms. Nordic Games, who had assisted the PC distribution of Alan Wake, Ori and the 

Blind Forest: Definitive Edition, and State of Decay: Year-One Survival Edition, distributed the retail copies. 
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Middle-earth: Shadow of War  
Middle-earth: Shadow of War is an action role-playing video game developed by Monolith Productions and published by Warner Bros. Interac-

tive Entertainment. It is the sequel to 2014's Middle-earth: Shadow of Mordor, and was released worldwide for Microsoft Win-

dows, PlayStation 4, and Xbox One on October 10, 2017. 

Shadow of War continues the previous game's narrative, which is based on J. R. R. Tolkien's legendarium and set in between the events of The 

Hobbit and The Lord of the Rings. Like its predecessor, the game is inspired by director Peter Jackson's The Hobbit and The Lord of the 

Rings film adaptations. The player continues the story of the ranger Talion and the spirit of the elf lord Celebrimbor, who shares Talion's body, 

as they forge a new Ring of Power to amass an army to fight against Sauron. The game builds upon the "Nemesis System" introduced 

in Shadow of Mordor, allowing Talion to gain followers from several races of Middle-earth, including Uruks and Ologs, and plan out complex 

strategies using these to complete missions. 

Shadow of War had a generally positive reaction from critics, albeit more mixed than its predecessor; praise was aimed towards the gameplay 

and an improved nemesis system, although story elements and changes made to established characters received some negative reactions, as 

well as the inclusion of micro transactions and loot boxes. A free-to-play companion game for iOS and Android devices was also released. In Ju-

ly 2018, Warner Bros. Interactive Entertainment removed all microtransactions from the console/PC versions of Shadow of War. The following 

year, it also announced that the mobile version will no longer be available to play on June 6, 2019. 

 

 

Gameplay 

Middle-earth: Shadow of War is an action role-playing game set in an open world environment and played from a third-person perspective, 

following from its predecessor. The player controls the game's protagonist Talion, who has several natural athletic and combat abilities as a 

ranger of Gondor, but also has unique abilities provided by the spirit of the elf lord Celebrimbor, with whom he shares his body. The player uses 

their combined abilities to complete various missions, typically aimed to disrupt the armies of Sauron. The game includes main quests that 

drive the game's narrative, and numerous optional quests that can help the player boost Talion's abilities and Followers via the game's 

"Nemesis System". In contrast to the previous game, which was more of a hack and slash, the game has an action role-playing approach, cre-

ating a more personalized experience for each player. It also features a dynamic weather system as well as day-night cycle which affects the 

gameplay and enemy behavior. 

The Nemesis System expands upon its introduction in Middle Earth: Shadow of Mordor to apply to a larger part of the world, including other 

characters called Followers that have behavior guided by how the player-character has interacted with them. The player is able to transfer 

their top Nemesis and their most loyal follower from Shadow of Mordor into Shadow of War. It also includes a garrison from which the player 

can access their Followers that has either been obtained from multiplayer, relocated with a reassignment order or through opening 'War 

chests' prior to the game's July update, it also contains loot boxes that players have already obtained, players' unused loot boxes that have 

been obtained prior to the removal of the market still remains. The Garrison also contains training orders that are purchasable with Mirian, it's 

in-game currency. "Spoils of War" and "XP" boosts are still available and can be activated but not obtainable as of the July 18th patch, alt-

hough, players' boosts prior to the update are still available. 
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The game's multiplayer features a "Social Conquest mode", in which players are able to invade other players' fortresses and attempt to con-

quer them. This mode has two settings: friendly and ranked. Friendly allows the player to invade someone's fortress, without the risk of losing 

your army. Ranked, on the other hand, allows the player to invade, but with a risk of losing some of their Orc Followers permanently. 

 

Mobile versions 

The mobile companion versions of Shadow of War are played as a real-time strategy role-playing game from a top-down perspective, where 

players can recruit characters from not only the console/PC versions of the game itself, but also characters from its 2014 predecessor Shadow 

of Mordor and even The Lord of the Rings film trilogy to fight Sauron's forces in small-scale, action-packed battles. Like the console/PC versions 

of the game, players can make use of the Nemesis system to gain extra advantages in battle, as well as make optional in-game purchases. 

 

On April 16, 2019, Warner Bros. Interactive Entertainment announced that the servers for the mobile version will be shut down on June 

6, 2019 and removed it from the App Store and Google Play Store. The developers expressed reluctance over their decision to discontinue the 

mobile version, but emphasized that they are doing so in order to refocus efforts on creating new Middle-Earth games. 

 

Plot 

Shadow of War continues the narrative from Shadow of Mordor, following Talion who is still infused with the spirit of the elf lord Celebrimbor. 

Talion and Celebrimbor travel to Mount Doom, where they forge a new Ring of Power free of Sauron's corruption. However, once the Ring is 

complete, Celebrimbor is abducted and held hostage by Shelob, who asks Talion to hand over the Ring in exchange for Celebrimbor. Talion re-

luctantly agrees and gives the Ring to Shelob, who claims they have a common enemy in Sauron. She uses the Ring to see into the future and 

directs Talion to the last Gondorian stronghold in Mordor, Minas Ithil, which is under siege by Sauron's forces due to the city's possession of a 

valuable Palantir. The Palantir would allow whoever possesses it to see anything they wish, making it a valuable tool for Celebrimbor and a 

dangerous weapon for Sauron. 

 

Talion travels to Minas Ithil and quickly comes to odds with Celebrimbor. Talion wants to help his fellow Gondorians, while Celebrimbor be-

lieves the city is already lost and the retrieval of the Palantir must take priority. Talion reasons that protecting Minas Ithil will also protect the 

Palantir and he meets up with the city's defenders: General Castamir, his daughter Idril, and his lieutenant Baranor. Together, they sabo-

tage Orcish efforts to break into the city until Castamir betrays them, allowing the Orcs to breach the gates and handing over the Palantir to 

the Witch King of Angmar in return for sparing Idril. Castamir is killed by the Witch King and Talion is barely able to escape thanks to the help 

of Eltariel, an Elven assassin working on Galadriel's behalf. The Witch King seizes Minas Ithil, renaming it Minas Morgul. With the Palantir, 

Sauron realizes that Shelob is holding Celebrimbor's Ring and sends the Nazgûl to attack her. Talion is able to save Shelob, who returns the 

Ring to him and tells him that the fate of Middle-earth is in his hands. 

 34  © titimag July  2020 

tel:2014
tel:2019
tel:2019


 35  © titimag July  2020 



With the Ring back in his possession, Talion begins to use its power to dominate Orcs and build his army. During this time, he assists Idril and 

Baranor in rescuing Gondorian survivors, helps the nature spirit Carnan defeat the Balrog Tar Goroth and the necromancer Zog, is betrayed by 

one of his followers, and hunts the Nazgûl alongside Eltariel. Eventually, Talion builds up enough strength to assault Sauron's fortress directly. 

During the battle, Talion faces Isildur, now corrupted into a Nazgûl. Talion manages to defeat Isildur, but upon seeing his memories of how he 

was corrupted by the One Ring, decides to destroy Isildur and release his spirit rather than dominate him. Celebrimbor remarks angrily that 

Isildur would have been a valuable asset to their cause, leading Talion to realize that Celebrimbor wishes to replace Sauron by dominating him 

rather than destroying him. Talion refuses to follow Celebrimbor's orders any more, causing the wraith to abandon him and possess Eltariel in-

stead. 

 

Without Celebrimbor or the ring, Talion begins to die, but is visited by Shelob in a vision. Shelob informs him that if Talion had gone on to fight 

Sauron, they would have succeeded and Celebrimbor would have enslaved Sauron and marched on the rest of Middle-earth. She implores Tali-

on to continue to fight to contain the darkness within Mordor. Deciding to put his fate in his own hands, Talion picks up the Ring of Power 

Isildur was wearing to preserve his own life. He then uses the power of Isildur's Ring to assault and seize Minas Morgul, defeating the Witch 

King in the process. Talion then takes possession of the Palantir and observes Celebrimbor and Eltariel making their assault on Sauron. The two 

manage to gain the upper hand and Celebrimbor attempts to dominate Sauron, only for Sauron to cut off two of Eltariel's fingers, one of which 

is adorned with the Ring of Power, and merge himself with Celebrimbor. As a result, Sauron and Celebrimbor remain trapped in Sauron's tower 

in the form of a flaming eye as their spirits continue to battle for dominance. Knowing he will not be able to resist the ring forever, Talion de-

cides to use Minas Morgul as a fortress to keep Sauron's forces contained in Mordor as long as he can. 

 

Decades later, Talion succumbs to the corruption of Isildur's Ring, and joins Sauron's forces as a Nazgûl, where he goes with the others to 

hunt Frodo and the One Ring. However, with the destruction of Sauron and the One Ring, Talion dies with the rest of the Nazgûl and his spirit is 

freed. He is last seen in the afterlife discarding his weapons and armor as he walks off into the west. 

 

Blade of Galadriel 

Following the final battle between Celebrimbor and Sauron, Eltariel recovers Celebrimbor's Ring, and receives orders from Galadriel to contin-

ue hunting the remaining Nazgûl, including Talion. Eltariel reluctantly confronts Talion, who manages to convince her that by working together, 

they can keep Sauron's influence contained within Mordor. However, he informs her that a new warchief is leading a massive army and has 

attacked many of his fortresses. Talion tasks Eltariel with defending one of his remaining forts while he goes to defend another fort in Seregost. 

Eltariel manages to recruit several new tribes of orcs to fight for her and she successfully defends her fort from enemy attack, though Seregost 

falls. A pair of rogue Nazgûl arrive, revealing they are the ones leading the new orc army as they plan to take advantage of Sauron and the 

Witch-King's weakness to take over Middle-earth. After rendering Seregost uninhabitable with poison gas, Eltariel and Talion pursue the 

Nazgûl twins to their stronghold, where Eltariel is able to defeat both of them. Despite their defeat, Talion begins to succumb to the temptation 

of Isildur's Ring, forcing Eltariel to battle him. Though Eltariel is victorious, Talion tells her that he will inevitably be resurrected by Sauron. 

Afterwards, Eltariel continues to battle the forces of Mordor until she witnesses the destruction of the One Ring. Upon seeing Celebrimbor's 

spirit freed from Sauron, Eltariel decides to go track him down. 
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Desolation of Mordor 

After the fall of Minas Ithil, Baranor journeys through Mordor seeking to hire mercenaries to help him seize the fortress of Shindram. On the 

way, he is attacked by wyrms and rescued by the dwarf Torvin, who helps develop gadgets for Baranor such as a grappling hook and a glider. 

Baranor continues to the Vanishing Sons mercenary camp, where he discovers they are led by his estranged older brother Jagai, who now goes 

by the name of Serka. Serka reluctantly agrees to help Baranor take Shindram in return for all of the loot stored inside. However, another mer-

cenary, Zhoja, betrays Serka and sends him to fight in an orc fighting pit. Baranor rescues Serka, who reasserts control over the Vanishing Sons 

and executes Zhoja. After repelling an orc attack, Baranor and Serka lead their army and seize Shindram. However, rather than hold the for-

tress, they leave a trap for the orcs sent to retake it. Baranor and Serka then leave to seize more fortresses, deciding that Gorgoroth will be 

their next target. 

 

Release 

Shadow of War was released for Microsoft Windows, PlayStation 4, and Xbox One. The Play Anywhere feature extends to Microsoft's premium 

console, the Xbox One X. 

The title was originally scheduled to be released in August 2017, but in June of that year, Warner Bros. Interactive announced that the release 

would be put off for two months, until October 10, 2017, to make sure the game meets "the highest quality experience" for players. Despite 

this delay, the mobile companion versions of Shadow of War were released on September 28, 2017, ahead of the console/PC versions. 
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64GB ROM,  6GB RAM    $329.00 

128GB ROM, 6GB RAM    $355.65 

128GB ROM, 8GB RAM  $349.00 
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4GB RAM    $173.00 

   $1,998.77 

   $1,800.00 
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Nitro 5 

Dominating Specs 

Reign over the game world with the combined power of a 10th Gen Intel® Core™ i7 processor1 or AMD Ryzen 
Series 4000 Mobile processor and NVIDIA® GeForce RTX™ graphics. Configure your laptop for maximum speed 
and massive storage with two slots for M.2 PCIe SSDs1 and up to 32GB of DDR4 RAM. 

Explore and enjoy a new level of gaming with the powerful Nitro 5  

Ray Tracing 

Ray tracing simulates the true behav-
ior of light to bring you real-time, 

cinema-quality rendering. 

$660 
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NVIDIA RTX™ Technology 

GeForce RTX™ gaming laptops are 
powered by the NVIDIA Turing™ GPU 
architecture and the groundbreaking 
NVIDIA RTX™ platform. Count on the 
fastest, most realistic, AI-enhanced 

gaming experiences. 

Killer Connectivity 

Get an edge online by taking 
control of your network and 
prioritizing your gameplay 

with Killer™ Ethernet 
E26001 and Intel® Wi-Fi 6  

solutions. 
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Visual Intensity 

Explore games in 
greater detail with 
the sharp visuals of 
a 17.3 or 15.6-inch 

FHD IPS display.  

Enjoy smooth, blur-
free gameplay with 

a 144Hz refresh 
rate and a 3ms  

response 
time  We’ve boost-
ed the screen-to-
body ratio to 80% 

with narrow 
7.02mm bezels1 and 

provided lifelike 
colors using a 72% 

NTSC, 300 nits  

panel. 

Coolness Under Fire 

When heavy use requires an added boost, chill 
out with twin fans, Acer CoolBoost™ technology 
and quad exhaust port design. CoolBoost™ in-
creases fan speed by 10% and CPU/GPU cooling 

by 9% compared to auto mode. Monitor and 
manage your system in  

real time with NitroSense, covering  

temperatures, fan speeds and more. 

Ports Aplenty 

Plug all your peripherals into the full range of ports, including HDMI 2.0 and the newest USB 3.2 standard with Gen1 and 2 support. 
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The Key to Victory 

Spice things up with 
the 4-zone RGB  

keyboard and take  

command of the inner 
workings of the laptop 

via the dedicated  

NitroSense Key. The 
WASD and arrow keys 

are also highlighted for 
easy visibility while the 

key response itself is 
immediate with a mere 
1.6mm travel distance. 

Breaking the Sound Barrier 

Better audio delivers a  

competitive edge as well as a 
more immersive experience 

through dual 2W speakers. With 
DTS:X® Ultra, sounds are clear 

and can be  

delivered in a 3D spatial sound-
scape, allowing you to hear where 
your opponents are coming from 

with pinpoint precision. 
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Aspire 7 

Powerful Productivity 

The Aspire 7 packs a lot of power into the chassis. The latest NVIDIA® graphics1 supercharges 
your laptop for work and play, and a 9th Gen Intel® Core™ CPU1 or AMD Ryzen 3000 keeps eve-

rything running at its optimum speed. 

Visibly Stunning 

Watch more on-less. With the 
two narrow bezels and an  

impressive 81.61% screen-to-
body ratio, you get to see more 

of the 15.6” 16:9 FHD IPS 
screen1. The addition of Acer 

Color Intelligence™ and  

ExaColor provides enhanced 
color contrast. 

   $1,499.11 
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Fast Communication 

Users get easy updates to the 
latest information with a full 
range of connectivity options. 
Dual band Wi-Fi 6 (802.11ax)  

improves the average network 
throughput by up to3 times2 and 

reduces3 latency by up to 75% 
compared to Wi-Fi 5 (802.11ac). 

Plenty of Power 

With a max of 1TB 
M.2 PCIe SSD1 and up 

to 32GB DDR4  

(SO-DIMM) RAM1 users 
have enough power 
and storage to carry 

out their tasks. 
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The Latest Connectivity 

Through the use of USB-C™ users 
get superfast data transfer over 

SuperSpeed USB 5Gbps  

(USB 3.2 Gen 1). It also includes 
a total of four USBs: one USB 2.0 
port and an HDMI port and two 
SuperSpeed USB 5Gbps Type A 
ports one of which can be used 

for offline charging. 

USB-C™ 

A single connector used for  

ultra-quick data transfer and 
is 10 times faster than USB 

2.0. 

Dual Band Wi-Fi 

The Wi-Fi connection is provided by du-
al-band Intel® Wi-Fi 6 (GIG+) (802.11ax) 
which provides 1, 700 Mbps download 

speeds, 75% lower latency2 and  

Improved  

security3. 

MU-MIMO 

MU-MIMO can handle multiple wireless de-
vices at once with faster speeds and is 3 X 

faster than single-user MIMO. 

Professional Appearance 

With its understated dark design 
and backlit keyboard it  

expresses a professional styling 
that won’t look out of place  

wherever it’s taken and is ideal 
for working in dimly lit  

environments. 
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Flex 5 (14") 

Stylish 2-in-1 Entertainment Powerhouse 

Gorgeous video. Enhanced, immersive audio. 

Optimized video chat features. It’s all here in 

the Flex 5, a stylish 14” 2-in-1 laptop with 

powerful processors and long-lasting battery 

life. Boost your experience even more, with 

cutting-edge accessories like the optional 

Lenovo Active Pen and a fingerprint reader 

for iron-clad security 

Legion 7i 15” gaming laptop 

Finely calibrated to deliver devastation 

Up to 10th Gen Intel® Core™ i7 H-Series pro-

cessors 

up to NVIDIA® GeForce RTX™ Graphics. 

Lightning-fast high-refresh panels 

Lenovo’s revolutionary TrueStrike keyboard 

A precision-crafted chassis jacketed in 

 high-grade aluminum 
Starting at:  $1,529.99 

Legion Series 5 gaming laptop 

The intersection of minimalism 

and raw power 

Own the room and the leaderboard 

with Legion 5 series gaming laptops. 

Designed with a plethora of high-

performance options, while keeping a low 

profile with clean, minimalist looks that com-

plement your lifestyle. 

Starting at:    $899.99 

Starting at:  $750 
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2020 Camry 

Surpass all expectations. 

A modern day Luxury sedan  with the latest in technology any car 

can offer. Toyota has taken the Camry brand to a all new height 

in the automobile sector.                                                                                                     

                TiTi MAGAZINE 

$31,040 
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Leave a lasting impression. 
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Unleash your inner 

thrill seeker. 

Helping you watch out. 
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Inside, indulgence awaits. 
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Two words, endless dedication. 
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Emerge out of 

the shadows. 
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Take a commanding view. 
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Enjoy a more connected drive. 

Soul-stirring design. Heart-racing performance. 
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Complete any journey in total comfort. 

Smart safety. Helping you 

drive with confidence. 
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Good for all. 

Even better for you. 

Helping to make the road a safer place. 



THE NEW BMW X1. 

$36,000 
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MAZDA 3 

DESIGN AT ITS BEST 

Take control of the road, and stay tuned to the frequency that suits 

you with the all new MAZDA 3                                                                        

                                                                               TiTi MAGAZINE 

$21,000 
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F E E L   A L I V E  

Take control of the road 
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Amazing interior to keep you comfortable at all times 
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Daring look both in front and behind 
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Performance at it’s finest. 
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Drag as much attention as much as possible 
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The latest in technology and safe driving 
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Lead the way... 
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I may not hear you 

But my ears will listen to my voice 

My heart will believe my words 

My lips well spew truth 

As my hands mold them into action 

So if you must come with me on this journey 

You must walk your own; not in my steps 

And definitely not in my shoes 

on the sands of time 

Your mark, you must make 

With the weight of all that you are, 

Imprints whole and selfless enough to carry life. 

#alonetogether. 

 

 

 

Surely Honeydew Lemmy 

 



THE NEW BMW X2. 

Speechless is the term to define what we are seeing here…. 

The  shape and design is so good even angels will fall...  

                                                                         TiTi MAGAZINE 

(xDrive)    $46,500 



I WANT IT ALL. 

AND MORE. 
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I AM EXHILARATION 

AT FIRST GLANCE. 

 84  © titimag July  2020 



I THINK AHEAD, 

NOT AFTERWARDS. 
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I AM WITHOUT LIMIT. 
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YOU’LL LIKE 

WHAT YOU SEE. 
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MY CHALLENGE: 

CHALLENGE CONVENTION. 
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I AM THE NEW BMW X2. 
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NOTE: Release dates are subject to change  



   ACTION, THRILLER 

  JULY 17, 2020 



 DRAMA, WAR 

 JULY 3, 2020 
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Violet evergarden 

 FANTASY, ANIME 

JULY 24, 2020 
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 THRILLER, SCI-FI 

  JULY 10, 2020 
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  ACTION 

  JULY 10, 2020 

 97  © titimag July  2020 





  DRAMA, BIOGRAPHY 

  JULY 24, 2020 
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  ANIME, ACTION, FANTASY 
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  HORROR, THRILLER 

COMING SOON 
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  ANIME, ROMANCE 
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  ANIMIE, ACTION, FANTASY 

COMING SOON 
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  THRILLER 

  JULY 10, 2020 



  ANIME, ACTION, HORROR 

  JULY 24, 2020 
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  THRILLER, HORROR 

  JULY 24, 2020 
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  ACTION, ADVENTURE 

  JULY 24, 2020 
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ACTION, SUSPENSE 

  JULY 10, 2020 
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titimag.com 




