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Indiana Jones and the Great Circle 
The action-adventure game Indiana Jones and the Great Circle, created by MachineGames, will be released by Bethesda Softworks. It will have a 

unique story that takes inspiration from the Indiana Jones film series and is based on the franchise. The story follows archaeologist Indiana Jones 

in 1937 as he tries to foil various groups who are looking to harness a power connected to the Great Circle, which refers to mysterious locations 

around the world that form a perfect circle when connected on a map. It is set between the events of Raiders of the Lost Ark (1981) and Indiana 

Jones and the Last Crusade (1989). 

 

Many real-world locations, including Rome, Thailand, Egypt, Shanghai, and the Himalayas, are featured in the game. 2024 will see the release of In-

diana Jones and the Great Circle for Windows and Xbox Series X/S. 

First-person gameplay predominates in The Great Circle, with third-person used for contextual aspects like environmental interaction. Indy is con-

trolled by the player as they travel through a combination of more expansive, adventurous environments and linear, plot-sensitive sections. The 

character's characteristic whip can be employed as a weapon or as a means of navigating barriers and solving puzzles to find hidden goodies and 

alternate paths. Combat can be directly engaged in or avoided completely through the use of stealth mechanics. 

 

In January 2021, Bethesda and MachineGames jointly revealed that the game was being developed in association with Lucasfilm Games. The 

game's narrative was devised by executive producer Todd Howard, while composer Gordy Haab contributed fresh compositions and reimagined ver-

sions of John Williams' iconic film themes under Jerk Gustafsson's direction. 

 

 

Gameplay 

Action-adventure game Indiana Jones and the Great Circle features gameplay elements from several other genres. The player controls Indiana 

Jones, an archaeologist, and can opt to take on opponents head-on or covertly. There are other optional puzzles in the game as well. Jones's whip 

can be used to move through several regions and for fighting. The game is played in first person, but during some gameplay sequences and 

cutscenes—like when Jones swings his whip to hang over gaps or climbs pipes and walls—it moves to third person. 

 

Plot 

Characters and setting 

The original story of Indiana Jones and the Great Circle is influenced by the series of movies. The plot takes place in 1937, sandwiched between the 

events of the 1936 Raiders of the Lost Ark and the 1938 Indiana Jones and the Last Crusade films. Similar to the two movies, the game is set before 

the events of World War II and features the return of all three Axis Powers—Nazi Germany, Fascist Italy, and the Japanese Empire—as enemies. 

Jones will also run into Blackshirts, who belong to the National Fascist Party of Italy. 

 

The game begins after Jones has broken up with Marion Ravenwood, his fiancée. After an artifact is stolen from Marshall College, Jones goes to 

look into the matter in the Vatican. According to Jones, places with spiritual importance have been established throughout history once it was dis-

covered that their positions make a perfect circle around the world. In addition to Rome, other sites include the pyramids of Egypt, Shanghai, China, 

the snow-capped Himalayas, and the Sukhothai temples in Thailand. 

 

Along the way, he forms a partnership with Gina Lombardi, an interested investigative reporter. Emmerich Voss, who used psychological warfare 

against his adversaries, faces them. 





Developer: MachineGames 

Publisher: Bethesda Softworks 

Director: Jerk Gustafsson 

Composer: Gordy Haab 

Engine: id Tech 

Platforms: Windows, Xbox Series X/S 

Release: 2024 

Genre: Action-adventure 

Mode: Single-player 

TiTi Rating: 7/10 





Development 

Lucasfilm Games and Bethesda Softworks announced on January 12, 2021 that they would eventually produce a video game that would be based 

on the Indiana Jones series. MachineGames would develop it, and Todd Howard would serve as executive producer via Bethesda. ZeniMax Media is 

the owner of both businesses. 

Because of MachineGames' experience with the Wolfenstein series, which features a fight against Nazis akin to the Indiana Jones franchise, Howard 

thought the studio would be a great fit to produce the project. Howard came up with the game's plot. As executive producer, he does not play a 

hands-on role; instead, he periodically updates the game's development. 

 

A fan of Indiana Jones named Howard had already pitched a similar game to George Lucas in 2009, but at that time, the idea was shelved, in part 

because Bethesda lacked the funding to see it through to completion. Furthermore, Bethesda was hoping to acquire the publishing rights for the 

game from Lucasfilm, but the two parties were unable to reach a consensus. 

A teaser trailer for the game, which debuted in 2021, featured a number of Easter eggs and clues on the game's scenario. The game was still in its 

very early stages of development as of mid-2021. id Tech's game engine was used in its development. The game was directed by Jerk Gustafsson. 

After being employed in the same capacity for the originally envisioned 2009 game, Jens Andersson returned to the project in late 2022 as the de-

sign director. 

 

Additionally, Andersson worked as lead designer on two films, The Darkness (2007) and The Chronicles of Riddick: Escape from Butcher Bay (2004). 

More than twenty developers that previously worked on The Darkness are part of the Indiana Jones project. At Microsoft's Xbox Developer  Direct 

video conference on January 18, 2024, the game's title, plot, and initial gameplay trailer were revealed. The first-person perspective of the game 

was also revealed, to mixed reviews. 

While maintaining MachineGames' legacy of creating first-person games, Indiana Jones and the Great Circle distinguishes itself from third-person 

titles in the related Tomb Raider and Uncharted series. In order to completely immerse the player in the character of Indiana Jones, the first-person 

viewpoint was also used. The game, which will be the studio's first non-Star Wars title in years and the first Indiana Jones title since 2011's Indiana 

Jones Adventure World, will have final approval from Lucasfilm. 

 

Harrison Ford's portrayal of Indiana Jones is used in the game, and Troy Baker does the character's voice acting. Alessandra Mastronardi as Gina 

Lombardi, Marios Gavrilis as Emmerich Voss, and Tony Todd as Locus were among the other voice performers. Based on the work of John Williams, 

who conducted the film scores, Gordy Haab composed the soundtrack. Haab composed the music for the video game Indiana Jones and the Staff of 

Kings in 2009. A few moves were made specifically for the game by stuntmen dressed in motion capture gear. 

 

Release 

Indiana Jones and the Great Circle will be accessible on Xbox Game Pass from launch, and it is slated for release in 2024 for Windows and Xbox Se-

ries X/S platform exclusives. Originally, Bethesda and Lucasfilm parent company Disney agreed that the game will be released on a number of con-

soles, including the PlayStation 5. These conditions were changed in March 2021 when Bethesda Softworks and MachineGames were bought by Mi-

crosoft through the acquisition of ZeniMax Media. Disney defended the game's Xbox and PC-only release by arguing that the two platforms togeth-

er constituted a sizable enough market.  







The Outlast Trials 
Red Barrels is the developer and publisher of the first-person horror survival video game, The Outlast Trials. As a precursor to the first two games in 

the Outlast series, this third entry places players as test participants in an enigmatic Cold War experiment. Early access to the game was made 

available for Microsoft Windows on May 18, 2023. The complete release of the game on PlayStation 4, PlayStation 5, Windows, Xbox One, and 

Xbox Series X/S occurred on March 5, 2024. 

 

 

Gameplay 

A first-person perspective is used in the survival horror game The Outlast Trials. Although cooperative multiplayer for four players is supported, us-

ers can also finish the game alone. A series of activities must be completed by the player while dodging terrifying foes. There are four different 

character classes and skill trees in the game. With the special powers of each class, players can do things like plant mines, heal other players, see 

through barriers, and momentarily paralyze adversaries with a device. 

With the help of a pair of night-vision goggles, the player can see in low light. It requires frequent battery recharges from a limited supply. In-game 

things that players can pick up include anti-psychotic medications, lockpicks, and healing supplies; however, they are limited to carrying three items 

at once. Stealth is the best strategy to advance in the game since the player cannot actively battle adversaries; at most, they can be momentarily 

stunned by certain items. 

 

 

Plot 

At the height of the Cold War, in 1959, the Murkoff Corporation launched a misleading recruitment campaign aimed at those who had become 

homeless due to financial hardship. The volunteers are then abducted and brought to the Sinyala Facility in Arizona, where they are made to sign 

consent papers and have night vision goggles surgically affixed to their skulls. After being given the Reagent label, the participants are made to 

participate in a trial in which Dr. Hendrick Joliet Easterman, the head of the institution, orders them to destroy all of their personal and public infor-

mation while avoiding the insane test subjects, or Ex-Pops. 

Easterman gives the Reagents access to the Sleep Room so they can relax before doing future trials when the first trial is over. Engineer Cornelius 

Noakes and nurse Emily Barlow aid the Reagents in order to improve their chances of life. Later on, Dorris, a fellow Reagent who used to participate 

in the experiments but now gives contraband to other subjects, helps them. As the Reagents are forced to oppose the program's Prime Assets—the 

deranged police sergeant Leland Coyle and the discredited host of a children's show named Mother Gooseberry—the trials they face are progres-

sively riskier. 

 

Reagents who meet Dr. Easterman's qualifying requirements after completing a sufficient number of trials are enrolled in the Reagent Release Pro-

gram, where they are required to finish a last trial prior to being released. In the event that they are unsuccessful, a replacement Reagent will be 

assigned in their place. During the trial, Reagents obtain documents bearing false identities, submit to Easterman's orders for some sort of sublimi-

nal indoctrination, and then appear to be freed after breaking out through a last door and unexpectedly emerging into a pitch-black room with wa-

ter in it, lit only by an odd light in the distance that Reagents feel drawn to. 





Developer: Red Barrels 

Publisher: Red Barrels 

Director: Alex Charbonneau 

Producer: Charles Ayotte 

Programmer: François Cournoyer 

Writer: J. T. Petty 

Composer: Tom Salta 

Series: Outlast 

Engine: Unreal Engine 4 

Platforms: PlayStation 4, PlayStation 5, Windows, Xbox One, Xbox Series X/S 

Release: March 5, 2024 

Genre: Survival horror 

Mode: Single-player, multiplayer 

TiTi Rating: 7/10 





The way a game ends depends on the version. In the initial early access edition, Reagents will awaken in a Cuban hotel room, their suit stained with 

blood. The phone in the room will eventually ring, and when the Reagents answer, they will hear Easterman's voice reciting the code phrase that 

will cause them to see lines of blood before they finally pass out. Reagents will awaken in the second early access edition behind the wheel of a fast 

vehicle that smashes in front of the same hotel. 

 

The Reagents discover a time bomb strapped to their chest that is only seconds away from going off after they recover from the collision, but they 

are unable to remove it or flee because their hands are duct taped to the steering wheel of the vehicle. The Reagents are killed in the resulting ex-

plosion since they are unable to save themselves. In the complete release version, upon awakening, the Reagents discover that, far from being set 

free, they have been transported to the Mount Weather Asylum laboratory in Colorado. There, they have been connected to the Morphogenic En-

gine by Dr. Rudolph Wernicke, who had been observing the Reagents on occasion from the observation room of the Sleep Room. 

 

Though Wernicke thinks the Reagents would be useful, the other scientists doubt their fitness as a possibility. Before hearing Easterman's secret 

phrase from the previous trial, the Reagents soon feel the Walrider catching up to them. 

 

 

Development 

When Outlast 3 was first shown in December 2017, neither the release date nor the intended platforms were specified. Red Barrels stated at this 

announcement that they have a smaller, unrelated project related to Outlast that will release before Outlast 3, citing the structure of Outlast 2 

making it difficult to add new content. The game was also called a "TV series" by Red Barrels. There were about forty members of the game's devel-

opment crew. 

 

Although it was hinted at in October 2019, The Outlast Trials is not a direct continuation of Outlast 2. Set in the same universe as the previous 

games, it centers on test participants for the Murkoff Corporation in a mystery Cold War experiment. "The proof-of-concept is now complete and 

the game's team is now in development mode," stated David Chateauneuf, co-founder of Red Barrels. 

 

Marketing 

Red Barrels unveiled a teaser image for the game on December 4, 2019. A teaser trailer for the 2021 release was released on June 13, 2020. Howev-

er, the COVID-19 epidemic caused the game to be postponed until 2022, as was confirmed in August 2021. Red Barrels posted a number of "Behind 

The Scenes" videos on their own YouTube page to kill time. From October 28, 2022, to November 1, 2022, the game was offered in a closed beta. 

 

Although the game was only confirmed to work on Microsoft Windows, it was also planned to be released "in the future" on unidentified 

PlayStation platforms. It was revealed on March 10, 2023, that the game would launch on May 18 for early access. It was revealed on December 8 

that the game would arrive on PlayStation 4, Xbox One, Xbox Series X/S, and PlayStation 5 in addition to ending early access on March 5, 2024. 









Banishers: Ghosts of New Eden  
The 2024 action role-playing game Banishers: Ghosts of New Eden was created by Don't Nod and released by Focus Entertainment. On February 

13, 2024, the game was launched for Windows, Xbox Series X/S, and PlayStation 5. When it was released, critics gave it mostly positive reviews; TiTi 

Magazine rated it 7.5 out of 10. 

 

Gameplay 

The action role-playing game Banishers: Ghosts of New Eden is played in third person. Red mac Raith and Antea Duarte are two ghost hunters who 

the player controls in the game. Though Duarte turns into a ghost in the process, the two set off to examine the little but eerie town known as New 

Eden. To battle enemy forces, players can employ both Raith's traditional weapons and Duarte's spirit skills. Players will have to make a lot of deci-

sions in the game, which will impact the plot. 

 

Plot 

Antea Duarte and Ruaidhrigh "Red" mac Raith, lovers and banishers, journey to colonial New England in 1695 in response to their friend Charles 

Davenport's request to banish a particularly potent curse that the town of New Eden is suffering from. The two learn that the curse has killed many 

townspeople, including Charles, and left New Eden in a perpetual state of winter. They meet Esther, the widow of Charles, as well as the town's au-

thorities, Captain Saul Pennington, huntress Thickskin Newsmith, and Governor Fairefax Haskell. 

 

When Antea calls upon Charles' spirit, he informs her that New Eden is now home to a Nightmare—the rarest and most potent kind of ghost. Then, 

with some hesitation, Antea persuades Charles to ascend to the hereafter and permanently depart from this world. Red and Antea try to face the 

Nightmare later that evening, but she easily overwhelms them both, murdering Antea and pushing Red down a cliff. After being rescued by the 

witch Seeker on her master Siridean's orders, Red awakens in a cave. 

Red and the Seeker split ways, with Red having to find his own way back to New Eden. Then he discovers Antea's ghost, who consents to assist him 

in getting revenge on the Nightmare so they may get her body back and she can ascend in the right way. But Red also thinks of carrying out a sinis-

ter rite that calls for human sacrifice in order to bring Antea back to life. They encounter survivors who left New Eden, which is now completely un-

der the Nightmare's grip, headed by Thickskin and sister Kate. 

 

After driving out a demonic spirit that had been plaguing the area, they learn that Thickskin had killed the "weak" members of her gang and that 

Kate had helped her girlfriend Deborah Comenius get hanged for witchcraft. The decision to either spare or sacrifice Thickskin for her misdeeds is 

then left to Red. Seeker later takes the two to meet Siridean in person. According to Siridean, the two must first take out the Nightmare's shards, 

which prowl around New Eden's periphery, in order to weaken her, and then confront her face-to-face in the Void, where she is most vulnerable. 

Then, as Red and Antea make their way through New Eden's outskirts, they come across additional survivor groups headed by Haskell and Penning-

ton. But as they work to find the cause of the hauntings that are plaguing the groups, Haskell and Pennington are found to have played a major role 

in Deborah's wrongful arrest, trial, and execution as a witch, accusing her of being the source of a plague that destroyed New Eden years prior. In 

reality, the Nightmare is Deborah's resentful ghost, here to exact retribution on the entire New Eden. 





Developer: Don't Nod 

Publisher: Focus Entertainment 

Director: Philippe Moreau 

Producer: Karim Benfares 

Programmer: Nicolas Sérouart 

Artist: Benoit Godde 

Writers: Stéphane Beauverger, Devin Doyle 

Composer: Trevor Morris 

Engine: Unreal Engine 

Platforms: Microsoft Windows, PlayStation 5, Xbox Series X/S 

Release: 13 February 2024 

Genre: Action role-playing 

Mode: Single-player 

TiTi Rating: 7.5/10 





Red can choose to sacrifice Pennington and Haskell for their misdeeds, or he might choose to spare them. Siridean dies of old age at this period, but 

not before cautioning Red and Antea to confirm that their desires are the same. The two get ready to go back to the town, but they need Seeker's 

assistance to do so because the Nightmare's power over New Eden has lessened. In the process of looking for Seeker, they learn that she is actually 

Grace, Pennington's daughter who was inexplicably banished from the community. They are compelled to battle Naruku, an evil spirit that Antea 

banished as a child, after Seeker assists them in entering a unique Void gateway that would transport them to New Eden. 

 

When they finally arrive at New Eden, they face the Nightmare and learn that it is a spirit of retaliation that is fueled by Deborah's grief over her 

untimely death. After Deborah's death is eventually explained, Red and Antea are able to expel Retribution because she will no longer assist it. Deb-

orah leads her ascension to the afterlife once her need for vengeance has subsided. 

 

Depending on Red's choices, there are several possible outcomes after that. If Red chooses to successfully resurrect Antea and sacrifices the majori-

ty of the townspeople, then Antea is resurrected and the two of them depart New Eden together. But despite all, they are still scarred by the horri-

ble sin they did, and ultimately they start using evil magic. 

 

The ritual fails and Retribution returns if Red violates his vow to bring Antea back to life or allow her to rise. Retribution holds Red captive in a time 

loop where he is returned to the moment he was saved by Seeker, losing all memory of what transpired. Similarly, Retribution speeds up Seeker's 

aging process, exposing her to be Siridean, as retribution for not helping Deborah. Red lets Antea make her ascent if he chooses not to bring her 

back to life. 

 

Red either eventually comes to terms with Antea's death and raises a family to train as the next generation of Banishers, or he never gets over 

Antea's loss and travels to Cuba to tell her family of her passing. This will depend on how many other spirits he persuaded to take their ascent ra-

ther than banishing them. 

 

Development and release 

Following the success of Vampyr, Focus Entertainment and Don't Nod Entertainment announced a new development pact in 2019 and started pro-

duction on it. Vampyr's "spiritual successor" is this one. In December 2022, Banishers: Ghosts of New Eden made its debut during The Game 

Awards. On November 7, 2023, the game was initially slated to launch for Windows, PlayStation 5, and Xbox Series X/S. It was postponed from Sep-

tember 26, 2024, to February 13, 2024, to prevent a "intense" release window.  









Unicorn Overlord 
The 2024 tactical role-playing game Unicorn Overlord was created by Vanillaware and released by Sega globally and Atlus in Japan for the Nintendo 

Switch, PlayStation 4, PlayStation 5, and Xbox Series X/S. The plot, which is set on the war-torn continent of Fevrith, follows the banished prince 

Alain as he assembles friends to free the Fevrith nations from the Zenoiran Empire. The gameplay features real-time field movement and combat 

between Alain and his army soldiers throughout massive conflicts. 

 

Takafumi Noma came up with the idea for Unicorn Overlord in 2014. George Kamitani, the company's creator, gave Noma permission to assume the 

responsibilities of director, programmer, and lead artist. The idea was to bring classic tactical games from the 1990s into the present era. Because 

of production overlap with other Vanillaware projects, it took about ten years to complete. Hitoshi Sakimoto's original music studio, Basiscape, 

made a comeback to compose the game's soundtrack. Positive evaluations have been given to the game, with special emphasis on the gameplay el-

ements and graphics. However, opinions on the tale and intricate design have been more divided. 

 

 

Gameplay 

In the tactical role-playing game Unicorn Overlord, users assume the role of the banished prince Alain, leading the Liberation Army in a campaign 

throughout the fantastical Fevrith. The player controls Alain as he travels across an overworld to visit cities, outfit his army with goods from mer-

chants and blacksmiths, and take part in optional or plot missions. Moreover, sprites that depict Alain's foes prowl the overworld in regions that are 

not under their control. Two-dimensional art is utilized to display every character, location, and sprite. 

 

A resource known as Valor, which is obtained by winning fights, determines how many units can be used during combat portions. Players are al-

lowed to explore the overworld at will, which lets them handle various situations in a different order. Towns also feature side missions where the 

player must obtain items and occasions where Alain can strengthen his bond with a particular character. Throughout the campaign, new characters 

might be recruited or join as part of the plot. Former adversaries are among the potential recruits; the player's decision to spare or murder them 

may affect subsequent plot points. 

Movement of forces across vast battlefields and combat between two units make up combat. While all fighting occurs in real time, the player can 

stop to rearrange their tactics and keep an eye on their units. Parties consist of a maximum of five individuals, each belonging to a specific charac-

ter class. Units in the early game can only contain two characters; however, Honors, a virtual currency, can be used to acquire more character spac-

es. Open fields and urban locations, such villages and cities, are examples of battlefield settings that change the gameplay. Gimmicks in some fights, 

like as environment fire or siege weapons that the player or the other side can control, are there for players to take use of. 

 

Units are organized in a grid, and the order in which they are placed affects both their combat effectiveness and abilities. Certain character classes 

are specifically made for short- or long-range attacks, whereas other classes have distinct skill sets or a wider range of attacks. Based on player-

defined actions and character qualities, battles are automatically initiated. 

Battles continue until one side is eliminated, or until both sides run out of action points, in which case the vanquished unit is temporarily stunned. 

Three currencies are earned by either finishing battles or exploring the map and completing objectives. Gold is used to purchase goods and equip-

ment, Honors are used to hire mercenaries, unlock more parties and character slots, and promote units to higher grade classes, and Renown deter-

mines the player's options when using Honors. Players can choose from a variety of difficulty settings, and after a while, an online multiplayer mode 

that is distinct from the main plot is unlocked, allowing players to compete against AI-controlled teams. 



Developer: Vanillaware 

Publishers: Sega, JP: Atlus 

Director: Takafumi Noma 

Producers: Akiyasu Yamamoto 

Designer: Wataru Nakanishi 

Programmer: Takafumi Noma 

Artist: Takafumi Noma, Masami Yanagi 

Composers: Mitsuhiro Kaneda, Yoshimi Kudo, Rikako Watanabe,  

                     Richter, Toki Takeda, Denys Fontanarosa 

Platforms: Nintendo Switch, PlayStation 4, PlayStation 5, Xbox Series X/S 

Release: March 8, 2024 

Genre: Tactical role-playing 

Mode: Single-player, multiplayer 

TiTi Rating: 7/10 



Synopsis 

A rebellion against Queen Ilenia is spearheaded by General Valmore of the country of Cornia. Since the majority of the army is supporting Valmore, 

Ilenia has her personal guard, Josef, take her son Alain and the Ring of the Unicorn, a symbol of Cornian royalty, to safety. In order to give them 

time to escape, Ilenia makes her final stand against Valmore, and Josef grudgingly obeys her commands and runs away. A decade later, Valmore—

who had changed his name to Galerius—had rebuilt the old Zenoirian Empire and conquered the neighboring countries: Drakenhold, a former rival 

of Cornia; Elheim, the elvish homeland; Bastoria, the home of the hybrid Beastmen; and Albion, an angel-ruled religious state. 

 

Josef reared Alain on the isolated island of Palevia with the help of the native priestess Scarlett, who would later become command of the Libera-

tion Army. When the island is attacked by Zenoiran forces, Alain takes up arms and successfully defends the indigenous people. He learns that Ga-

lerius has been utilizing mind control magic to win over many people to his cause, and that the Ring of the Unicorn has the ability to destroy it. Alain 

returns to Cornia to assume command after accepting his position as the Liberation Army's commander, but Galerius kidnaps Scarlett for an uniden-

tified reason. 

 

After that, Alain starts freeing Cornia from Zenoiran domination and enlisting allies in order to build up the strength necessary to save Scarlett. But 

by the time he realizes it, Galerius and his sorcerer Baltro have already destroyed the final magical seal that limits Galerius's power. After that, Alain 

receives advice from the ghost of an ancient Great Sage to go to Elheim in order to discover the actual power of the Ring of the Unicorn, while Ga-

lerius and Baltro depart to carry out their plans. 

 

Leading the Liberation Army to the neighboring countries, Alain removes the Zenoiran occupiers, reinstates the previous leadership, wins their loyal-

ty, and finds new friends. Alain discovers during the campaign that the Ring of the Unicorn cannot be unbound unless the "rite of covenant" is car-

ried out at a particular altar and the Ring of the Maiden is matched with it. They succeed in retrieving the Ring of the Maiden from Elfheim, but they 

fail to discover where the altar is. 

Alain also discovers that Galerius uses a unique spell known as the "rite of channeling" to control people's minds so that a Zenoiran spirit can inhab-

it a human body. The Liberation Army is getting ready to lay siege to Gran Corrine, the capital of Cornia, now that the surrounding nations have 

been freed. Alain goes back to Palevia to unbind the Ring of the Unicorn, believing that the altar where the ceremony of covenant is to be conduct-

ed is the Altar of the Unicorn and Maiden. There, Alain might give the Ring of the Maiden to a selected follower as part of the covenant ceremony. 

After that, Alain can make a pilgrimage to each of the six sanctuaries in order to interact with the Great Sages in charge of each one and strengthen 

the Ring of the Unicorn. The Great Sages tell that after the previous Zenoiran Empire was destroyed in a civil war, Galerius, who had come from a 

different continent, created the Zenoira Empire. After rebuilding Zenoira and subduing Fevrith, Galerius slaughtered the unicorn god in an attempt 

to take its power and provide immortality to all Zenoirans. 

 

After the Unicorn died, a curse was set in motion that destroyed Zenoira in a matter of hours and stopped the souls of its people from passing into 

the hereafter. Alain is tasked by the Great Sages with breaking the unicorn's curse by utilizing the Ring of the Unicorn, which is fully empowered. 

Gran Corrine is under attack by the Liberation Army and its allies while Galerius tries to apply a unique rite of channeling to take control of Gran 

Corrine's populace. After Alain defeats Galerius in combat, there are three possible outcomes: Alain kills Galerius and ultimately succumbs to Galeri-

us's spirit if he battles Galerius without freeing the other four nations and releasing the Ring of the Unicorn. Nothing can stop Galerius from captur-

ing the entire planet and establishing the everlasting Zenoiran Empire now that the sole force left to fight him has vanished. 





After it is revealed that Galerius is in possession of Ilenia's corpse, Alain is compelled to kill Galerius if he unbinds the Ring of the Unicorn without 

first visiting all six sanctuaries. Then Galerius tries to take control of Alain, but the Rings' strength repels him and destroys his spirit. After Zenoira is 

vanquished, Alain is anointed as the new king of Cornia, ruling with his selected mate as his allies divide up to reconstruct Fervith. 

 

Alain has the choice to purify Galerius instead of killing him if he opens the Ring of the Unicorn and goes to each of the six sanctuaries. Galerius 

holds out until Baltro betrays him and takes his soul from Ilenia's body. Baltro plans to power his sorcery with the souls of the Zenoiran people. After 

purifying the Zenoiran souls with the Ring of the Unicorn, Alain persuades them to retaliate against Baltro. Alain kills Baltro with the help of the 

Great Sages, lifting the Unicorn's curse and enabling the Zenoiran spirits to transition into the afterlife. Later, after Ilenia gives up her crown to 

Alain, he leads Cornia with the help of his chosen mate, and his allies split up to rebuild Fervith. 

 

 

Development 

About ten years before Unicorn Overlord was released, in 2014, Vanillaware's Takafumi Noma came up with the game's design concept. After Drag-

on's Crown (2013) production concluded, George Kamitani, the company's founder, contacted Noma to discuss developing a new video game with a 

fantasy theme. Noma spearheaded the project and served as director, primary programmer, and character designer, all with Kamitani's assistance. 

Wataru Nakanishi was the designer, and Akiyasu Yamamoto of Atlus was in charge of production. 

Because Vanillaware was working on other projects in tandem, such as 13 Sentinels: Aegis Rim and ports of previous games, production went slow-

ly. To assist with programming, Noma had to personally join the 13 Sentinels team. As was typical with the studio's projects, Kamitani reported 

close to the game's release that the game's creation had consumed all of Vanillaware's cash and that he was left to continue supporting the project 

out of his own pocket. Noma remarked that despite going through several significant redesigns to the point that each seemed like its own game, 

the team was able to include nearly everything they want in the finished release. 

 

Together with Nakanishi, who characterized the process as the two making things up as they went along and taking guidance from Kamitani, Noma 

developed the concepts for the gameplay. Vanillaware had imitated the arcade beat-em-up style for Dragon's Crown, and Noma intended Unicorn 

Overlord to do the same, but without taking any direct cues from any of the legendary tactical RPG games from the 1990s. The overhead perspec-

tive, player autonomy, real-time mobility, and combat were the main design elements used into the gameplay to create a sensation of speed. 

In addition to going back to the studio's well-known fantasy concept, the team aimed to "rebirth" tactical role-playing games by honoring past 

works and making them approachable for those who are new to the genre. Given the magnitude of conflicts, controlling individual units might be-

come overwhelming, therefore the automated structure of combat was designed to strike a compromise between personalization and ease of use. 

The meta skills system seen in 13 Sentinels served as a direct inspiration for the Valor system. The goal of the online components was to advance 

the multiplayer games from Dragon's Crown. 

 

When it came to the story, Noma said that the gameplay and basic environment were developed first, and the narrative was only refined and fin-

ished later in the development process. He said the world design was a fusion of Japanese fantasy elements and European inspiration from the four-

teenth century. The plot was crafted to highlight commonalities among a diverse cast through a linear plotline, paying homage to the games that 

served as inspiration. A variety of fantastical races were also created for the realm. Originally, the team intended to feature both elves and dwarfs, 

but after researching the Norse mythology they were referencing, they decided to concentrate on light and dark elves. 



Because of resource constraints, the angels were almost left out; nevertheless, they were added when staff members joined after 13 Sentinels were 

finished. Kamitani wrote the dialogue for two of the characters, which were written as tributes to the 13 Sentinels characters Hijiyama and Okino. 

Although Noma's role at Vanillaware had primarily involved programming, his artistic side also led him to take the lead in character design for Uni-

corn Overlord. The first concept image was used to determine the final artistic design, which honored the books that served as the team's inspira-

tion. 

 

Since the illustrations were finished ahead of schedule, Atlus was more likely to approve the proposal. Noma observed that some of his design goals 

had shifted; in the finished product, the key art placed more emphasis on the common soldiers and less emphasis on the important characters. Simi-

lar to other Vanillware initiatives, the artwork emphasized 2D designs in contrast to the 3D graphics that predominate in the majority of the video 

game business. The numerous distinct personalities were not intended from the beginning; rather, they developed as Noma added additional parts 

as the project moved forward. Veteran artist Takehiro Shiga (Shigatake) was commissioned to illustrate the dish. 

 

Music 

Under the direction of Mitsuhiro Kaneda, a group from Basiscape composed the soundtrack. Basiscape has worked closely with Vanillaware on all 

of their games from the company's inception till 13 Sentinels. Along with Yoshimi Kudo, Rikako Watanabe, Richter, Toki Takeda, and Denys Fon-

tanarosa of Artisan Studios, Kanada created and organized the score. Nakanishi said that Kaneda, who had worked on 13 Sentinels, had created a 

music with a new tone that aided in achieving their objectives for the game design. 

An "orthodox RPG" was the concept around which the score was written. A zither was employed as part of the main antagonist's character motif to 

highlight his distinct upbringing. Eureka Republic, a Japanese singer-songwriter, wrote both the words and the singing. a complete soundtrack CD 

that was released on March 8 in Japan along with the game. The four-disc album, released by Basiscape's record label, has eighty-four tracks. 

 

Release 

A short film that was included of the commercial demo CD 13 Sentinels: Aegis Rim Prologue first hinted at Unicorn Overlord. In January 2023, 

Kamitani declared that the project was almost finished and referred to it as Vanillaware's largest undertaking to date. During a September Ninten-

do Direct, the game and its special editions in both Japanese and Western languages were formally unveiled. A soundtrack CD and art book are in-

cluded in the special editions. Worldwide publishing was handled by parent firm Sega, and Atlus in Japan. On February 23, a demo that covered the 

game's beginning was released, enabling users to import their save file into the finished version. 

 

On March 8, 2024, the game was made available globally on the Nintendo Switch, PlayStation 4, PlayStation 5, and Xbox Series X/S. In response to 

a question concerning a Windows version, Yamamoto said that although Atlus desired one, the game remained console-exclusive due to their ar-

rangement with Vanillaware. The seasoned 8-4 handled the localization. Yasumi Matsuno, the designer of Ogre Battle, commented on the localiza-

tion during the preview phase when it attracted criticism for deviating from the Japanese text. 

Citing similar experiences from his work on Final Fantasy Tactics, he stated that the alterations were appropriate as long as they were made with 

the developer's knowledge and cooperation. A day one patch added a new challenge level, technological enhancements, and the ability to transfer 

demo save data. An additional patch that was issued in April fixed a bug that kept coming up and enhanced the interface and unit management's 

quality of life.  









Broken Roads  
Drop Bear Bytes, an indie developer, released Broken Roads in 2024 for Windows, Xbox Series X/S, and Nintendo Switch through Versus Evil. Broken 

Roads is a post-apocalyptic computer role-playing game that takes place in Western Australia's Wheatbelt. The game's "Moral Compass" mecha-

nism, which reacts to the player's moral decisions, has drawn comparisons to non-traditional dialogue-based role-playing games like Disco Elysium. 

On April 10, 2024, the game was made available for Windows and Xbox Series X/S. 

 

Gameplay 

In the role-playing game Broken Roads, players take on the roles of up to five different characters while engaging in a "blend of turn-based tactical 

combat (and) traditional and original" gameplay elements. The "Moral Compass" mechanism in the game allows the player to chart their actions—

including dialogue and quest decisions—between four quadrants: "utilitarian," "humanist," "machiavellian," and "nihilist." The characteristics influ-

encing gameplay mechanics are determined by the player's location on the Moral Compass. Each of the main characters and associates has a 

unique compass that influences how they respond to the player's decisions and words. 

 

Development 

Director Craig Ritchie established Drop Bear Bytes, an independent Australian development company with headquarters in Torquay, in 2019 to work 

on projects like Broken Roads. With the public release of a reveal trailer in October of that year, development got underway in January 2019. Sever-

al Australian state government arts programs provided financing for Broken Roads, including the Assigned Production Investment Games program 

of the Victorian Government in 2020–2021 and the Digital Games Incentive of the Queensland Government in August 2022. In June 2023, the 

game's demo was made available on Steam. The project's publisher, Versus Evil, dissolved in December 2023. 

 

Over time, the Australian environment and identity became to be central to Broken Roads' design. Initially planned to take place in a generic envi-

ronment, Ritchie discovered that Australia's "conflicted culture," with its colonial and genocide legacy, offered a useful counterpoint to "serious, 

adult themes (and) tough questions" and "humor, fun, and levity." The game's development scope was reduced from covering the entire Australian 

continent to a Western Australian region known as the Wheatbelt. During pre-production, the creators made multiple trips to the area to obtain 

reference photos for the game's representation of various local monuments and landscapes. 

 

To ensure that Indigenous Australians were "respectful and authentic" in the game's setting, the development team solicited advice from Indige-

nous elders. Yorta Yorta and Ngarrindjeri author Cienan Muir was brought on by Drop Bear Bytes in 2019 as a "narrative consultant" for the game. 

According to Cienan, his responsibility was to offer a "critical eye" and an opportunity for the player to "get creative and let (his) own stories have 

some influence" in the story of the game. Karla Hart joined the team in 2022 and wrote a large chunk of the game. 

 

Uncle Jack Charles, an Australian stage and film actor, was initially slated to serve as the game's narrator and was featured in the trailer upon its 

debut. However, he passed away in September 2022 before his role in the game could be confirmed. Early non-traditional role-playing games that 

prioritized dialogue had a big impact on the game. Similar to Fallout, the game's narrative lead, Leanne Taylor-Giles, said that players would have 

"all kinds of different ways to approach each problem," including dialogue-based pacifistic options. 

 

Ritchie mentioned Fallout 2 and Planescape: Torment as "big influences" on Broken Roads. Drop Bear Bytes brought in a number of seasoned indus-

try experts, including creative lead Colin McComb and Leanne Taylor-Giles, who collaborated on Torment: Tides of Numenera. Similar comparisons 

were made in the lead-up to Broken Roads' release. IGN wrote that the game "has the potential to be the next game in the Planescape: Torment lin-

eage of deeply introspective, talky RPGs," while PC Gamer said it "may become the next Disco Elysium" because of its "philosophical" approach. 





Developer: Drop Bear Bytes 

Publisher: Versus Evil 

Platforms: Windows, Xbox Series X/S, Nintendo Switch,  

                    PlayStation 4, PlayStation 5 

Release: April 10, 2024 

Genre: Role-playing 

Mode: Single-player 

TiTi Rating: 7/10 
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