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Basic Game Information

Game Title: Halo: Combat Evolved

Publisher: Microsoft

Developer: Bungie

Category: Action / First Person Shooter

ESRB Rating: M

Maximum Players: 2 In co-operative play, 16 In multi-player.

Price: $49.99

Platform: Xbox and PC

Minimum System Requirements PC:
· Microsoft® Windows® 98SE/Me/XP/2000 

· PC with 733 MHz equivalent or higher processor 

· 128 MB of system RAM 

· 1.2 GB available hard disk space 

· 8x speed or faster CD-ROM drive 

· 32 MB T&L capable video card required 

· Sound card, speakers or headphones required for audio 

· Microsoft Mouse or compatible pointing device 

· 56.6 Kbps or better modem or LAN for online play; broadband to run a server

Actual Hardware Used:

· Xbox

Game Summary

· Quick overview 


In a grim and distant future, mankind is facing its gravest hour.  Bent on Humankind’s extermination, a powerful alliance of alien races known as the Convenant are wiping out the interstellar human empire.  In a desperate attempt to lead the Covenant away from Earth, your ship has made a blind jump into deep space.  Arriving at the ancient ring-world of Halo, where you are shot down and marooned, as the Master Chief you begin a guerilla campaign against the Covenant as you attempt to discover the mysteries of Halo.
· Story line

As the ship The Pillar of Autumn is being destroyed around him the Master Chief (the player) is awakened from a cryogenic sleep.  Summoned to the bridge, the Captain informs the Master Chief that the Pillar of Autumn is going to crash into a mysterious ring shaped planet that seems to be the home of a large Covenant base.  After telling you to abandon ship the Captain sends you off with his pistol (empty of course) and best wishes.
· Player's role and Game play.

The role of the player is pretty straight forward: kill pretty much everything.  Occasionally you will run into some Marines, who will help you fight (and you don’t want to kill), then general rule is that if it moves shoot it.  The levels are large and allow for some minimal exploration but generally linear in nature, forcing the player to proceed toward the end goal.


Halo does allow for multiplayer game play as well.  There can be up to four players on anyone Xbox machine, and up to four Xboxes connected together for 16 people in a multiplayer game.  In multiplayer modes there are several types of games, including slayer, sniper, rockets, capture the flag and king of the hill.  In addition there are also several types of levels ranging from small worlds in canyons or hallways, to large levels which simulate boarding actions, and arctic terrain (some of which permit the use of vehicles).
· Installation 

Because this is a review of the console game there is no installation necessary.
· User Interface and Controls.

The user interface for Halo is relatively simple and will be familiar to most people whom have experience playing first person shooter games.  There is a motion tracker located in the lower left hand corner of the screen (The player shows up yellow, with friends colored green and hostiles colored red).  In the upper left hand corner of the screen there is a weapons status display showing the amount of ammunition left, along with the amount of grenades, and type of grenades.  Player health, shield level, and flashlight power are all located in the upper right hand corner of the display.  The center of the display shows the targeting sights.  In addition, when the player is fired upon, a red arrow will appear in the HUD pointing in the direction of fire.  

The controls of the game are fairly straight forward, and take full advantage of the Xbox controller setup.  According to the default settings, the left control stick is for movement, with the right control stick for aiming/turning.  When pressed the left control stick also will zoom if the weapon in hand is capable of zooming.  The left trigger will throw grenades, and the right trigger will discharge the primary weapon.  Each of the six buttons on the controller are also used to execute specific actions: One can turn their flashlight on or off (by pressing the white button), switch grenades (by pressing the black button), switch weapons (by pressing the yellow button), execute a melee attack (by pressing the red button), pick up/swap weapons/reload weapon/action (by pressing the blue button), and jump (by pressing the green button).  Many of these controls are standard or very similar to controls used in a great number of other Xbox games (Brute Force, Splinter Cell, etc.).
· Scoring 

In general game play there is no scoring.  In multiplayer mode, scoring is determined by the number of kills subtracted by the number of suicides. 
· Artwork 

At the time of its release (late 2001) Halo was one of the most beautiful games ever rendered.  It won the IGN.com award for best graphics for all Xbox games.  The rendering is incredible, with real time lighting, transparencies, and particle effects making Halo one of the most realistic games produced to date and raising the bar for all other first person shooters.  That being said, there is significant reuse of several maps throughout the game.
· Sound and Music 

The sound effects in Halo aren’t only well crafted, but were also an integral part of the game play.  Often it is only prompting through the AI interface with the Master Chief, or through listening for Covenant chatter which directs the player to the next step in the game.  Explosions are realistic as is the gunfire, the aliens speak, and event the Master Chief will mutter from time to time.  The quality of sound won Halo both the IGN editors choice, and readers choice as best of Xbox games for 2001.
· Special features 

The only special feature is the ability to create one’s own game type for multiplayer games.  This option allows for near limitless creation of multiplayer games ranging from team sniper to slayer rocket launcher games where all players have 400% health.
· Manual 

The manual for Halo is well written for the basics of the game, although it does not fully describe all the variations of enemies or weapons.  The manual fully details the controls of the game. 
· Bugs

While no bugs are apparent to the user in the course of playing the game, if one goes online and searches there are a number of bugs that are identified on the internet.  Most of these concern going to places that are supposed to be out of bounds in the game itself.  In co-operative play players can sacrifice one-another to load up on ammunition and regenerate life and sheild levels.
Game Review
· What is good (fun) about the game.

Halo provides a large number of fun factors, including variable difficulty game play, and multiplayer game play.  The various levels offer a large number of challenging play and situations, from simple head to head combat to sniping missions, to missions with marine support.  After one has won the game, the fun continues with the multiplayer aspects of the game.  A large number of worlds combined with the large number of game types available make Halo one of the most fun games to play ever.
· What is bad (not fun) about the game.

The only real drawbacks to halo are the reuse of maps and the level of difficulty.  There are a number of places in the game that explicitly reuse earlier maps without even a variation in color, size or shape.  While the rest of the game more than compensates for this reuse it is still an annoyance.  Furthermore there are a number of places where the game is unrelentingly difficult.  The AI does not adjust, even slightly, when an individual gets stuck at a certain point in the game, this means that a player must depend on trial and error to eventually get passed the most difficult parts, resulting in highly repetitious play.
· How does it compare to similar games in the same genre? 

Halo wasn’t better than previous games in the first person shooter genre because it did any one thing better than other games.  Rather Halo is better than other game because it did everything (at least slightly) better than other games.  The graphics are better the sound is better, the controls (on the Xbox at least) are better, the game play is better.  Halo was considered by many to be the game of the year for a reason, it out did all other games on the market.
· What is the appropriate audience for this game? 

Given the blood and gore, and the unrelenting combative nature of this game the appropriate audience is mature, if not adult.  Perhaps the only saving grace is that other humans are not targeted in the game, aliens are the targets.  
· Are any design mistakes present?

The ability, in co-operative play, to kill your teammate, and capture their ammunition thus allowing a team to fill up both their lives and ammunition in a safe area (where they can both re-spawn without interference) seems to be a design flaw.  Also the inadequate number of save points in the game, which results in large tracts having to be replayed seems to be a flaw.
Summary

· Overall strengths and weaknesses. 

The greatest strength of Halo is the visual effects.  There were very few games before Halo which could be considered as visually beautiful.  This combined with stunning game play, and incredible sound make Halo one of the better games created to date.  Another strength of Halo is the multiplayer mode.  Creating such an option laden mode of play greatly extends the life of the game.  Perhaps the greatest weakness of Halo is the reuse of maps.  While this may be the result of a tight time schedule, or poor design, it could have been helped, were even a few modifications made to the reused maps.  
· Is the game worth purchasing?

Definitely, the multiplayer mode alone significantly extends the use of the game.
· How could it be improved?

Halo could be improved by the creation of network play (as anticipated in Halo 2).  Less reuse of maps, or more significant modification of reused maps would also improve play.  Furthermore it would be nice if there were a level editor included for multiplayer boards.  This would allow greater creativity and more game play for the multiplayer levels.  A larger number of save points would also improve the game significantly.
