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Mone of what you see is imported from
the original games - it's all made from
_ scratch by the talented team.
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THEY KNOW WHAT
THE LADIES LIKE

The fans at Soon Studios discuss bringing the
multiplayer Halo experience to PC, and getting the

oy

green light from Microsoft and 343 Industries e e e
henthe Haloseries stormedonte | didn't have a lot of Halo games on PC ar there wasn't i design decisions that they made in gameplay, in art. in
Xbox in the early 2000s, it ! really any kind of big support in the day, and | thought, i interactions with the community, and we've styled
changed the face of first-person “Hey, maybe | could try something!” 5o, | started putting ourselves as the next step, the evolution of what we
shooters forever. With stuff together in Unity and sharing it with people on i think that would have been, taking the same original
revolutionary features suchasa forums and YouTube.” influences, taking the same kove for creation, and
dual analog control scheme and ! Off the back of the content he had created, Rogic was applying our own creativity and passion, and having fun
regenerating shields, itbecame thebenchmarkfor | approached by fellow Halo fans, including Nathanied i with itwhile we do it”,
the genre. So successful was the series that its Hatfield, now the game’s project manager, and builtup | To dedicate so much of their free time to the project,
protagonist, Master Chief, was propelled to ateam of people eager to lend their talents. “Everything each member of the team s clearly passionate about
superstardom, becoming the mascot for Microsoft's really kicked off in August 2016 when we released . Halo and each has their own reasons for wanting to be
games machine. However, for aseriesthatshad such | a documentary-style video showcasing our latest invahved, The series has even helped shape lead
an impact on console, Halo has made relatively small progress, and it just blew up from there,” says Rogic. animator Matthew Lake's career path. "Halo was what
waves on PC. We're catching up with a team of g ! got me into storytelling and making Machinima films,
steadfast Halo fans who are hoping tochange that. | PﬂllShIl‘lg the Halo | then that led me into doing animation, and now | do
| Installation O1is a combination of what the team seeas |
That team is Soon Studios, and its mission is to recreate the best parts of Bungie’s Halo games, focusing mainty | [ E ﬂtc H M E M B E R 0 F
the multiplayer experiences of Halo games from the : onaspects of Halo 2 and 3, with a sprinkling of Combat
Bungie era (200110), for PC. The game, Installation O1, Evolved and Reach. “From an artistic and development ' 'I' H E T E A ﬁfl [ S H ll G I_\IIIF
is being built using the Unity 5 engine and will be i standpoint, we've been able to do that because we've : .
playable for free on all PC platforms, including Windows, | done our homework really, really well” explains Hatfield. p ASS I 0 N ﬂ'l' E ﬂ‘ B O u T
Mac0S, and Linux. The projects founder and lead, | “We've gone back and we've looked at the impressions |
Alexander Rogic, explains how hisdreamof amodern | and the influences that the creators took when they . THE HALO SERIES“

classic Halo PC experience came to life: "Back in 2013, we | were creating these games, what made them make the
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