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me, I see my shot, take it — crack! Like ducks in a row, three Elites fall.

says a familiar voice in my head. I smile.

created by Bungiea€™s own community director Brian Jarrard (also
1”) using Firefightdé€™'s new suite of customization tools, which add a
the last Halo game, ODST lacked. "SNIPERTIMEZ,” as Jarrard calls it,
orite modes at this week’s two-day Halo: Reach marathon in San

ayer was limited to a sniper rifle and pistol, though the pistol saw little
er rifle damage had been cranked up to 200%. Almost every enemy
ne shot, but the sheer number of them ensured the mode was still
ially when the Elites were armed with snipers, as well.

But custom weapon sets and rules, infinite ammo and highly, highly customizable waves of
wome of the features new to Halo: Reach's Firefight mode that will have
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Firefight, a riff on Horde mode from Gears of War 2, pits up to four players against wave

after wave of incre
round and map to

asingly difficult enemies, with a few variables thrown in from round to
map. Though it was introduced in ODST, the lack of matchmaking and

general repetitiveness may have stopped the mode from really taking off in in that game.

Now that it’s been

fleshed out to a ridiculous degree for Halo: Reach, though, I can almost

guarantee that it will become most Halo fans’ favorite mode.
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nies can be customized down to the most minute details, including what
hat types of weapons they’ll carry, what order they appear in, whether

a drop ship or simply spawn somewhere on the map, and more options.

decide exactly when &€ceskullsa€ a€" which, when activated, trigger

physics, damage, or other variables - will be flipped on or off, and best

2N create up to three custom skulls. Custom skulls, designhed by players,

ump capabilities or weight, damage, ammunition, and nearly any other
ly, they can even affect how the waves of enemies behave.

v to custom Firefight matches includes whether players can pick up
ound, meaning custom gametype designers can force players to stick
pon and ability loadout they spawned with, whether that be snipers and
t Brute hammers. Loadouts are also customizable, and they can be
along with armor abilities.

yen take control of Elites in the attacking Covenant forces in the new
bde. The two Spartan players must do their best to defend against the
t troops and rack up points, just like in normal Firefight, but in versus,

—killhg-the-opposing Elite players is immediately awarded with extra lives. In turn, the Elites

must gain the upper hand by eliminating the Spartans until they’re out of lives. The round

ends, and the players switch sides. The team with the most points at the end of two (or

more) rounds wins.
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boulevard extending from the front of the building beneath your feet to a Covenant-

occupied plaza in the distance. Phantoms unload troops on either side of the building, as

well as in the plaza, which happens to be cluttered with cover that even the lowliest of

Covenant troops a
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th it, though. The drops contain a rocket launcher, a Spartan laser, a

ch can call in a hail of devastating fire from the sky, decimating an area
ntain three Wraiths), and more.

rmous, shimmering pods drop from ships overhead and strike either side
squad of Brute shock troopers pouring from each. A wraith on the beach
n earnest, hurling enormous balls of crackling plasma with deadly

s distance, and more troops pour into the plaza and begin their push up

the Brutes begin to ascend to your position, you hit the thruster on your

e air and lay waste to everything in sight with lasers and rockets,

r that infinite ammo option.

irefight, Bungie has taken the essence of Halo - the grenades, headshots,
ything else we love - and packed it into a highly customizable, practically
plete with matchmaking and co-op. Whata€™s not to love?

5 out September 14, and Bungie was kind enough to invite us out to
co to spend two full days exploring every aspect of the game. Keep an

t of our coverage!
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