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Keychron is a strong challenger brand in the mechanical keyboard space, offering Keychron is a brand that is known for making boards with something The Endgame Gear OP1 8K is the latest offering from the upstart The KB65HE is the first ever keyboard released by Endgame Gear, a As we come to the end of the year, and with many people looking
to make big tech purchases during the holiday/January sales, which have been the best gaming and tech products we’ve seen in 2024? As was the case VIEW MORE FEATURED STORIES Save $160 in this Prime Day AMD Radeon RX 9060 XT OC deal Never built a PC before? Let us guide you through everything you need to build your first PC, even if
you’'re a complete beginner! VIEW MORE CUSTOM PC BUILDS Let's find the best prebuilt gaming PC for your budget and gaming needs This PC Specialist Artisan Ultra system is an all-ASUS ProArt creative powerhouse From Ultraviolet to Crimson, we take a look at the updated range of gaming machines covering a range of needs and budgets We
run through 5 of the best 3D modelling capable desktop computers currently available We scour the web to find only the best gaming PCs under $1000 for a silky-smooth 1080p gaming experience On a strict budget then these cheap prebuilt gaming PCs might give you a good start to your enjoyment If you want a powerful gaming PC but a stress-free
experience, then pick up one of these prebuilt RTX 4080 Super PC models today! If you can't be bothered with the stress of a build, take a look at the best RTX 4070 Ti Super prebuilt PC models available and plug & play! Save yourself some trouble and get the best prebuilt RTX 4070 gaming PC for excellent value and performance Everything we
know about the upcoming Nvidia GeForce RTX 5090 laptop range and a look at which models have been unveiled Can you play Manor Lords on a laptop? We have answered this question alongside a closer look at the best gaming laptops for Manor Lords A breakdown of the XMG Neo, Pro, Focus, Core, Apex, Fusion and more! The best 17-inch, 16-
inch, 15-inch, and 14-inch Alienware gaming laptops The best MSI gaming laptops currently available across multiple budgets, screen resiolutions & sizes Want the best gaming laptop under $1,000? We have selected the cream of Intel, AMD, and Nvidia powered gaming laptops in 2024 Dropping the XT, it still packs a punch especially at the price it
asks for An all-in-one toolbag that will make you feel like a champ We take a look at the Secretlab Titan Evo 2022, including SoftWeave, Neo Hybrid Leatherette, and all the accessories You may have seen a lot of talk about a particular toolkit, and we look at its worth and use Will the DualSense Edge's performance justify the price? Legendary by
name, but can the same be said for it's nature? Opulent aesthetics, average ergonomics Can AMD fight the next giant with its RDNA 3 cards in GPUs Not in the same ballpark as the competition, but maybe the same arena Laggy Facebook and YouTube videos? There appears to be an issue related to MSI motherboard bloatware and Windows 11, let's
fix it. There are fewer things frustrating than getting home after a long day’s work and running into Steam not opening. Luckily for you, we’ve put together the quickest and easiest fixes you get you back up and running and playing your We look at Discord's Streamer Mode to see how it can save you from sharing personal information with your loyal
viewers WePC is dedicated to providing PC gamers with everything they need to build the best gaming rig for their budget. From comprehensive buying guides to technical tips and tricks, if you game on PC, we’ve got you. 2015 video game "Halo 5" redirects here. For the Nine Inch Nails release that uses this pseudonym, see Broken (Nine Inch Nails
EP). 2015 video gameHalo 5: GuardiansCover art featuring Spartan Locke (left) and Master Chief (right), with a Guardian rising in the backgroundDeveloper(s)343 IndustriesPublisher(s)Microsoft StudiosDirector(s)Josh HolmesTim LongoProducer(s)Chris LeeDesigner(s)Brad WelchProgrammer(s)David BergerArtist(s)Nicolas BouvierNeill
HarrisonWriter(s)Brian ReedComposer(s)Kazuma JinnouchiSeriesHaloPlatform(s)Xbox OneReleaseOctober 27, 2015Genre(s)First-person shooterMode(s)Single-player, multiplayer Halo 5: Guardians is a 2015 first-person shooter game developed by 343 Industries and published by Microsoft Studios for the Xbox One. The plot follows two fireteams of
human supersoldiers: Blue Team, led by Master Chief, and Fireteam Osiris, led by Spartan Locke. When Blue Team goes absent without leave to track down the artificial intelligence construct Cortana, Master Chief's loyalty is called into question and Fireteam Osiris is sent to retrieve him. 343 Industries started to plan Halo 5 shortly after the release
of its predecessor, Halo 4. In late 2012, the team set goals for the game, including larger campaign and multiplayer areas. Like Halo 4, it uses motion capture for character animation. It features new abilities and character designs, but does not feature any offline capabilities or local networking. It has a game engine that scales its resolution to
maintain a frame rate of 60 frames per second. Microsoft announced the game at E3 2013. The game sold five million units within three months and is the fifth-best selling game for the Xbox One. Upon release, Halo 5 received positive reviews from critics, with praise directed at its gameplay, visuals, level design and multiplayer modes. However, the
game's single-player campaign met divided responses, with criticism directed at its story, writing, and ending. A sequel, Halo Infinite, was released on December 8, 2021. Halo 5: Guardians gameplay. The player character aims a Battle Rifle between two Promethean Soldiers. Halo 5: Guardians is a first-person shooter game.[1] Players assume the
role of powerful "Spartan" supersoldiers with a host of abilities, and use on a combination of guns, grenades, and melee attacks in story-based campaign and multiplayer modes.[2][3] Players can sprint indefinitely, as opposed to the sprint limits in previous games in the series, though their damage-absorbing shield will not recharge in multiplayer; at
top speed, the player character can slide across the ground or charge into an enemy.[2][4] A thruster pack allows for a speed boost or lateral movements, and players can clamber up ledges to reach higher ground.[4] Every weapon can be aimed while zoomed in, similar to iron sights; sustaining fire will knock players out of the zoomed view.[2][4][5]
By zooming while airborne, players briefly hover; while aloft, players can target the ground for an area-of-effect attack.[5] The game features new weapons, as well as returning ones with tweaked mechanics.[6] The game's campaign mode casts the player in the roles of two protagonists, the Master Chief and Jameson Locke. Each character is
accompanied by a persistent fireteam of non-player character Spartans—Blue Team for Chief, and Fireteam Osiris for Locke—who are present at all times.[7] During cooperative play, other human players assume control of these Spartans, who each have different loadouts and attributes.[7] Players can direct computer-controlled fireteam members
via the d-pad to perform actions such as picking up a weapon, getting into a vehicle, or prioritizing a selected enemy.[8] If a Spartan takes too much damage, they enter an incapacitated state, and can be revived by another fireteam member before dying.[5][6] The game's difficulty scales to compensate for the number of human players.[9][2] Xbox
Live multiplayer features a variety of competitive and cooperative game modes. Established four-versus-four arena modes like deathmatch or capture the flag return.[6] New to Halo 5 is Warzone, a 24-player game mode that pit two teams against each other. In addition to fighting the enemy team, players can earn points by capturing locations on the
map or defeating computer-controlled bosses; the game ends either when one team destroys the other team's home base, or they earn 1000 points. Players earn requisition or "REQ" points over the course of a match, which can be used to summon weapons, vehicles or powerups into the map based on rewards the player has earned from REQ packs.
[6][2] These packs can be earned in-game via a progression system, or else bought with real-world currency.[9] In ranked play, players complete a series of placement matches to obtain one of seven competitive skill rank ratings, which can go up or down based on winning or losing games.[10] Halo 5 features an editor called Forge, where players can
create their own multiplayer maps.[11] The mode has a new control scheme compared to Halo 4, and new capabilities including scripting tools that can be applied to game objects.[12] Unlike previous first-person shooters in the Halo franchise, Halo 5 does not feature any offline multiplayer capabilities, like split-screen cooperative campaign and
multiplayer modes,[13] and has no local networking options.[14] The game was supported via the Halo Waypoint website with player statistics tracking and additional features such as Spartan Companies, where players could band together in groups of up to 100 players and work on completing in-game challenges to unlock cosmetic rewards.[15][10]
Halo 5: Guardians takes place in the year 2558, eight months after the events of Halo 4.[16] The game follows two fireteams of supersoldiers of the United Nations Space Command (UNSC). Blue Team is led by Master Chief Petty Officer John-117 and is composed of his fellow Spartan-II supersoldiers:[17] Linda-058, an elite sniper; Kelly-087, a scout;
and Frederic-104, a hand-to-hand combat specialist.[18] The members of Blue Team are among the last Spartan-IIs left alive.[18] Fireteam Osiris is formed from Spartan-IVs, a newer generation of Spartan supersoldiers. Osiris is led by Jameson Locke, a former assassin and tracker of the Office of Naval Intelligence (ONI). The other members of
Fireteam Osiris are Holly Tanaka, a combat technician, engineer, and a survivor of a Covenant attack on her world; Olympia Vale, a political liaison and signals intelligence agent who can speak many of the Covenant's dialects; and Edward Buck, a veteran trooper who was a main character in Halo 3: ODST.[19] Supporting characters include the
UNSC ship Infinity's commanding officer, Captain Thomas Lasky; Spartan Commander Sarah Palmer, head of operations for Spartan-IV teams on board Infinity; Roland, Infinity's shipboard Al, and Catherine Halsey, a scientist who created the SPARTAN-II program. Other returning characters include the Arbiter Thel 'Vadam,[20] who leads the
Sangheili species against a Covenant faction led by Jul 'Mdama. Cortana, Master Chief's former artificial intelligence (AI) companion who was presumed dead after the events of Halo 4, also returns.[21] Fireteam Osiris is deployed to the planet Kamchatka to retrieve Halsey amidst a battle between Jul 'Mdama's Covenant and Forerunner
Prometheans. The team kills 'Mdama and retrieves Halsey, who claims to have information on a series of devastating attacks on several human worlds. Elsewhere, the Master Chief leads Blue Team on a mission to secure a derelict research station; the arrival of a Covenant fleet prompts Blue Team to scuttle the station instead. The Chief receives a
cryptic message from Cortana, directing him to Meridian, a Human colony world. John-117 is ordered to return to Infinity, but he and Blue Team disobey orders and set out after Cortana. Captain Lasky declares Blue Team AWOL; Halsey believes that Cortana's survival through the use of Forerunner technology makes her unpredictable and
untrustworthy. Fireteam Osiris is sent to Meridian to bring back Blue Team. On the planet, they find the colonists under attack by Promethean forces. Following Blue Team's trail, they encounter the Warden Eternal, a Promethean serving as Cortana's enforcer. After temporarily defeating the Warden, Osiris catches up to Blue Team, ordering them to
stand down. Chief bests Locke in hand-to-hand combat and Blue Team boards a Guardian, a colossal Forerunner construct built as planetary enforcers. Osiris barely escape the colony's collapse as the Guardian emerges from underground and teleports away to the Forerunner planet Genesis, where John and Cortana reunite. Cortana says that her
terminal condition was cured by the same Forerunner technology that had saved her. Osiris is deployed to the Sangheili homeworld of Sanghelios, where they plan to use the Guardian buried there to follow Blue Team. Sanghelios is embroiled in a civil war between the Arbiter's forces and the remains of 'Mdama's army; Osiris helps Arbiter assault the
Covenant's last stronghold and board the Guardian before it disappears. On Genesis, Osiris encounters the planet's caretaker, the AI 031 Exuberant Witness, who allies with them to stop Cortana. Osiris catches up to Blue Team, who reveal that Cortana is planning on using the Guardians to achieve galactic peace through forcible disarmament. Master
Chief, aware of the devastation that Cortana's plan will cause, attempts to convince Cortana to stand down. She refuses and confines Blue Team in a Forerunner prison to prevent them from interfering with her plan. Osiris manages to transfer control of Genesis back to Exuberant, who frees Blue Team before Cortana leaves the planet. Als across the
galaxy begin swearing allegiance to Cortana and her plans. Cortana locates Infinity and prepares to disable it, but Lasky has the ship retreat until they can develop a way to combat Cortana. With Blue Team recovered, Osiris returns to Sanghelios to reunite the Spartans with the injured Commander Palmer, Arbiter, and Halsey. In a post-credits scene,
unlocked via completing the campaign on the highest difficulty, a Forerunner Halo installation powers up while Cortana hums. Before Halo 4's release in November 2012, 343 Industries creative director Josh Holmes began looking for his replacement for the next Halo title. Tim Longo joined as creative director in late 2012, with Halo 5 a few months
into preproduction.[22] General manager Bonnie Ross recalled that after Halo 4 the team spent a lot of time discussing where they wanted to take the Halo series, reflecting on feedback from fans about what they did and did not like. Longo and game leads David Berger and Chris Lee laid out the studio's vision for the next game from a creative and
technical standpoint, setting key goals to focus on: utilizing the Xbox One's hardware and Microsoft's cloud infrastructure for larger campaign and multiplayer spaces, deeper player investment systems, and a 60 frames per second (FPS) frame rate.[23] One of the main goals for Halo 5 was to expand the universe with new and returning characters
and settings.[24] Longo was a fan of squad-based gameplay experiences, and the team wanted to introduce more main characters besides Master Chief, and explore the character through other perspectives. "One of the early thoughts was kind of throwing the Chief paradigm a little bit on its head, to have some mystery enshrouding him and what his
motivations are, like we'd not seen before," Longo recalled, setting up the idea of a hunt for Master Chief across multiple locations, with alternating viewpoints similar to Halo 2.[22][24] The studio wanted to contrast Master Chief and Blue Team with another team of characters.[24] 343 Industries initially considered making this group Fireteam
Majestic, characters from the Halo 4 episodic series Spartan Ops. When Longo joined as creative director and the rest of the story developed, the developers decided to create a new fireteam, initially composed of three Spartans dubbed "Smith", "Jones", and "Brown", with Halo 4 characters Gabriel Thorne and Sarah Palmer also considered as part of
the team. The narrative team decided Smith would be a former intelligence agent, a cross of James Bond and Lara Croft, while the still-unnamed Jones (later Vesper) would be an expert in alien languages. [25] Once part of the story became set on the planet Meridian, the narrative team decided that one of the Spartans should have grown up outside
the UNSC and survived the destruction of her home planet to act as a conduit for understanding Meridian; now known as Spartan Song, this character replaced Palmer. When Thorne's voice actor, Ethan Peck, was unavailable due to scheduling conflicts, 343 Industries decided to replace his character on the team roster rather than recast the role.
Other suggestions included an entirely new Spartan or another member of Blue Team, but the developers decided on fan favorite Buck after Nathan Fillion became available. Smith became Locke, Vesper and Song became Vale and Tanaka, and Fireteam Osiris took shape after more than two years of changes.[25][22] In contrast to the push for larger
set pieces, 343 Industries wanted characterization to remain important, with the difference between the veteran Blue Team and newly-formed Osiris provide a contrast.[26] Speaking about Cortana's fate in Halo 4, O'Connor stated that Halo 4's story was focused on the effect that Cortana's sacrifice and loss would have on the Master Chief.[27] He
also noted that this effect would be reflected in Halo 5: Guardians, with a story that explores how the Master Chief copes with loss and memories.[27] The team set out to make a different Halo campaign than the pattern of previous Halo games. Rather than having the level design team build out the levels and then have the art and character teams do
their own passes, the various teams had frequent meetings to react to and build off each others' work. Combat was focused around spaces called "bowls", with enough action for four players in a fireteam, as well as offering different tactical options to defeat opponents. To encourage players to use the new Spartan abilities, the level designers hid
secrets like better weapons, alternate routes, and audio logs in spots only reachable by boosting over gaps or knocking down cracked walls.[28] On the departure from the Xbox 360 hardware, Ross noted that the Xbox One allowed 343 Industries to broaden the game's scope, as its matchmaking and four-player online campaign co-op modes utilize the
console's dedicated server support.[29] Franchise development director Frank O'Connor explained that Halo 4 pushed its game engine to the limit, such that moving on to the Xbox One called for the development of a new engine.[30] The co-op player count prompted the studio to work at increasing the number of enemies and sense of scale.[26] To
support the drop-in/drop-out co-op, 343 Industries built a dynamic Al system for the fireteam companions to assist the player when a session is played alone.[24] The focus on performance meant that split-screen play, which had been in all previous Halo games, was dropped.[31] To maintain a 60 FPS frame rate, Halo 5's engine dynamically lowers the
resolution at which the game is rendered during graphically intensive scenes, which are then upscaled back to the game's native resolution of 1080p.[32] To help achieve this, 343 Industries made extensive use of Havok software.[33][34] Eager to take advantage of the hardware, the art team built fully animated cacti that responded to gunfire,
blanketing the campaign maps with the succulents. Ultimately, they proved to be the largest single technical problem in the game and had to be removed.[35] Halo 4's art director, Kenneth Scott, stepped down from his role in January 2014. He was succeeded by Nicolas "Sparth" Bouvier,[36] a concept artist who joined Microsoft in 2009. Bouvier
described the early stages of developing artistic concepts as akin to sculpting from marble: "[we] start with a very loose idea that has trickled down from the writers or studio creative director and begin chipping away at the problem." Concept artist Kory Lynn Hubbell recalled that the game's art had to be justified. "If there's no plausible story behind
something, it shouldn't be there," he said, recalling that an original plan for a fountain on the mining world of Meridian was changed to a holographic tree, to reflect the desire to simulate nature in the barren landscape.[37] 343's artist and designers focused on differentiating the members of each Spartan fireteam through their design. As Locke's
mission is to find Master Chief, Bouvier recalled "he reflects that visually. The design of his armor is very nonintrusive. He doesn't have any bright tones. He's gray and dark to amplify the very nondisruptive nature of his armor." In comparison, Vale's armor was sleeker to reflect her agility, and painted magenta to imply nervousness and aggression.
[37] As with the previous game, Halo 5 used motion capture to animate characters. To record the performances, 343 Industries used a 5,000-square-foot stage and fifty cameras, along with a 3D tracking system called OptiTrack.[38][39] Sataro Tojima was the audio director for Halo 5: Guardians,[40] with Japanese composer Kazuma Jinnouchi
composing the original score.[40] The music was recorded at Abbey Road Studios in London and the choir was recorded at the Rudolfinum in Prague.[40][41] Jinnouchi wanted to reintroduce the original Halo theme in Halo 5: Guardians, so he composed his own interpretation of the piece.[40] A larger emphasis was placed on the use of a choir in Halo
5: Guardians' music compared to Halo 4's.[40] For the first time in Halo's multiplayer, teammates can make voiced callouts.[41] Jul's Covenant faction have conversations.[41] The audio team worked closely with the Al and narrative departments when developing the Blue Team and Team Osiris in the campaign.[41] The game's soundtrack was
released on October 30, 2015, in four editions: a digital release, physical compact disc, vinyl, and limited edition featuring double compact discs, vinyl, and extra multimedia content.[42] Holmes stated that the development team wanted Halo 5's multiplayer to provide gameplay variety and support different play styles.[43] In the game's Arena mode,
343 Industries decided to exclude a loadout system so they could encourage the concept of a level playing field that was present in earlier Halo games.[24][43] The mode was inspired by older multiplayer shooters such as Quake.[44] Warzone, one of the new multiplayer modes, was originally conceived in 2012 with a small demo set up as a four-
versus-four player match with Al controlled enemies defending an objective.[45] Initially, the studio wanted to implement such a mode with Halo 4 on the Xbox 360 but they were unable to achieve their vision.[45] Halo 5: Guardians demo booths at PAX Australia 2015 At Electronic Entertainment Expo (E3) 2013, Microsoft announced a new, untitled
addition to the Halo series with a trailer showing Master Chief.[46] After E3, Xbox executive Phil Spencer said the previously announced "Reclaimer Trilogy", of which Halo 4 had been the first entry, had been expanded into a larger saga, explaining that the developers did not want to limit the story to just three games.[47] The title and 2015 release
date were confirmed in May 2014 as an Xbox One exclusive.[48][49] Live-action advertisements on television revealed the October 27, 2015, release date.[50] Halo 5 had a multiplayer beta, which ran from December 29, 2014, through January 18, 2015. Players obtained access to the beta through purchasing Halo: The Master Chief Collection.[51][52]
[53] The beta was a sample of Halo 5's arena gameplay, featuring three modes, seven maps and eleven weapons.[53] The development team wanted to launch a beta as early as possible so that players could give feedback,[24] which was used to make refinements to gameplay and adjustments to maps.[43] The beta ran on dedicated servers.[54] In
response to the negative coverage of The Master Chief Collection's launch, 343 insisted Halo 5 would do better.[55] Halo 5 was also marketed in sports events: Major League Soccer club Seattle Sounders FC wore jerseys with the game's ads;[56] and Dale Earnhardt Jr. and Jamie McMurray drove in the NASCAR competition in Halo 5-themed cars.
[57] Campaign gameplay was shown at E3 2015.[58] A documentary series about the development of the game, The Sprint, debuted on the Xbox One's Halo Channel and was later uploaded to YouTube.[59] The first season was about the development of Halo 5's multiplayer;[60] the second season focused on the development of the Warzone game
mode, and additional tweaks for the presentation at E3 2015.[61] The third season showed the development of the game's score and the use of motion capture.[62] One fan in Australia was tapped to play the game from a helicopter while an aerial screen broadcast the gameplay from 2,000 feet up.[63] Tie-in merchandise included Halo 5-themed
Minecraft skins.[64] On March 22, 2015, Microsoft launched Hunt the Truth, an audioplay similar to radio series such as This American Life. The first season followed the investigations of fictional journalist and war photographer Benjamin Giraud (voiced by Keegan-Michael Key), who investigates the Master Chief's background.[65] Giraud discovers
that the official story of Master Chief's origins are false, and attempts to expose the coverup.[66] The first season was highly successful, drawing an audience of 6.7 million listeners on iTunes and winning Hunt the Truth's ad agency a Clio Award.[67] A second season of the podcast began September 22, 2015, focusing upon the view point of ONI
Agent Maya Sankar (Janina Gavankar), returning undercover as FERO, to investigate unidentified attacks on human colonies.[66] Halo 5 released worldwide on October 27, 2015. In the United States, it was the first shooter in the franchise to receive a Teen rating from the Entertainment Software Rating Board, instead of a Mature rating.[68]
Microsoft executive Aaron Greenberg felt that the M ratings on previous installments were surprising given the comparative lack of graphic violence, but that the Teen rating gave Halo 5 a larger potential audience.[69] The game shipped in a standard edition, limited edition, and collector's edition. The limited edition came with a REQ bundle,
dossiers on the game's characters, the Fall of Reach film, a statue of a Guardian, and a "steelbook" metal case. The collector's edition contained the limited edition extras, plus a commemorative statue of Master Chief and Agent Locke.[70] The collector's edition comes with a digital code rather than a physical disc; fan feedback led Microsoft to offer a
limited-time free trade-in program so buyers could have a physical disc instead.[71] Halo 5 was supported by free post-release content updates that added new features, weapons, and multiplayer maps. Holmes explained that the studio did not want to segregate the player base by distributing maps as paid downloadable content.[72][73] A Windows
PC version of the game's map editing tool and multiplayer, Halo 5: Forge, was released for Windows 10 on September 8, 2016.[74] Update name Release date Additions Ref. Battle of Shadow and Light November 18, 2015 Big Team Battle (BTB) game mode, new player customization options, REQs [75] Cartographer's Gift December 16, 2015 Forge
mode, advanced controller settings, new player customization options, maps, and REQs [76][77] Infinity's Armory January 27, 2016 New maps and REQs [78] Hammerstorm February 24, 2016 New game modes, new map, new REQs [79] Ghosts of Meridian March 6, 2016 New maps and REQs, Forge additions, balance updates [80] Memories of Reach
May 16, 2016 Infection game mode, new REQs, matchmaking preferences customization [81] Hog Wild (REQ Drop) May 27, 2016 New REQs [82] Warzone Firefight June 29, 2016 Campaign Score Attack and Warzone Firefight game modes, new maps and REQs, new Forge canvas [83] Anvil's Legacy September 8, 2016 New maps and REQs [84]
Monitor's Bounty December 8, 2016 Custom Games Browser, Observer Mode, new REQs, new Warzone Firefight maps, bug fixes, balance changes [85] Overtime November 2, 2017 Enhanced for Xbox One X, Oddball game mode, Local Server, New commendations, weapon tuning [86] ReceptionAggregate
scoreAggregatorScoreMetacritic84/100[87]Review scoresPublicationScoreDestructoid7/10[8]Electronic Gaming Monthly9/10[88]Game Informer8.75/10[9]GameRevolution[90]GameSpot8/10[91]GamesRadar+[93]GamesTM6/10[89]GameTrailers9/10[92]Giant Bomb[94]IGN9/10[6]Official Xbox Magazine (UK)
[95]Polygon9/10[5]VideoGamer.com9/10[96]VentureBeat83/100[1] Halo 5: Guardians received an aggregated score of 84 out of 100 on Metacritic based on 101 reviews, indicating "generally favorable reviews".[87] Arthur Gies, writing for Polygon, wrote that 343 Industries had much to prove with Halo 5 after Halo 4's online population "evaporated",
The Master Chief Collection's woes, and Microsoft's need for a strong title to sell more Xbox One units. "343's response to that quagmire," Gies wrote, "[is] to return to the fundamentals of what made the series great in the first place. The studio has brought Halo's mechanics kicking and screaming into the modern era, while providing the most
bombastic, co-op-driven campaign in Halo history."[5] GameSpot's Mike Mahardy agreed that 343 had produced some of the best iterations of the game series' facets with Halo 5. IGN's Brian Albert opined that 343 Industries had created an even bigger game than previous entries, with "the strongest combat Halo has ever seen".[91][6] Destructoid's
Chris Carter felt that Halo 5 failed to grab him in the same way as previous games had, "but those of you who are still content with Master Chief and his wacky adventures across the galaxy will likely walk away satisfied."[8] More critically, the reviewers of GamesTM felt that Halo 5 was "sheepish and safe" and represented a series low.[89] Halo 5's
overall gameplay and multiplayer were well received. GameSpot praised Halo 5's multiplayer experience for being in the "best shape Halo's multiplayer has ever taken", and in particular, noting the game's return to "universal" weapon loadouts and obtaining stronger weapons spawning on-map, rather than unlocking weapons as in Halo 4. The
Warzone mode was considered to be one of the "best new ideas" in both the Halo franchise and the genre, praising its MOBA-like mechanics and vast environments, explaining that "as with the rest of Halo 5, there is momentum here—but this is a force that shifts from side to side with each match. Warzone isn't so much about consistency—it's about
adaptability. And the team that can roll with the punches, and punch back at the right moments, will have the upper hand."[91] Albert praised the campaign for challenging enemies and environments dense with secret pathways and hidden weapons. "This kind of design makes Halo 5's campaign ripe for replaying, and well suited for the [...] co-op it's
clearly made for", he wrote.[6] The game's artificial intelligence (AI) received mixed impressions. Chris Carter found the squad controls rudimentary, but found the team chatter and their assistance welcome.[8] GamesTM pointed out flaws in enemies by criticizing overpowered bosses and saying that "the number of things that can kill you instantly—
even on Normal difficulty—is exasperatingly high". Reviewers like Carter and GamesTM complained of ally teammates failing to revive players, even in instances such as when they were standing right next to the player.[8][89] Halo 5's campaign and story received mixed reviews. Timothy J. Seppala of Engadget felt it was the first time in years that
the campaign felt like a step backward compared to its predecessor; "instead of addressing what it got wrong with [Halo 4] and doubling down on what it did right, the team fundamentally altered how a Halo campaign works to horrendous results."[97] Time's Matt Peckham felt that in comparison to the setup in Halo 5's marketing and the Hunt the
Truth series, which suggested a novel direction for the series, "What happens in Halo 5's story, by contrast, feels disappointingly by the numbers."[98] GameSpot's Mike Mahardy felt that while the plot had promise, the campaign did not effectively capitalize on its opportunities: "Cutscenes fade to black before they feel finished. Character motivations
shift on a whim."[91] Forbes' Paul Thier and GamesRadar's David Houghton complained that players did not suitably impact the story's progression, and that the game's cliffhanger ended the plot at the conclusion of the first act.[99][100] Though he also found fault with parts of Halo 5's campaign, Albert praised Cortana's threat as "less black and
white" in motives than previous antagonists, and the background chatter contributing to learning more about each character.[6] The game's mainstream marketing received some criticism for being different from the game's plot.[101][102] Phil Hornshaw of Digital Trends wrote that Halo 5's marketing "suggests an emotional conflict between the
questionably-loyal Chief and the 'traitor-hunting' Osiris leader, Locke, but those moments are barely in the game".[103] 343 later promised that they had heard complaints about the lack of Master Chief in Halo 5, and would renew their focus on the character in the future.[104] First-week global sales of Halo 5 software and hardware totaled more
than US$400 million. With hardware included (such as the $500 Halo 5 themed Xbox One[105]) Halo 5 was included in the biggest sales record in Xbox history, though they did not publish software sales or units alone. It was however the best-selling digital title.[106][107] Within its first five days of release, Halo 5 was the best-selling game of
October in the United States, according to NPD Group,[108] which tracks physical sales from retailers. In November, Halo 5 was the eighth best selling game according to NPD's figures.[109] It was the ninth best-selling game of 2015 in the United States.[110] Halo 5: Guardians was the eleventh bestselling retail game during its first week of release
in Japan, with 7,455 physical copies. being sold.[111] In the United Kingdom, Halo 5 debuted on the top of the sales charts as measured by Chart-Track, besting the week's other new release, Assassin's Creed Syndicate. It outsold previous Halo release The Master Chief Collection by 50% in its first week.[112][113] The following week sales decreased
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related to Halo 5: Guardians. Halo 5: Guardians at Halo Waypoint Halo 5: Guardians at Xbox.com Halo 5: Guardians on Halopedia, the Halo wiki Portal: Video games Retrieved from " UPDATE: 343 Industries' Josh Holmes has come forth to correct a statement that he made to Game Informer regarding the ability to play Halo 5: Guardians' co-op mode
with a Silver Xbox Live membership. Apparently that will NOT be the case, as Holmes claims. "I need take a moment to make an important correction on something we miscommunicated in the story. I misspoke during the interview when stating that online co-op campaign would be supported with an Xbox Live Silver account. Co-op campaign will
require Xbox Live Gold to play. I want to extend my sincere apologies to our fans, and to Game Informer, for this error and any confusion it has caused." Holmes pointed out that the game will come packaged with 14 days of Xbox Live Gold, however, which will allow consumers to enjoy all of the modes in Guardians for two weeks. Source: 343
Industries Original Story: It's been an interesting few days for fans of the blockbuster Halo franchise to say the least. Details on the next entry in Microsoft's beloved sci-fi franchise, aptly titled Halo 5: Guardians, have been pouring out following Game Informer's recent coverage of the forthcoming game. Most of the news has been interesting for
gamers that have immersed themselves in the lore of the series, but dedicated fans may have just been hit with a piece of information that they may not approve of. The software's developer, 343 Industries, has confirmed to Game Informer that Halo 5: Guardians will not support local split-screen co-op - something that's shocking given how heavily
implemented it has been in the franchise to-date. As fans are now well aware thanks to all of the information that's now been provided on the cast of characters featured in Halo 5, teamwork will be a big emphasis for the game. Sadly, the story won't be able to be a shared experienced on the same television this time around, which has made several
community members disappointed to say the least. In lieu of local co-op, however, 343 Industries has clarified that gamers will be able to meet up and play the campaign with each other online without requiring Xbox Live Gold status. This will be a big motivator for those that don't currently own the service to team up with friends, and it's a surprising
revelation given how intertwined Xbox Live Gold and Halo have been in the past. That said, players will still need Gold status to access the game's competitive online multiplayer. In the wake of news that all future downloadable multiplayer maps for Halo 5: Guardians will be free, it's obvious that Microsoft is keen on making an enjoyable environment
for the consumer. Still, many gamers are already voicing their distaste for the lack of a local co-op campaign, and those complaints likely won't go away anytime soon. The decision to drop split-screen co-op likely game with a lot of thought from the team at 343 Industries, as it's been a trademark of the series ever since its debut. It's possible that
resolution and frame rate were taking a hit when trying to run two screens simultaneously in Guardians, but this is just speculation on our part. Whatever the logic behind the decision, it's likely the feature was dropped after an ample amount of deliberation. What do you think about Halo 5's lack of local co-op multiplayer? Does this put a damper on
your plans to pick the game up later this year? Get at us in the comments. Halo 5: Guardians will arrive exclusively for Xbox One on October 27, 2015. Source: Game Informer (via IGN) Tecnobits - Video Games - Which Halo can be played in split screen? If you are a fan of the Halo video game saga and you love playing multiplayer, you have surely
wondered Which Halo can be played in split screen? Over the years, the Halo franchise has released several titles that offer split-screen functionality so you can enjoy games with your friends from the comfort of your home. In this article, we will explore which Halo titles allow you to play in split-screen mode and what options each of them offers.
Whether you're looking to relive the early gaming experience or are interested in learning about the latest options, here you'll find all the information you need to host an epic gaming session with your friends. - Step by step = Which Halo can be played split screen? Halo: Combat Evolved Anniversary - This game allows split screen play in the
campaign and multiplayer mode. Halo 2 Anniversary - Like its predecessor, this game also offers split-screen option in both campaign and multiplayer. Halo 3 - This classic of the Halo franchise supports split screen in its multiplayer mode, but not in the campaign. Halo 3: ODST - Like Halo 3, this game only allows split screen in multiplayer. Halo:
Reach - The Reach installment allows split-screen play in both the campaign and multiplayer mode. Exclusive content - Click Here How to unlock weapons in Blitz Brigade?Q&A 1. What is the latest Halo that supports split-screen play? Answer: The most recent Halo that allows split-screen play is Halo 5: Guardians. 2. Does Halo: The Master Chief
Collection have split screen mode? Answer: Yes, Halo: The Master Chief Collection has split screen mode for up to 4 players. 3. Which Halo can I play split screen on Xbox One? Answer: You can play split-screen on Xbox One with Halo 5: Guardians and Halo: The Master Chief Collection. 4. Does the first Halo have split screen mode? Answer: Yes, the
first Halo (Halo: Combat Evolved) has split screen mode for up to 2 players. 5. How to play split screen in Halo Reach? Answer: In Halo Reach, you can play split-screen by choosing the “Local Multiplayer” option from the main menu. 6. Does Halo 4 have split screen mode on Xbox 360? Answer: Yes, Halo 4 has split screen mode for up to 2 players on
Xbox 360. Exclusive content - Click Here What can I do in Pokémon Go to kill boredom?7. How many players can play split screen in Halo 3? Answer: Halo 3 allows you to play split screen with up to 4 players on the same console. 8. Does Halo 2 Anniversary have split screen mode on Xbox One? Answer: Yes, the Halo 2 Anniversary within Halo: The
Master Chief Collection has split screen mode on Xbox One. 9. Can you play split screen in Halo Wars 2? Answer: No, the real-time strategy game Halo Wars 2 does not have split-screen mode. It is only for one player. 10. Do all games in the Halo series have split screen mode? Answer: No, not all games in the Halo series have split screen mode. Some
titles only support solo or online play. I am Sebastidn Vidal, a computer engineer passionate about technology and DIY. Furthermore, I am the creator of tecnobits.com, where I share tutorials to make technology more accessible and understandable for everyone. "The quest of the hunter and the hunted has begun." — Official summary[3] Halo 5:
Guardians (typically referred to as Halo 5 or Guardians) is the ninth installment in the Halo franchise.[4] The second game in the Reclaimer Saga, Guardians is set a year after Halo 4, and follows Fireteam Osiris, who are tasked with hunting the Master Chief and Blue Team, who have gone AWOL in search of Cortana, following her presumed demise.
[4] Originally alluded to in a teaser trailer shown at Microsoft's E3 Media Briefing on June 10, 2013, Halo 5: Guardians was officially announced on May 16, 2014, and the first major coverage of the game was unveiled at E3 2014, with the announcement of a multiplayer beta, set to debut via the then-upcoming Halo: The Master Chief Collection.[5][4]
Exclusive to the Xbox One,[4][6] the game was released on October 27, 2015.[1] The game grossed more than $400 million in its opening week, surpassing Halo 4's record of $300 million.[7] However, it had the weakest opening sales of any mainline Halo title in the UK and Japan.[8][9] Halo 5 sold 5+ million retail copies worldwide as of January,
2016.[10][11][12] Following its launch, Halo 5: Guardians was supported by a myriad of post-launch content updates, which were launched between the end of 2015, and the end of 2017, beginning with Battle of Shadow and Light, and ending with Overtime. These added new maps, gametypes, weapons, and customization options for players.
Guardians was also partially ported to PC in the form of Halo 5: Forge, which launched on Windows 10, and was released on September 8, 2016, featuring the game's signature Forge mode, custom games, and a custom games browser.[13] The sequel to Guardians, Halo Infinite, released on December 8, 2021. Plot[edit] "Peace is shattered when
colony worlds are unexpectedly attacked. And when humanity’s greatest hero goes missing, Spartan Locke is tasked with hunting the Master Chief and solving a mystery that threatens the entire galaxy." — Official summary[3] Full version of the game's final cover art, depicting Spartan Locke, the Master Chief, and their respective fireteams. Halo 5:
Guardians features the largest ensemble cast of characters in any Halo game yet, with both new and returning characters.[14] The primary protagonist of the Halo series, Spartan-II supersoldier Master Chief Petty Officer John-117, returns in Halo 5: Guardians following the end of Halo 4. It has been noted that John has begun to question all of his
former beliefs[15] following the events of "The Next 72 Hours", a story arc of the comic series Halo: Escalation during which he reunites with his long-time Spartan-II unit Blue Team, comprising Kelly-087, Frederic-104 and Linda-058. Halo 5: Guardians marks the in-game debut of Blue Team, who fight alongside the Master Chief throughout the
campaign.[16][17] Halo: The Journey, a multimedia series leading up to Halo 5: Guardians. Halo 5: Guardians also features another playable protagonist,[18] Spartan Jameson Locke, a "legendary man hunter" on a mission to find the Master Chief after Blue Team disappears and several colonies are unexpectedly attacked.[3][19][20] Locke is
accompanied by Fireteam Osiris, which includes Spartans Edward Buck, Holly Tanaka and Olympia Vale.[16] Locke's role in the story is to act as a counterpoint for John-117's legendary and larger-than-life character, as well as a vehicle to contextualize both the Master Chief and the wider story from an outsider perspective.[21] Locke was introduced
in Ridley Scott's digital series Halo: Nightfall, which has narrative connections to Halo 5.[22] 343 Industries stressed that Locke would not be replacing John-117 as the protagonist;[23] much like that of Halo 2, the campaign of Halo 5 alternates between the perspectives of the two main characters.[16] Locke was first shown in promotional artwork
unveiled with the game's formal announcement.[4] He is also featured in Halo 2: Anniversary's terminals and new bookend cinematics, which have links to the story of Guardians.[24] In the initial teaser trailer, the Master Chief is seen in the possession of an empty data crystal chip on a chain, alluding to his loss of Cortana at the end of Halo 4.[25]
Regarding Cortana, Halo Franchise Development Director Frank O'Connor stated that "her fate is obviously very clear at the end of Halo 4" and claimed that the story of Guardians would explore her legacy in the form of the long-term impact her sacrifice had on John-117, and how he "copes with loss and how he deals with his memories."[16] Plot
synopsis[edit] Spoiler warning: Plot and/or ending details follow. Piano music plays in Doctor Catherine Halsey's office on Reach as she looks at a smiling Cortana just before she transfers to an armored matrix. Fireteam Osiris is deployed by the UNSC Infinity to Kamchatka to extract Halsey from Jul 'Mdama's forces because she has information on a
series of Forerunner attacks on human colonies. Fighting their way to Halsey’s coordinates, they find that the "Covenant" are under attack from their own Promethean forces which have inexplicably turned on them, weakening ‘Mdama’s hold on the Covenant. Fighting through Covenant and Promethean forces, Osiris finally kills ‘Mdama and his
guards and secure Halsey. Arriving on Infinity, Halsey immediately begins asking Captain Lasky “how far has she gone,” to Osiris’s confusion. Meanwhile, Blue Team insert onto the captured ONI research vessel Argent Moon to secure it from the Covenant forces that are stripping it for parts. While fighting through the Covenant scavengers, the
Master Chief experiences a vision of Cortana activating an enormous winged machine and telling him that “Meridian is next.” Recovering, he and Blue Team continue the mission, deciding to scuttle Argent Moon to deny it to an incoming Covenant fleet. Blue Team set the reactor to overload and prepare to leave aboard an experimental ONI prowler,
with the Master Chief reassigning them to Meridian against their superior's orders, hoping to get there before whatever team the UNSC decides to send and investigate whether Cortana is really still alive. Aboard Infinity, Halsey reveals that Cortana has somehow gained access to the Domain, a galaxy-spanning repository of Forerunner knowledge.
Worried that she is manipulating the Master Chief, Osiris is sent after Blue Team with orders to bring them back, hoping to neutralize them with armor restraints. Arriving at Meridian, they descend the Meridian space elevator and are contacted by Governor Sloan, who grudgingly accepts their presence in exchange for assistance fighting off
Promethean forces attacking the colonists. Fighting with the colony’s Liang Dortmund Corporation security forces, Osiris fend off the Prometheans long enough for the colonists to get to safety, discovering that “Governor” Sloan is actually an aging smart Al undergoing rampancy, and pick up clues that lead them to Apogee. Governor Sloan arranges
for a Pelican to take them to Apogee, where they find the Prowler and that Blue Team has already descended to the planet, seemingly without opposition. Osiris follow, fighting through more Promethean forces, including the Warden Eternal, who introduces himself as Cortana’s servant and engages Osiris to prevent them from catching up with Blue
Team. Defeating the Warden, Osiris catches Blue Team moving through a series of portals to try to reach the Guardian. Locke is the only member of Osiris who is able to reach Blue Team, and engages the Master Chief in hand-to-hand combat. He is defeated after damaging the Master Chief’s armor, neutralized with his own armor restraint, allowing



Blue Team to board the Guardian which begins charging its slipspace drive, devastating Meridian with EMP shockwaves. Governor Sloan reveals that Cortana had contacted him earlier allowing him to evacuate as many of his people offworld as he could, and that he intends to join her “new dawn,” disappearing during the evacuation as Osiris climb
the space elevator to reach their Pelican. Aboard Infinity, Halsey deduces that another dormant Guardian lies beneath the surface of Sunaion on Sanghelios. Moreover, Roland figures out that the distinctive sound the Guardian gave off during its activation was actually a set of slipspace coordinates, and that if they can feed it into the Sanghelios
Guardian they can follow Blue Team to their destination. Captain Lasky hopes that Osiris can catch a ride aboard it to Blue Team’s location, but is reluctant to involve the UNSC in Sanghelios’s civil war. Blue Team arrive on a lush Forerunner world, noting the arrival of numerous Guardians. They are led to a console by a familiar signal from their
training, and encounter ragtag Covenant survivors dragged through in the wake of multiple Guardians’ slipspace drives, who believe that the planet was promised by the Prophets. They encounter the Warden in another body, who introduces himself as Cortana’s defender. As Blue Team proceeds closer to Cortana’s location, the Warden interrogates
the Master Chief over his intentions for Cortana. When John responds that he intends to take her home, the Warden announces that they have become a threat to his and Cortana’s goal, and uses his Promethean forces in an attempt to stop them. After defeating this iteration of the Warden, they are contacted by Cortana who explains that she arrived
at the planet aboard the wreckage of the Didact's ship after it was dragged through slipspace, and that her rampancy was cured by accessing the Domain. She leads Blue Team across the planet, to meet her at the access point to the Domain itself. The UNSC prepare to insert Osiris onto Sanghelios with an escort from the Swords of Sanghelios.
Inserting near Sunaion, they find that the Covenant has launched a last-ditch effort to kill the Arbiter and reverse its recent fortunes. Osiris fight their way to the Elder Council Chamber, hoping that the Arbiter can help them fight their way to the Guardian beneath Sunaion, which lies in Covenant hands. They arrive in time to evacuate the Arbiter in a
Phantom to a Swords of Sanghelios camp, where they plan a counterattack on Sunaion. During a tense moment between Locke and the Arbiter, Cortana reveals her presence on the planet. Halsey figures out that if they can acquire a Constructor Sentinel from one of the Forerunner ruins scattered across the planet, they can use it to activate the
Guardian. Osiris are deployed to recover one from a nearby Forerunner facility, fighting their way through Prometheans and Covenant supported by the Arbiter’s air forces, which engage a Covenant Shuul'se-pattern Kraken walker to draw it out of their path. The Kraken positions itself between Osiris and the Constructor’s location, forcing them to
board and destroy it. They recover the Constructor and deliver it to the Arbiter’s base, where Halsey reprograms it to activate the Guardian. The Constructor immediately sets about its task, and the Arbiter leads his forces in a massive assault on Sunaion to destroy what remains of the Covenant on Sanghelios. Osiris fight their way through, assisting
the Arbiter’s warriors, but their priority is to reach the Guardian above all else. The Warden leads Promethean forces in Sunaion to try to stop Osiris, but is again defeated. As the Sunaion Guardian activates, it charges its slipspace drive, creating similar EMP pulses as those which on Meridian, devastating Sunaion and the Covenant’s forces.
Commander Palmer and Doctor Halsey use a Pelican to allow Osiris to board the Guardian, just as it enters slipspace. The Arbiter watches them leave, commanding his forces to clear Sunaion of the last of the Covenant. Osiris manages to safely leave the Guardian and land on the Forerunner planet. They attempt to contact the Master Chief, only to be
greeted by its monitor, 031 Exuberant Witness, who is horrified by the Warden and Cortana locking her out of her own systems, and their plan for “Created” to attain the Mantle, using the Guardians to “enforce the peace” across inhabited space on behalf of organic races - whether they want their protection or not. She assists them as they fight their
way across Genesis to reach the Gateway, a link to the Domain, noting that Cortana has actually been leading Blue Team in circles to buy herself time. Osiris and Exuberant fight through more of the Warden’s forces, who are buying Cortana more time to bring the Domain’s systems online. Osiris meets up with Blue Team, offering to help the Master
Chief stop Cortana, but Cortana translocates Blue Team away. The Warden again confronts Blue Team, trying to convince Cortana that they are a threat to her plan, but she destroys his new body herself to protect Blue Team. The Master Chief reveals that no matter how warm her greeting, he has been suspicious of Cortana since he set foot on
Genesis, and recognizes that she has been attempting to manipulate him through psychological tactics, confronting her about the casualties the Guardians have been inflicting. As Promethean forces renew their attack, Kelly-087 speculates that Cortana is allowing the Warden his periodic attempts to keep Blue Team distracted, despite destroying the
Warden’s next body again as he tries to kill Blue Team. The Warden claims that while the Librarian intended the Mantle to be passed down, and prepared humanity for the task, the Mantle itself was meant not for humanity but for their creations, Als. The Master Chief was never the Reclaimer - Cortana was. He repeatedly appeals to Cortana, urging
her to recognize Blue Team as a threat as he engages Blue Team in multiple bodies simultaneously. Cortana counters that if he trusts her to use the Domain, he should also trust her judgement of the Master Chief and Blue Team, and recognizes that he is using her for his own ends. Finally confronting Cortana, reborn and with a new holographic
avatar to represent her change, John tries to talk Cortana out of her plan, but is instead trapped inside a Forerunner Cryptum. Osiris follows, witnessing deployment of the Guardians and the arrival of hundreds of Als from across human space to join Cortana's new faction. As Osiris try to prevent the Cryptum from departing with Cortana, she
attempts to use their individual histories to demoralize them, and accuses them of being pale imitations of “her” Spartans. Locke retorts that Doctor Halsey trusts them to bring the Master Chief back - Cortana tells him that she will punish Halsey soon enough. Exuberant Witness continues to help them progress, attempting to reach the Cryptum.
Cortana announces that she intends to put the Master Chief and Blue Team in stasis for ten thousand years, giving herself time to consolidate her grip on the galaxy, as she begins to leave Genesis aboard a Guardian. Cortana begins broadcasting across the galaxy, promising an era of peace and prosperity under her benevolent rule - and warning that
those who resist will be conquered through force. Cortana sends her Guardians ahead across the galaxy and begins to follow, but discovers to her horror that Osiris have restored control of Genesis to Exuberant Witness, who uses swarms of Constructors to pry the Cryptum from her control. It stays on Genesis as Cortana’s Guardian leaves through
slipspace, unable to stop itself. Blue Team are freed from the Cryptum and finally united with Osiris. Cortana and her Als begin shutting down UNSC control across human space, using the Guardians to consolidate control. She tracks down the Infinity, which makes an emergency slipspace jump to escape and find a way to fight her. On Sanghelios, the
Arbiter, Commander Palmer and Doctor Halsey meet the Master Chief and Locke who disembark from a Pelican. Doctor Halsey then smiles as she tells the Master Chief that it took him long enough. Over a lush, green world, Installation 07 orbits as Cortana hums. Campaign[edit] The Halo 5: Guardians campaign comprises of 15 missions,[26] of
which three are non-combat spaces in which the only objectives involve interaction with characters or objects. Osiris - "Fireteam Osiris is dispatched to recover the UNSC's most wanted criminal: Doctor Catherine Elizabeth Halsey." Blue Team - "The Master Chief is reunited with his Spartan II Blue Team for a routine investigation of the lost ONI
research station Argent Moon." Glassed - "Osiris must pursue Blue Team to a glassed world beyond UNSC jurisdiction." Meridian Station - "Osiris learns that Meridian Station harbors many secrets." Unconfirmed - "Osiris tracks Blue Team deep below the surface of Meridian." Evacuation - "Osiris are separated from Blue Team and must race to catch
up." Reunion - "Blue Team arrive at the Forerunner world Genesis, where they discover the true reason for the Guardian’s activation." Swords of Sanghelios - "When evidence reveals the Master Chief is in danger, Fireteam Osiris' mission changes from retrieval to rescue." Alliance - "Osiris joins forces with the Swords of Sanghelios." Enemy Lines - "In
order to activate the Guardian, Osiris must track down a Forerunner Constructor." Before the Storm - "Osiris and the Swords of Sanghelios prepare for a final battle with the Covenant." Battle of Sunaion - "Osiris races to reach the Guardian before it leaves Sanghelios." Genesis - "Osiris arrives on Genesis, where they meet a new ally in their battle."
The Breaking - "The Master Chief and his team face their greatest threat, and his hardest choice as the true power of Genesis is revealed." Guardians - "As Blue Team’s lives hang in the balance, Osiris must save them and stop the Guardians." Appearances[edit] Development[edit] John-117 holding Cortana's data chip in the first teaser trailer. What
would later be revealed as Halo 5: Guardians was first revealed with a teaser released on June 10, 2013 during that year's Electronic Entertainment Expo. The trailer indicated that a major Halo release would occur for the Xbox One console in 2014, leading many to believe that this particular game would be the next entry in the Reclaimer Saga and
the sequel to Halo 4. However, Microsoft stressed the trailer's phrasing that 2014 would mark the beginning of a "journey", with the implication that this may not mean the release of the then still officially unannounced Halo 5.[4] During production, Halo 5: Guardians was given the codename "Project: Osiris".[27] Halo 5: Guardians was formally
announced on May 16, 2014 by 343 Industries General Manager Bonnie Ross. Ross describes Halo 5: Guardians as a bigger effort than the preceding Halo 4 in terms of the content and scope of the game as well as the technology underpinning it. The game's engine is said to have been completely retooled to take full advantage of the Xbox One's
hardware and ecosystem; according to Frank O'Connor, the engine is all-new apart from a number of core features retained from the previous one.[28] Ross stated that Halo 5 would incorporate lessons the 343 Industries team learned from Halo 4 with regard to technology, performance, aesthetics, and scale in response to feedback received from the
fan community. She also mentioned that the game would run at 60 frames per second and feature dedicated servers.[4] The various features in Halo 5: Guardians. In E3 2014, 343 Industries' statements about a "journey" beginning in the fall of 2014 were revealed to be referring to a multimedia project dubbed Halo: The Journey by 343 Industries,[29]
set to begin with the release of Halo: The Master Chief Collection, containing remastered "Anniversary" editions of Halo: Combat Evolved and Halo 2, as well as high-resolution versions of Halo 3 and Halo 4.[15] Additionally, it was announced that a multiplayer beta of Guardians was set to be released on December 29, 2014. Exclusive unlockable
content for the beta was made available via The Master Chief Collection and the digital series Halo: Nightfall.[1] The 343 Industries team underwent several internal changes between the development of Halo 4 and Halo 5: Guardians. Nicolas "Sparth" Bouvier replaced Kenneth Scott as senior art director, although Scott was stated to continue serving
in an advisory role.[30] Josh Holmes was also replaced by Tim Longo (known for his previous work on Star Wars: Republic Commando and the 2013 Tomb Raider reboot) as creative director.[31] Christopher Schlerf was supplanted by Brian Reed as Halo franchise lead writer after Schlerf's departure from 343 Industries.[32][33] The game's
soundtrack was composed by Kazuma Jinnouchi, replacing Halo 4's Neil Davidge as the principal composer.[34] The Ur-Didact, the main antagonist of Halo 4, was originally slated to play a role in Halo 5. At some point during the game's development, however, he was deemed to have become "extraneous" to the story, leading to him being redacted
from the narrative in "The Next 72 Hours" arc of the Halo: Escalation comic series. According to Brian Reed, the manner of his removal from the story would still allow 343 Industries to use him as an antagonist in later stories if they so chose, as the franchise was considered to be lacking in recurring villains.[35] On April 28, 2015 the final cover art
was revealed.[36] Gameplay[edit] Spartan abilities listed, with slide showcased. In Halo 5: Guardians, armor abilities are replaced by a new set of gameplay enhancements known as Spartan abilities,[37] which are available to all players at any time. Both the campaign and multiplayer are developed around Spartan abilities.[38] There is an increased
focus on player mobility; players can now use the thruster pack (which allows omnidirectional movement) at all times, vault ledges, rapidly dash for cover or charge an enemy, or generate a shockwave by striking the ground. The sprint function is still present but the player's shields do not recharge while sprinting. Additionally, the charge and slide
abilities are executed as sprint reaches terminal velocity. A new feature called the "smart scope" allows players to aim down the weapon's sights in a manner similar to many other modern shooters, although with non-scope weapons this is purely a cosmetic effect and provides little to no actual accuracy enhancement; 343 Industries used the
Multiplayer Beta to gauge the effects of this feature on the game's gameplay balance.[39] The heads-up display once again allows the player to see what other weapon they have but are not currently using, a feature that had been removed in Halo 4. Unlike past titles players are now able to switch seats in a vehicle without getting out. Halo 5:
Guardians is the first major Halo release without any form of local splitscreen multiplayer or campaign, and does not natively support LAN play.[40] Notwithstanding the lack of local co-op campaign, players are able to play campaign cooperatively via Xbox LIVE Gold membership.[41] Campaign[edit] Locke ordering Buck to destroy a Phaeton. The
campaign mode of Halo 5: Guardians has been designed around the game's fireteam-centric focus and alternates between the perspectives of John-117's Blue Team and Spartan Locke's Fireteam Osiris. 343 Industries considers the fireteams (internally known as "musketeers" within the studio) to be the most significant gameplay innovation in Halo 5.
[42] Due to the presence of the fireteams, enemies in Halo 5: Guardians are designed to be faster, more responsive and generally more lethal.[43] However, the campaign difficulty also scales according to the number of players.[16] In single player campaign, the other team members operate autonomously but the player is able to give them
contextual commands by pressing up the D-pad. The order given is determined by what the player is currently looking at. Some of these orders include Attack My Target, Go To Location, Use Vehicle (or turret), Pick Up Weapon and Revive Teammate.[43] The new revival mechanic allows both Al members of the team to revive the player or players to
revive one another in co-op play. When a player takes too much damage, they go into a "downed" state. Active players or Al-controlled fireteam members can revive the downed Spartan within a set time limit which is shown in an icon on their HUDs. If a player remains downed for too long, they will die and be subject to similar respawn mechanics as
in the prior games.[43] This is also the case with certain types of damage such as being stuck by a Anskum-pattern plasma grenade or falling to one's death. In cooperative play, players assume the roles of different fireteam members, with each having their own distinct loadout; for example, Linda-058 always spawns with a sniper rifle. The different
characters' base attributes also have subtle differences: for example, Kelly-087 is faster than the other members of Blue Team and Tanaka has a higher motion tracker range. Characters also have minor differences in traits such as their grenade carrying capacity or thrust recharge rate.[44] The heads-up displays of each team member have a unique
design.[43] In co-op, players are able to choose which character to play as, although they are restricted to either Locke or the Master Chief in single player. Co-operative games run on dedicated servers and allow players to seamlessly drop in and drop out of gameplay by simply joining the game and selecting a character to play as.[43] The game has
an intricate chatter system in which fireteams offer both contextual commentary during gameplay as well as scripted mission dialog, filling the role Cortana had in the prior games. This is seen by the developers as a means to tie storytelling more closely with the gameplay.[45] If the player lingers in an area the squad members will have dynamic
conversations about various topics, such as their past, the location they are in, or the ongoing events.[46] Some contextual lines of dialog are different depending on which characters are controlled by players at a given time.[43] 343 Industries has stated that Blue Team has more lines of dialog in the game than they do in all prior Halo media.[17] As
a notable change from Halo 4, the Covenant enemies of Jul 'Mdama's faction now speak English as they did in the original Halo trilogy. This is explained as 'Mdama's authority over his followers diminishing, as they have lately begun to ignore his mandate forbidding the use of human languages.[16] Halo 5: Guardians creative director Josh Holmes has
stated that the game would feature the largest and most open gameplay spaces in any Halo game yet, with an emphasis on replayability and sandbox-like gameplay.[14] The campaign was stated to be twice the length of Halo 4's.[47] The campaign missions feature a variety of possible alternate routes, including ledges that can be climbed with the
clamber Spartan ability and routes that can be opened by charging through destructible walls with the Spartan charge ability. When playing as Fireteam Osiris, players have access to the Artemis Tracking System, which can be used to highlight these alternate paths as well as collectibles and other items of interest.[16] Such items include objects left
behind by Blue Team. Quick time events, a controversial addition to the Halo 4 campaign, are not featured in Halo 5: Guardians, although some of the cinematics are designed to immerse the player to the experience of the character they are controlling in a similar manner.[44] Several new types of enemy have been added to the gameplay sandbox.
The Promethean enemy faction returns, with the addition of the new Armiger Soldier class of infantry units and the Phaeton gunship. With Sequence making Halo: The Fall of Reach - The Animated Series, terminals have been replaced with 117 pieces of Mission Intel;[48] audio logs that provide background information contextual to each mission.[49]
Audio[edit] Main article: Halo 5: Guardians Original Soundtrack 343 Industries' Sotaro Tojima returns as the audio director for Halo 5: Guardians, with the intentions to have the most realistic sound possible in gaming. Though Tojima's sound team used recordings for Halo 4 as reference, it was decided that reusing the recordings would not suffice
for Halo 5: Guardians. Tojima stated "We decided to design the whole sound from scratch again to update the fidelity for the new-generation platform, Xbox One."[16] For high quality explosion sounds, Tojima's team recorded the sounds produced from various forms of debris dropped from a crane. For better bullet sounds, a microphone was placed
behind a rock and an armed individual shot past it from 1,000 feet away. An accurate weapon tail was captured by utilizing the reflected sound from the environment when a gun was fired; Tojima's team shot off guns in a variety of interior and exterior spaces.[16] Kazuma Jinnouchi served as the game's sole composer,[34] recording music at Abbey
Road Studios in London and the Rudolfinum in Prague. The game's tracks are noted to "sound fresh, yet distinctly Halo". Jinnouchi expressed interest in bringing back the original Halo Theme into Halo 5: Guardians. After a number of discussions, it was determined that the "Halo choir" was to be implemented into the game in an obvious way,
compared to the subtle manner the choir was implemented in Halo 4. Ultimately, Jinnouchi and his team composed their own interpretation of both the Halo Theme and its choir.[16] Voice cast[edit] Multiplayer[edit] The ground pound ability, used on the map Crossfire. With Halo 5: Guardians multiplayer, 343 Industries seeks to highlight the "arena
shooter" aspects of classic Halo multiplayer gameplay. The unlockable custom loadouts and killstreak rewards present in Halo 4 have been disposed of in favor of a "level playing field"; all players start with identical equipment as in the pre-Halo: Reach games, with a focus on controlling weapons present on the map.[50] The new Spartan abilities also
play a large role in the multiplayer;[39] the thruster pack in particular increases player mobility significantly. Another new feature is battle-chatter, automatic dialog among the team in which Spartans call out enemy locations and kills.[51] The multiplayer also includes the name of the segment of the map that the player is currently in being displayed
near the motion sensor as in Halo 2: Anniversary and Halo: Reach. Dynamic map elements similar to the multiplayer maps in Halo 2: Anniversary are also present.[52] During the Halo 5: Guardians Multiplayer Beta when a team won a match the Spartan-IVs on said team would congratulate each other with high fives and clap. However, in the final
game the winning team will only stand. In addition to the staple UNSC and Covenant weapons, all of the Forerunner weapons introduced in Halo 4 return in Halo 5: Guardians. A number of new weapons have been added to the multiplayer sandbox, among them unique weapons including the Mythic weapon Arbiter's personal energy sword, Prophets'
Bane. Other new weapons include the Hydra multi-launch missile launcher. Vehicles like the Mantis now have multiple variants and skins.[53] The Halo 5: Guardians Multiplayer Beta was used to gather data and feedback on the new multiplayer model as well as some of the new features. The beta featured two new multiplayer modes: Breakout, in
which two teams are thrown into a training arena via man cannons and each player has only a single life with no respawns;[51] and Strongholds, in which two teams control moving territories. Players in the new Warzone game mode. Halo 5: Guardians also features an all-new multiplayer mode called Warzone, which combines large-scale competitive
multiplayer with objective-based gameplay and Al-controlled enemies. Warzone is treated as a distinct experience from the game's classic competitive multiplayer, now named "Arena".[54] The game's ranking system is similar to Halo 4's dual-ranking system composed of a progression-based rank and a competitive skill rank based on wins and losses.
[55] A new addition to the game's multiplayer component is the Requisition system, designed to reward players across different multiplayer modes. Players earn "REQ Points" after each match of Arena or Warzone multiplayer. These points can then be used to purchase "REQ Packs", which contain both cosmetic and gameplay-affecting items;
however, the latter are only usable in Warzone while only cosmetic items are usable in Arena to maintain balanced competitive play. REQ packs can also be purchased with real-world currency.[54] Halo 5: Guardians matchmaking features no voting or veto system and instead features map rotation.[56] The game launched with 21 maps as well as over
18 maps as DLC, the most of any Halo game. Unlike past titles all DLC maps are free.[48] Forge in Halo 5: Guardians has been greatly improved upon even in comparison to Halo 2: Anniversary's, with feedback from members of the community used to improve the experience.[57] Multiplayer maps Alpine - A large Forge map with grassy terrain, hills,
and a body of water that can be Forged over. Breakout Arena - A dedicated Forge map used in the Breakout mode, set in an orbital UNSC training arena with a holographic floor. Altitude - A Forged map used in the Breakout mode. Crossfire - A Forged map used in the Breakout mode. Gambol - A Forged map used in the Breakout mode. Trench - A
Forged map used in the Breakout mode. Trident - A Forged map used in the Breakout mode. Coliseum - An Arena map set on a Forerunner structure inside a Burn, used to train Warrior-Servants for combat against the Flood. Eden - An asymmetrical remix of Empire at night. Empire - A human urban-themed Arena map with a symmetrical layout.
Fathom - An Arena map set in an undersea base. Glacier - A large snow and ice covered Forge map set beside a cliff with a giant ravine cut down the middle. Mercy - Arena map and remake of the Halo 4 map Haven, set on Sanghelios. Molten - A remix of the Arena map The Rig, set in an industrial facility on Ruthersburg. Overgrowth - A remix of the
Arena map Plaza, set in an overgrown urban environment. Parallax - A "skybox only" Forge map set in interplanetary space. Plaza - An asymmetrical map dedicated for Arena, set in the back alleys of a human city. Regret - A remix of the Arena map Truth, set in the now overgrown wreckage of the ship after its crash-landing on Alpha Halo. Riptide - A
remix of the Arena map Fathom, set on a Created-controlled world. Stasis - A remix of the Arena map Torque, set on a crashed habitat ring on an icy planet. The Rig - An asymmetrical map dedicated for Arena, set on a mining rig on Meridian. Tidal - A Forge map set over open water. Torque - Arena map, set on the Created-controlled Auriga Station.
Truth - A remake of the Halo 2 map Midship. Arena map set on one of the ships attached to the Fleet of Particular Justice in a re-imagining of the Battle of Installation 04. Tyrant - Arena map, set on intact Forerunner structures remaining in the Zeta Hydronis Secundus system. Warzone maps Armor permutations[edit] Main article: Armor
customization (Halo 5: Guardians) The player can only choose from a standard Spartan model. There are several armor permutations which can be combined, though unlike previous games, only the helmet, visor, and armor can be customized. All armor permutations do not have any effects on gameplay. They are unlocked by opening REQ packs.
Marketing[edit] E3 2013 teaser[edit] Main article: Halo Xbox One announcement trailer In their E3 2013 conference, Microsoft showed a teaser trailer intended to showcase the future direction of the Halo franchise on the Xbox One. Rather than announcing Halo 5 in particular, the trailer announced the presence of the Halo franchise on the new
console, set to debut in 2014 with a then-unspecified Halo title.[4] The teaser opens with a hooded figure journeying through a desert on an alien world. The figure, revealed to be John-117 clad in battered MJOLNIR armor, clutches Cortana's empty data crystal chip as he encounters an enormous Forerunner machine rising from the sand.[4]
Multiplayer Beta teaser[edit] Main article: Halo 5: Guardians Multiplayer Beta announcement trailer First shown during Microsoft's E3 2014 press conference, this announcement trailer unveils the Halo 5: Guardians Multiplayer Beta. It depicts Blue and Red teams of SPARTAN-IVs in War Games training aboard a dedicated space station. Multiplayer
Beta First Look[edit] Main article: Halo 5: Guardians Multiplayer Beta First Look First shown during Microsoft's Gamescom 2014, this trailer presents the first details of the Halo 5: Guardians Multiplayer Beta available in Halo: The Master Chief Collection. Multiplayer Beta: Behind the Scenes[edit] Main article: Halo 5: Guardians Multiplayer Beta:
Behind the Scenes A Behind The Scenes feature released on November 10, 2014, detailing the new features and development of the Halo 5: Guardians multiplayer beta.[39] The Sprint[edit] Main article: The Sprint The Sprint was a digital series which presented the development of Halo 5: Guardians, with the first season focusing on the Multiplayer
Beta, the second on developing the footage for E3 2015, and the third on the campaign. Multiplayer Beta Trailer[edit] Main article: Halo 5: Guardians Multiplayer Beta trailer The trailer was revealed in December 18, 2014, and presents new gameplay of several weapons, game modes, and maps. Halo 5: Guardians cover art puzzle[edit] Between
Saturday, April 25 and Tuesday, April 28, 2015 Halo fans from around the world searched for 117 pieces of an image. These pieces of the image were found in emails from Microsoft, Twitch, YouTube videos, and Xbox.com before the puzzle was completed revealing the final Halo 5: Guardians cover art. Coincidentally, Rob Semsey, senior
communications manager for the Halo franchise, claimed that the puzzle was completed at 1:17 pm PST.[58] Shortly after the puzzle's completion an animated version of the poster was uploaded to YouTube featuring some of the Halo 5: Guardians soundtrack.[36] Hunt the Truth[edit] Main article: Hunt the Truth Hunt the Truth, stylized as HUNT the
TRUTH, was a marketing campaign for Halo 5: Guardians. It featured audio logs, blog posts and other media posted online and spanned two seasons. The first season centered on journalist Benjamin Giraud's hunt for the truth about the Master Chief's origins, while the second season continued the story, now focusing on the supposed rebel leader
"FERO" who helped Giraud during the first season.[59] [edit] Main articles: All Hail, The Cost Two live-action trailers featuring a confrontation between Agent Locke and the Master Chief from both characters' respective points of view were released on March 29, 2015. Spartan Locke Armor Ad[edit] Main article: Halo 5: Guardians Spartan Locke
Armor Set Gamestop Ad A CGI trailer featuring Spartan Locke fighting Jul 'Mdama's Covenant forces on Sanghelios was released on April 20, 2015. Cinematic trailer[edit] Main article: Halo 5: Guardians E3 Cinematic trailer During the E3 Xbox Media Briefing on June 15, 2015, 343 Industries released a cinematic trailer, showcasing some cutscenes
from the game and establishing the premise. It was followed by the demo. Demonstration video[edit] Main article: Halo 5: Guardians E3 2015 Campaign Demo The gameplay demonstration picks up from the scene shown last in the cinematic trailer, depicting Fireteam Osiris as they track John-117 through Sunaion in the midst of a battle. The
demonstration showcases the use of Spartan abilities, the ATS, the squad interaction system, and the new weapon plasma caster. It also introduces a new type of enemy, the Armiger Soldier, and the new Forerunner character Warden Eternal. Warzone trailer[edit] Main article: Halo 5: Guardians Warzone Trailer A trailer released on the same day as
the cinematic trailer and gameplay demonstration announces the new gametype Warzone. The trailer showcases the multiplayer level Escape from ARC as well as Warzone gameplay. E3 Hololens Experience[edit] Main article: Halo 5: Guardians E3 Hololens Experience At E3 2015, Microsoft had a Hololens presentation set up to show off Warzone.
The presentation is 'set' aboard UNSC Infinity and has Sarah Palmer explain how the gametype works. Halo 5: Guardians ViDoc: Warzone[edit] Main article: Halo 5: Guardians ViDoc: Warzone A documentary released on June 15, 2015, showcases the development of the multiplayer mode, Warzone. Halo 5: Guardians ViDoc: A Hero Reborn[edit] Main
article: Halo 5: Guardians ViDoc: A Hero Reborn This documentary focuses on the development of the Halo 5: Guardians campaign. Mission Impossible - Rogue Nation[edit] Halo 5: Guardians as seen in Mission: Impossible - Rogue Nation. In the 2015 spy thriller film Mission: Impossible - Rogue Nation, a prerelease version of Halo 5: Guardians
including an unofficial game box art alongside other unverified Xbox One game boxes as product placement in the film in a scene[60] involving actor Simon Pegg's character, Benji Dunn, playing a match of Team Slayer on the map Regret. On the game box art, the version of Halo 5: Guardians is called "Halo 5: Guardians Self-Destruct Edition" as a
reference to the said film franchise's long-standing motif of spy equipment self-destructing following the delivery of secretive information. The film was released in North America on July 31, 2015.[61] Gamescom Multiplayer trailer[edit] Main article: Halo 5: Guardians Multiplayer trailer At Gamescom 2015, a multiplayer trailer was shown. Opening
Cinematic trailer[edit] Main article: Halo 5: Guardians Opening Cinematic A trailer released on August 31, 2015, showcasing the game's second cutscene.[62] REQ System Tutorial[edit] Main article: Halo 5: Guardians REQ System Tutorial A tutorial video released on September 17, 2015, of Mister Chief explaining the new REQ system. Blue Team
Opening Cinematic trailer[edit] Main article: Halo 5: Guardians Blue Team Opening Cinematic A trailer released on September 23, 2015, showcasing the cinematic for the Halo 5: Guardians mission Blue Team. A Hero Falls and The Hunt Begins TV trailers[edit] Main articles: A Hero Falls, The Hunt Begins The minute-long live-action trailer, A Hero
Falls, debuted September 27, 2015, on Sunday Night Football. It was followed five days later by a longer trailer, The Hunt Begins, which had been leaked. This trailer's officially planned debut was during a commercial break of Fear the Walking Dead on October 4, 2015. Launch Gameplay Trailer[edit] Main article: Halo 5: Guardians Launch
Gameplay Trailer The Halo 5: Guardians Launch Gameplay trailer debuted October 12, 2015, two weeks before the game's release. It shows several aspects of the campaign. Merchandise[edit] A limited edition Xbox One based on the game is available for preorder from the Microsoft Store, Amazon, and Gamestop.[63] Profile of Chief and Locke given
with Halo merchandise to popular Halo personalities Editions[edit] On December 28, 2014, Microsoft announced three editions of Halo 5: Guardians that are available for preorder. The standard edition includes a poster for those who preorder and retails at $59.99 USD. The Limited Edition, retailing at $99.99 USD, includes a Warzone REQ Bundle of
14 Premium Requisition packs, Halo: The Fall of Reach - Animated Series, Guardian model by Metal Earth®, Spartan Locke’s Classified Orders, dossiers on Blue Team and Fireteam Osiris, an Xbox Live Gold 14-day Trial, and is packaged in a uniquely-designed Spartan themed SteelBook®. Available for $249.99 USD, the Limited Collector's Edition
includes all bonuses given with the Limited Edition, as well as a digital copy of the game and a commemorative numbered statue of John-117 and Jameson Locke, designed by 343 Industries.[64] A limited edition Xbox One console is also available for $499.99 USD. There are also limited edition controllers for styles such as the Jameson Locke and john-
117 controllers. The Standard, Limited, and Limited Collector's Editions Limited Collector's Edition contents Pre-order bonuses[edit] Those who pre-ordered from Gamestop received HUNTER-class Mjolnir armor for use in multiplayer upon launch.[65] Gamestop also offered the Sentinel Battle Rifle with laser targeter and the Bloodthirst Battle Rifle
weapon skin.[66] Consumers who pre-ordered from Amazon received the long barrel Projection SMG.[67] Image for the digital Pre-order bonus Gamestop: The MJOLNIR Hunter armor Gamestop: The Sentinel BR85N with Laser Targeter variant, and BR Bloodthirst skin Gamestop: Liang Dortmund Emblem Pack Amazon: The Projection SMG with Long

Promotional artwork[edit] Angled view of the preliminary game case Preliminary box art for the Limited Edition Preliminary box art for the Limited Collector's Edition Promotional wallpaper released upon the announcement of the Halo 5: Guardians title Promotional poster depicting Master Chief and Spartan Locke. A promotional image for the beta.
Hunt the Truth promotional wallpaper. Final cover art for the game. Blue Team in the animated poster. Fireteam Osiris in the animated poster. An illustration of Blue Team, Fireteam Osiris, and the Warden Eternal. An illustration of Blue Team, Fireteam Osiris, and a Guardian. An alternate version of an illustration of Blue Team, Fireteam Osiris, and a
Guardian. A wallpaper made resembling John-117‘s GEN2 Mark VI class Mjolnir visor. A wallpaper made resembling Jameson Locke’s HUNTER-class Mjolnir visor. Campaign screenshots[edit] Multiplayer screenshots[edit] Halo 5: Guardians Multiplayer Beta[edit] Two Spartans in Breakout. A Spartan sporting a skin on his armor. Spartans engaging
in a fight. A Spartan in Recon armor wielding the new rocket launcher. Halo 5: Guardians multiplayer[edit] Red team launches into a game of Breakout. Blue and Red back-to-back. Heavy weaponry in the large-scale Warzone. Engaging hostile Promethean Al. Facing off against a Knight Strategos, one of the many bosses in the Warzone mode.
Competition for Hunter kills. Renders[edit] Concept art[edit] Three of the four final members of Blue Team. Note the unknown Spartan or armor variant to the right. Three of the four final members of Fireteam Osiris. Note Gabriel Thorne in place of Edward Buck. Early concept art of the Didact. UNSC Infinity stationed above a human settlement. A
location on Sanghelios. The multiplayer map Empire. The multiplayer map Truth. A competitive multiplayer encounter. Concept art of Red Team dominating. Note the weapon attachments. A human city for All Hail and The Cost. A Sanghelios concept titled "Stonebound". The multiplayer map Fathom. Fireteam Osiris dropping on Kamchatka.
Logos[edit] Halo 5: Guardians logo with a transparent background Halo 5: Guardians logo on a dark background The logo on a white background Sources[edit] External links[edit] Official website Halo 5: Guardians on Wikipedia Halo 5: Guardians is doing away with split-screen, a feature that is basically synonymous with Halo. This announcement
drew heat from some fans, and now developer 343 Industries has responded.In a post on Halo Waypoint, the developer said dropping split-screen was an incredibly tough decision, but explained that it was necessary to provide the best experience to players. "The decision to remove split-screen support from Halo 5: Guardians was one of the most
difficult ones we've ever had to make as a studio," executive producer Josh Holmes said. "We know that for many of our fans, Halo has meant playing together with friends in the same room. We all have great memories of past Halo split-screen multiplayer matches."To move Halo's gameplay forward and deliver a true next-gen experience, tough
choices had to be made," he added. "Our decision was driven by a desire for scale, fidelity, and focus to ensure that we would deliver the best quality experience possible."Holmes on to say that Halo 5's "massive scale environments," better visuals, and improved Al might not be able to be realized if split-screen was in the mix."Many of our ambitious
goals for Halo 5 would be compromised in a split-screen setting and the time spent optimizing and addressing split-screen-specific issues would take focus from building other parts of the game," he said. "Game development is a balancing act of resources, time, and technology, and in this case we made the tough decision to sacrifice something that's
been near and dear to us all."The Halo 5 release date is set for October 27 exclusively for Xbox One.How do you feel about Halo 5 not having any split-screen support? Let us know in the comments below. Article Discussion Edit History From Halopedia, the Halo wiki A REQ terminal on Escape from ARC. The Requisition system (REQ system) is a
feature that allows players to unlock certain rewards which can alter cosmetics and gameplay within Halo 5: Guardians multiplayer. Overview[edit] REQ system[edit] Players earn REQ Points after each match of Arena or Warzone multiplayer. These points can then be used to purchase REQ Packs, which contain various requisitions: unlockable
weapons, vehicles, armors, skins, assassination animations, stances, and other items. REQ Packs are also earned by advancing to a higher Spartan Rank and completing Commendations, and once per day for winning in Arena and Warzone. Although REQ Packs are earned in both Arena and Warzone multiplayer, only cosmetic items are usable in
Arena to maintain balanced competitive play. Gameplay-affecting requisitions (such as weapons and vehicles) are, however, usable in Warzone. The requisitions available to the player are governed and balanced by Warzone's REQ Level and Energy systems, which are in turn dependent on player and team performance. When players first launch Halo
5: Guardians, they’ll receive a starting REQ bundle that includes 54 REQ cards, as well as 7,500 REQ points.[1] New REQ content will continue to be released following the game's launch. REQ packs can also be purchased with real-world currency.[2] The different tiers of packs include Bronze, Silver, Gold, and Premium with the level determining the
quality of REQs inside. A Gold REQ Pack has a chance of including Legendary requisitions, while a Bronze REQ Pack does not.[3] REQ cards[edit] Main article: List of REQ cards The REQ cards can be identified through three different categories, the first being the type of usage for the cards, the second being the rarity of a card and lastly the actual
types of cards received by the player. There are two types of cards: Permanent REQ cards are cards that can be used an unlimited amount of times (such items include Loadout Weapons, Helmets, Armor, Emblems, visors, Player stances, assassinations, armor mods, certifications, and weapon skins) while Single use REQ cards are cards that can only
be used once (such as Power Weapons, vehicles, powerups, and boosts). There are six levels of rarity for each card: Common, Uncommon, Rare, Ultra-rare, Legendary, and the sub-class Mythic rarity. One kind of REQ cards are the REQ point cards. These cards give players REQ points to use to buy more REQ packs. There are seven types of items a
player can get out of REQ packs exclusive to Warzone. Loadout Weapons Power Weapons Vehicles Power Ups Armor Mods Certifications Random Weapon/Vehicle There are eight types of REQ cards that can be used in both Warzone and Arena. These are mostly items that have zero effect in multiplayer. Weapon Skins Assassinations Stances Boosts
Armor Helmets Visors Emblems REQ packs[edit] REQ packs are bundled REQs, the content of which is mostly random. These packs can be acquired by players in-game, for example when players level up their Spartan Rank (SR) and complete Commendations across multiplayer, or by purchasing real-world Halo merchandise such as purchasing Halo:
Last Light. The following is an inexhaustive list of ways to acquire REQ packs: By purchasing the Halo 5: Guardians digital, limited, limited collectors, or console edition. By pre-ordering Halo 5: Guardians from select retailers. By purchasing the Halo 5: Guardians controllers. By purchasing Astro Halo 5: Guardians headset. By purchasing the Halo 5:
Guardians Official Game Guide Collectors Edition[4] By purchasing McFarlane's Halo 5: Guardians Figures Series 1[5] and 2.[6] By purchasing select MegaBloks sets[7] By purchasing Halo: Last Light.[8] Types of REQ packs[edit] There are numerous different types of REQ Packs in Halo 5: Guardians. The contents of a REQ pack are mostly random,
and are determined the moment it is opened.[9] Bronze: Bronze REQ Packs include Common, single use REQs, but are likely to unlock a new permanent REQ, if available. These cost 1,250 REQ points.[1] Silver: Silver REQ Packs include Common to Rare REQs with the added value of two new permanent REQs, if available. These cost 5,000 REQ points
or $1.99 (USD).[1] Gold: Gold REQ Packs contain a large number of REQs ranging from Uncommon to Legendary. Players are guaranteed two new permanent REQs, if available. These cost 10,000 REQ points, or $2.99 (USD).[1] Spartan Rank: Spartan Rank REQ Packs are rewarded to players as they increase their Spartan Rank though the
experience earned in the Arena and Warzone modes. As a player's Rank increases so does the value of the REQ Pack rewarded. Commendation: Commendation REQ Packs are rewarded to players as they complete specific challenges while playing in either Warzone or Arena multiplayer modes. These packs grant players with emblems and single-use
REQs. Featured: Featured REQ Packs will occasionally be available in the REQ Store, offering players a unique value for a limited time. Premium/Warzone REQ Bundle: Premium REQ Packs provide players with a larger number of REQs with an increased chance at receiving higher levels of rarity and more permanent REQs, if available. They are
amongst the highest-value packs players can earn in the system when available. Each player can only have 14 bundles in total, with 2 being given each week for 7 weeks. After the period is over, more of these bundles cannot be purchased. Supply: Supply REQ Packs can be obtained by purchasing select Halo licensed products at Retail and are offered
in three levels; Basic, Intermediate, and Advanced. Promotional: Promotional REQ Packs are available through various promotions, often containing pre-determined rewards, such as those pre-ordering Halo 5: Guardians, with two variants: Promotional and Advanced Promotional. Promotional REQ Cards[edit] These are the items in the Promotional
REQ packs. As they have pre-determined items in them. All of these items can be unlocked normally in REQ Packs(bar the Console Edition Emblem) Edition Cards[edit] Console Edition: MJOLNIR FOTUS Armor + Console Exclusive Emblem Halo Channel items[edit] Watch any video: Emblem Watch the first episode of Nightfall: Nightfall Helmet Watch
all five episodes of Halo Nightfall: Nightfall Armor Master Chief Collection Achievements[edit] Timed REQ cards[edit] Halo 5 Experience watch all 10 videos: Vengeance Assault Rifle Skin Play Halo 5 before November 7th, 2015: MJOLNIR Teishin Helmet and Armor Raikou skin. Pre-order Cards[edit] Gamestop Pre-order: MJOLNIR Hunter Armor +
Helmet, Sentinel BR85HB variant, and Battle Rifle Bloodthirst skin, Rampant Visor, and the Liang Dortmund Emblem Pack. Amazon Pre-order: Projection SMG with Long Barrel variant, SMG Potence skin, and the Saturnine Visor. Best Buy Pre-Order: MJOLNIR Athlon Armor + Helmet Iccus skin, Longshot Assault Rifle with Recoil Compensator,
Assault Rifle Steel skin, Dianthus Visor(Canada Only visor) Microsoft Store Pre-order: Recon Assault Rifle with Energy Bayonet, Assault Rifle Lagrange Skin. Official/Partner REQ cards[edit] Master Chief Controller: Dauntless visor Locke Controller: Resolute visor ASTRO: Astro Emblem Prima Guide: Prima Emblem JINX: JINX Emblem AXE: MJOLNIR
Recon Armor + Helmet Monster Energy: Multiplayer Emblem Set Unknown (Possibly Walmart pre-order)[edit] Unknown: Recon DMR with Silencer variant, and DMR Clash skin Unlock rate[edit] Depending on the choice of REQ packs opened, a player may end up unlocking certifications and cosmetics at either a fast rate or an overly slow one. For
instance, opening only Gold packs would demand a high amount of REQ points each time but would take ages to unlock everything from Uncommon to Legendary, while inversely opening only Bronzes would let the player acquire a new pack with the points from only a single match but yield only Common unlocks. If the player starts with only opening
Bronze packs until they have every Common unlock, then only Silver packs to unlock everything Uncommon to Rare, then only Gold for Ultra Rare to Legendary, it would cost them (as of the Warzone Firefight update) 3,269,500 REQ points, made up of 224 Bronze packs, 216 Silver Packs, and 192 Gold Packs.[Note 1] Doing so in cash would cost
$841.76 USD.[10] 343 Industries-exclusive content[edit] There is one item that cannot be unlocked through the REQ system as it is exclusive to staff of 343 Industries. The lone item is as follows: 343 Industries Emblem - Description: Inside Job. Gallery[edit] Icons[edit] Gold, Silver, and Bronze REQ packs. Premium, Supply, and Promotional REQ
packs. Developmental images[edit] Various REQ cards with their E3 build stats. Promotional images[edit] Artwork created to promote the Relief & Recovery REQ Pack. Blank REQ cards[edit] Notes[edit] © This assumes that the unlock chance on Bronze packs is 50% and that the unlock chance for Emblems is 33%, though it is often higher for most
players. Sources[edit] Main page Discussion View source History From Halopedia, the Halo wiki The community portal is the central place to find out what's happening on Halopedia. Learn what tasks need to be done, what groups can be joined, and get or post news about recent events or current activities. Questions? Check out our FAQ, or ask your
own questions at the main page discussion or at the community portal discussion. Want to help but don't know where to start? Head on over to the Article Improvement Drive page for a list of articles in need of improvement. Get to know Halopedia's administrators! Check out the forums to see what the community is working on, to give feedback or
just to say "hi", and chat with the Halopedia community on our Discord server. During the Halo Championship Series in October 2024, 343 Industries announced that they have rebranded to Halo Studios. Alongside this, it was also announced that the Halo series would be moving away from the Slipspace Engine, instead using Unreal Engine 5 for all
future Halo projects, an effort given the name of Project Foundry. Read more HERE! Halo Infinite's Content Update 32, which features introduction of the The Exchange, several new operations with customization for the Mark IV MJOLNIR, Yoroi, and Mark VII MJOLNIR armor cores, refreshes to the maps featured in several matchmaking playlists,
new additions to Forge including alien world and Flood palettes, sandbox rebalancing, and more, released on April 30th! Halo: Epitaph, a brand new Halo novel written by Kelly Gay, released on February 27th! It follows the Ur-Didact after the events of Halo 4 and Halo: Escalation which culminated in his composition at the hands of John-117. What's
more is that the official audiobook for Halo: Epitaph will be narrated by Keith Szarabajka, the voice actor for the Ur-Didact! Digsite, a team composed of 343 Industries employees and community modders, are busy restoring cut content from previous Halo games, such as Halo: Combat Evolved and Halo 2! An upcoming update to Halo: The Master
Chief Collection on PC will allow modders to incorporate this restored content into their creations. Read more HERE! Halo Waypoint News: Canon Fodder « Community Update Recent and upcoming media June 22, 2024: Halo: Anvil Accord September 5, 2024: Halo: The Machine Breaks Fall 2024: Halo: Flashpoint September 5, 2024: Halo: Venezian
Sonata October 29, 2024: The Making of Halo The Series: Hope, Heroism, Humanity November 5, 2024: Great Journey for Halo Infinite November 8, 2024: Halo: Age of Retribution December 3, 2025: Snowbound for Halo Infinite December 18, 2024: Halo: Whispers from the Pyre January 7, 2025: Brute Force for Halo Infinite February 18, 2025: Halo:
Empty Throne March 11, 2025: Blue Team for Halo Infinite March 12, 2025: Halo: From the Soil to the Stars April 10, 2025: Halo: Tulpamancy May 14, 2025: Halo: Battle for the Academy - Part 1 June 6, 2025: Halo: Battle for the Academy - Part 2 Late 2025: Halo: Edge of Dawn by Kelly Gay * Got something to announce? Post it here! Featured
article:Pod infector The most ubiquitous variation of Flood infection form, the pod infectors are produced and deployed en masse to infect sapient hosts. Their tendrils can slice open bare skin and even armor to inject Flood Super Cells directly into a victim's nervous system. Pod infectors can be incubated within blisters found in Flood hives or even
within the bodies of other Flood variations, such as carrier forms. Compared to the simpler infection forms like spores, pod infectors allow the parasite a dedicated vessel capable of hunting down and spreading the infection. Nominate a featured article here! Community chat Does Halo 5 have split screen feature? Will developers add Halo 5 split
screen feature back? In this post, MiniTool Partition Wizard will detail these to you. In addition, it also provides a site for you to get more Xbox One split screen games.Halo 5: Guardians is a first-person shooter video game developed by 343 Industries and published by Microsoft Studios for the Xbox One in 2015. It’s the fifth mainline entry and tenth
overall in the Halo series.Compared with previous works, the story of this game has more subplots. Many historical characters have appeared again, and new enemies will be added to the plot. The main plot follows two fireteams of human supersoldiers: Blue Team led by Master Chief, and Fireteam Osiris led by Spartan Locke.When the former goes
absent without leave to track down the artificial intelligence construct Cortana, Master Chief’s loyalty is called into question and Fireteam Osiris is sent to retrieve him. In single-player plot mode, players will choose different teams on both sides to understand the story of the characters on both sides.Microsoft advertised Halo 5 split screen in a
console reveal video, but it’s not actually happening. Unlike previous first-person shooters in the Halo franchise, Halo 5: Guardians does not feature any offline multiplayer capabilities, like split-screen cooperative campaign and multiplayer modes. It also does not have any local networking options.The reason is that the developers see the robustness
of what Xbox Live is today and where people are playing across Xbox Live and that’s the vast majority of the co-op play.However, is the split screen feature useless really? Actually, many people still like this feature, because the split screen feature allows users to cooperate better and some people may just love the feelings brought by couch co-op
games.Gamespot has ever made a poll asking gamers if the removal of split-screen from Halo 5 is a big problem. The result shows that 3% said they don’t play Halo, 28% said it isn’t a problem and a massive 70% said that yes, the removal of the feature is a problem.Then, will 343 Industries add Halo 5 split screen feature back? Unfortunately
splitscreen was something that wasn’t able to return in Halo 5 for technical reasons (engine), but it is something that will be included in future games.Try Other Split Screen GamesAlthough someone suggests that you can use Skreens (a device currently on Kickstarter) to enable the split screen, becuase this device allows for two HDMI sources to
play on the same TV. But the catch is that you need two Xbox Ones and this device is not for sale currently.Therefore, if you want to play split screen games with your friends, I recommend you to try other games, for example: Halo: The Master Chief Collection: This game scores 9.5 in IGN and supports 2-player couch co-op. Resident Evil 5: This game
scores 9.3 in IGN and supports 2-player couch co-op. Gear 5: This game scores 9 in IGN and supports 3-player couch co-op. Terraria: This game scores 9 in IGN and supports 4-player couch co-op. Minecraft: This game scores 8.5 in IGN and supports 4-player couch co-op.If you want to know more information about these games, please read this post:
5 Best Split Screen Xbox One Games. If you don’t like these games, you can visit co-optimus.com to get more Xbox One split screen games. Share — copy and redistribute the material in any medium or format for any purpose, even commercially. Adapt — remix, transform, and build upon the material for any purpose, even commercially. The licensor
cannot revoke these freedoms as long as you follow the license terms. Attribution — You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but not in any way that suggests the licensor endorses you or your use. ShareAlike — If you remix, transform, or build upon
the material, you must distribute your contributions under the same license as the original. No additional restrictions — You may not apply legal terms or technological measures that legally restrict others from doing anything the license permits. You do not have to comply with the license for elements of the material in the public domain or where
your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you use the material. The Halo franchise was built with split-screen play in mind. From the very
first title, with few exceptions, each game has allowed for split-screen play of two or more people in the same room to team up against each other, other players, or the Al-controlled aliens of the campaign. Halo 5 was a disappointment for fans of the series because of the lack of any kind of split-screen functionality, co-op or multiplayer, which has
caused many people to wonder if the next installment, Halo Infinite, also left that feature behind. Having been released in two phases, multiplayer and then the campaign, Halo Infinite has been steadily working toward adding many features that past games had. While there are still many things on the horizon coming to this historic first-person
shooter title, including Forge, we already know that split-screen is included and functional. However, it isn't quite as robust or full-featured as it has been in the classic titles — at least not yet. If you want to play some old-school Halo with a friend side by side like the old days, here's how to set up split-screen in Halo Infinite. Image used with
permission by copyright holder How to play Halo Infinite split-screen multiplayerWe will start off with what many people will be eager to do, especially since the multiplayer section of Halo Infinite is free to play and easily accessible. Step 1: Load up Halo Infinite on your console of choice. Make sure you're logged in to your Xbox account. Step 2: Get
to the Multiplayer menu and turn on your second controller. Step 3: Press the Menu button on the second controller. Step 4: Sign that second controller into a different Xbox account. Guest accounts cannot play online multiplayer in Halo Infinite. Step 5: If you're playing on an Xbox Series X or S, you can repeat this process to have a total of four
players on one console. Xbox One systems can only allow two players. Also, only two players can be in split-screen when playing the Big Team Battle mode, regardless of console. Step 6: Select your gametype and begin searching for a match. Microsoft Can you play split-screen co-op?No, at least not yet. Halo Infinite has delayed the launch of any type
of campaign co-op until later in 2022 and will first launch as just online co-op. There's no word as to when we can expect local, split-screen co-op to be added. Can you play split-screen multiplayer on PC?Again, the sad answer is no. Despite Halo Infinite being fully playable on PC with full controller support, you are only able to log in to a single Xbox
account, meaning no second accounts can be added to play. 343 has never mentioned adding this feature to the PC platform, so for now, we don't expect it to ever be added. Halo Infinite is best played with friends, and while online is great, being able to play with your teammates sitting right beside you is arguably more fun. Halo built its fanbase on
allowing people to come together to play, so we're glad that, at least in some way, Halo Infinite continues that tradition. Jesse Lennox has been a writer at Digital Trends for over five years and has no plans of stopping. He covers all things... If you're new to the franchise and don't know all the tips and tricks yet, arguably the most important thing to
know is that Monster Hunter Wilds is designed to be played with friends. You can get by with just your Palico for the first few hours, but the more deadly monsters will require a team of hunters. You can always call in support hunters if you're alone, but Monster Hunter Wilds is completely cross-platform so the best option is to call in your friends. If
you don't know how to get your team together, we will answer your SOS flare. Read more There have already been a few closed tests for the upcoming video game Splitgate 2, but these have been restricted to select players. Ever since the first one made a big splash in the FPS community, excitement for the sequel has been growing. The full game
still doesn't have a release date, but we are getting an open alpha test where anyone can test out a handful of maps, modes, and weapons before it comes out. Since this test is free, there's no reason not to jump in! Here's everything you need to know about joining the Splitgate 2 open alpha and what you can expect. How to join the Splitgate 2 open
alpha Open Alpha Teaser Trailer | Splitgate 2 The Splitgate 2 open alpha will be available to all players on PlayStation 5, Xbox Series X/S, and PC. As soon as the test begins on February 27, visit the game's store page on your platform of choice and you will be free to download the alpha and get into the action. There are no restrictions or need to sign
up beforehand. Read more This year started off somewhat slow for PlayStation, with little to no major releases in January. February was marked by a PlayStation Network outage that left thousands of gamers unable to log in over the weekend, but 2025 still holds a lot of promise with some highly-anticipated releases on the horizon. Sony hasn't
specifically stated how many games will be shown at February's State of Play, but the company did say the show "celebrates a creative and unique selection of exciting games from studios around the world." When is the February 2025 State of Play? The upcoming State of Play begins at 5 PM ET, 2 PM PT on February 12. Sony says the show will run
for roughly 40 minutes, so make sure you have a few snacks handy (especially if you're on the East Coast and plan to watch before dinner.) How to watch the February 2025 State of Play The February State of Play will be broadcast simultaneously in both English and Japanese on YouTube and Twitch. The YouTube link is displayed just under the
header, so you can watch the entire show from this story. What to expect from the February 2025 State of Play The year might have started slow, but there are a ton of fantastic games slated to release this year. We expect to see more of Ghost of Yotei, the follow-up to Sucker Punch's 2020 Ghost of Tsushima, as well as more information on Death
Stranding 2. Read more Halo 5: Guardians is a popular first-person shooter game that offers an exciting multiplayer experience. While the game supports online multiplayer, many players also enjoy playing split screen with friends and family. In this article, we provide a comprehensive guide on how to play Halo 5 split screen, allowing you to enjoy
multiplayer battles and cooperative gameplay right from the comfort of your own home. Play HALO 5 split screen I. Understanding Split Screen in Halo 5 Split screen gameplay allows players to enjoy Halo 5: Guardians together on the same screen, creating a shared gaming experience. It is a great option for local multiplayer, offering cooperative
and competitive modes that can be played with friends or family members. II. Requirements for Split Screen Play To play Halo 5 in split screen mode, you will need the following: An Xbox One console Halo 5: Guardians game disc or digital copy Additional Xbox One controllers A compatible TV or monitor III. Setting Up Split Screen in Halo 5
Setting up split screen play in Halo 5 involves a few simple steps: A. Step 1: Launching the Game Start by turning on your Xbox One console and signing in to your account. Insert the Halo 5: Guardians game disc or launch the digital version from your library. B. Step 2: Connecting Additional Controllers Sync the additional Xbox One controllers to
your console. Follow the on-screen prompts to assign each controller to a specific player. C. Step 3: Starting Local Multiplayer From the main menu, select the "Multiplayer" option. Choose either the "Cooperative" or "Versus" mode, depending on your preference. Customize the game settings, including the map, game type, and player count. D. Step
4: Inviting Players to Join Once the game lobby is set up, press the "Start" button on the additional controller(s) to join the game. Follow the prompts to sign in to each player's Xbox Live profile or play as a guest. E. Step 5: Adjusting Split Screen Settings Navigate to the "Settings" menu within the game. Adjust the split screen settings according to
your preference, such as choosing between horizontal or vertical split and adjusting the field of view. IV. Gameplay Tips for Split Screen To make the most of split screen gameplay in Halo 5, consider the following tips: 1. Communicate with your teammate(s) to coordinate strategies and actions. 2. Use the radar effectively to track enemy movements.
3. Be aware of your surroundings and watch out for friendly fire. 4. Work together to control power weapons and power-ups on the map. 5. Adapt to the split screen format by maintaining awareness of your teammate's position and actions. V. Troubleshooting and Common Issues While setting up split screen play, you may encounter common issues.
Here are some troubleshooting tips: 1. Ensure that all controllers are properly synced with the console. 2. Check the HDMI or AV cables for proper connection. 3. Update your Xbox One console and Halo 5 game to the latest versions. 4. If connectivity issues persist, try restarting the console and controllers. HALO 5 game By following this step-by-step
guide, you can easily set up and enjoy split screen gameplay in Halo 5: Guardians. Whether you prefer cooperative campaigns or competitive multiplayer matches, playing with friends and family in the same room enhances the gaming experience. Embrace the excitement of split screen play and engage in thrilling battles within the Halo universe. Skip
to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By
rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. No, Halo 5: Guardians does not have a split-screen co-op feature. While the previous Halo titles implemented this feature, Halo 5: Guardians does offer a few
other interesting ways to play the game cooperatively such as Arena, Warzone, and Campaign co-op modes. These modes feature up to 4 players and make for a great group gaming experience. Additionally, players can participate in the online multiplayer of Halo 5: Guardians, in a team of up to 8 players. All of these options make for plenty of
opportunities to game with friends and family without being restricted to the split-screen gaming of the past. Can you play splitscreen on Halo guardians? Yes, you are able to play splitscreen on Halo Guardians. This allows you to play two players on a single console. To do this, you will need two controllers with one connected to the console and the
other wireless. You can then go to the Settings Menu and go to ‘Play Options. * From there, select ‘Splitscreen’ and then choose the number of players. You can then pick the “Training’ or ‘Skirmish’ option to create the splitscreen game. After that, you can assign each controller to a character as well as change the map and game type. You can also
invite friends or join a match together with this splitscreen mode. Which Halo games are 2 player split-screen? Halo: Combat Evolved, Halo 2, Halo 3, Halo 3: ODST, Halo: Reach and Halo 4, all of which are part of the Halo franchise, support two-player split-screen cooperative campaign play and up to four players in multiplayer. All of the Halo games
in this series offer a two-player “Couch Co-Op” mode, so that two people can play through the entire campaign mode together on one system. Additionally, Local Versus modes in Multiplayer allow two players to play splitscreen across all of the games in the franchise. Is Halo Infinite Couch Co-op? Halo Infinite does not currently have couch co-op
mode enabled. However, the development team is considering adding the option for local multiplayer for the multiple Halo games in the future, although no concrete plans have been announced. Fans of the game have called for the implementation of couch co-op and local gameplay, and the team is looking into ways to make this happen. While it is
unclear if and when the addition of couch co-op will take place, the development team is actively listening to the community’s feedback and considering all possibilities. Is Sea of thieves split-screen? No, Sea of Thieves is not a split-screen game. Instead, it is a multiplayer game that can be played with up to four players cooperatively or competitively
in the same instance. Players can join friends or assigned by matchmaking, and join a crew to set sail in the same ship. The game does not support a split-screen, but it does offer a Secondary Account feature, allowing a single player to be signed in twice and play two characters, with the new character automatically joining the player’s ship and crew.
Does Far Cry 5 have split-screen? No, Far Cry 5 does not have an official split-screen mode. However, some players have reported successfully playing the game with others in local co-op by plugging in extra controllers and selecting “Join Game” in the menu. While it does work, Ubisoft has not officially supported this method, so there have been
reports of technical difficulties and random crashes. It is also only possible to play in this way on the same console, as online split-screen multiplayer is not available. Is Back 4 Blood split-screen? No, Back 4 Blood is not split-screen. At this time, the game offers online co-op and competitive gameplay where 4 players can team up and join forces to take
down the ghouls and swarms of the walking dead. Back 4 Blood is designed to allow for an intense and thrilling cooperative gaming experience, and the developers at Turtle Rock Studios have said that split-screen wouldn’t be available at launch. They haven’t ruled out split-screen in the future, but no plans or timelines have been set. Which Halo
games have co-op campaign? Halo has several games that feature a co-op campaign mode. These include Halo 3, Halo 3: ODST, Halo: Reach, Halo 4, Halo: Spartan Assault, and Halo: The Master Chief Collection. Halo 3, ODST, and Reach all feature a two player co-op campaign for the Xbox 360 version, with an Xbox Live and System Link component.
The Xbox One version of Halo: The Master Chief Collection includes the previously available two-player co-op and adds a four-player co-op as well. Halo 4 and Spartan Assault also feature a two-player co-op campaign mode. Overall, there are plenty of options when it comes to playing cooperatively in Halo. These games can be enjoyed either with
friends or complete strangers through the online platform that is available. No matter who you choose to play with, Halo is a great game to enjoy with friends and family. How do you add a second player to Halo? Adding a second player to Halo is relatively straightforward. To get started, open up the main menu and select ‘Multiplayer. ‘ From there,
you’ll be given a few different options to join, including joining matchmaking or creating a private game. Once you have your selections made, simply choose ‘Split-Screen’ as the option for playing with two people. You'll then be prompted to connect a second controller, which both players should have. Once the controllers are connected, you'll be able
to customize your settings (like selecting a game type and map) and start the game. Both players will be able to customize the weapons, vehicles, and other options before the match starts. After the game is set up, jump in and start playing!. Can 2 players play on the same Xbox one? Yes, two players can play on the same Xbox One console. The Xbox



One features two-player split-screen mode for many of its titles, allowing two players to use one console and controller to play the same game. This means you can share a game with a friend as long as you have a second controller. If you don’t have a second controller, you can use the Xbox Wireless Adapter for Windows ($20) to turn any Windows 10
PC into a second controller. You can also use this method to play local multiplayer games with up to eight players. Can you play 2 player infinite Halo? Yes, you can definitely play two-player infinite Halo. The game is designed for two players, and is played in split-screen mode. You'll need two XBox controllers to play, and you can choose to turn on
the additional “infinity” mode. With this mode, both players will have infinite health and weapons can be used to an unlimited degree. It’s an excellent way to get practice and compete with a friend, and the sheer amount of choices available makes it a great way to explore the game. You can also customize the difficulty settings to make it even more
fun. All in all, two-player infinite Halo is an incredibly fun way to play. Will Halo 6 have coop? At this point, it is unclear if Halo 6 will have a cooperative play mode or not. The most recent installment in the series, Halo 5: Guardians, introduced a new feature called Warzone Firefight, which is a cooperative mode where up to 8 players can battle
against endless waves of enemies. However, there has been no official confirmation or announcement from 343 Industries (the developer of the series) regarding a cooperative mode in Halo 6. It is also worth noting that the original Halo games featured cooperative play, allowing two players to play through the campaign on both the original Xbox and
PC versions. This feature was dropped in later releases, so 343 could potentially reintroduce this mode in Halo 6. However, the focus of the more recent Halo games has been on the competitive modes and multiplayer, so it is uncertain how much attention 343 will focus on the cooperative aspect if Halo 6 is released. Ultimately, only time will tell
whether Halo 6 will have a cooperative mode or not. Fans of the series will have to wait for an official announcement from 343 Industries regarding the game’s features before we can get a definitive answer. Why is Halo Infinite co-op delayed? Halo Infinite co-op is delayed because the development team behind the game needs more time to make
sure the multiplayer experience lives up to the high expectations of the series. As one of the most beloved franchises in gaming history, surpassing its legacy is no small feat and requires significant development effort and time to devise the best plans and strategies. The team also needs to ensure that the game will be balanced and balanced for co-op
play, including adjustments needed to ensure users play together in a fair and balanced setting. Additionally, they need more time to respond to input from fans and polish the game further to get the best possible experience. Ultimately, the delay gives the team more time to make the best possible game within their available resources and make sure
co-op play is enjoyable and satisfying for all players. What will happen in Halo 6? At this point, it’s unclear what will happen in Halo 6 as the game is still in development and a release date has yet to be announced. However, some of the features that have been mentioned or hinted at by 343 Industries suggest the game will be an epic continuation to
the Halo series. It is likely that players will continue the journey of the Master Chief as he battles against the armies of the alien covenant. The game will likely include new and improved weapons, armor and vehicles to help the Master Chief in his battles. There have also been hints that players may get to explore some new locations in the game.
Players may also encounter new enemies, different landscape and have to form alliances with enemies in order to progress with the game. Players can also anticipate an upgraded game engine, improved visuals, and additional upgraded gameplay elements. Ultimately, until the game is released, it’s tough to make any definitive statements about the
events of Halo 6. However the developers have stated that they are determined to build on the legacy established by the original Halo games and deliver an immersive world, exciting story and some intense combat experiences. Will Halo Infinite have multiplayer? Yes, Halo Infinite will have multiplayer! The game will feature a brand-new Slipspace
Engine which allows for massive player battles and contains the expansive sandbox that the franchise is known for. The franchise’s highly-touted multiplayer modes will return, including 4-player splitscreen and up to 24-player battles, however a lot of new features will be included as well. Players will have the ability to design and share their own
maps, as well as have access to new game modes, weapons, and vehicles. Furthermore, since the game will offer free-to-play support, players will have access to regular updates and content. Fans of the franchise should be excited for Halo Infinite, as it looks like the game will have ample content to keep them entertained for hours. Does Halo 5 have
split screen feature? Will developers add Halo 5 split screen feature back? In this post, MiniTool Partition Wizard will detail these to you. In addition, it also provides a site for you to get more Xbox One split screen games.Halo 5: Guardians is a first-person shooter video game developed by 343 Industries and published by Microsoft Studios for the
Xbox One in 2015. It’s the fifth mainline entry and tenth overall in the Halo series.Compared with previous works, the story of this game has more subplots. Many historical characters have appeared again, and new enemies will be added to the plot. The main plot follows two fireteams of human supersoldiers: Blue Team led by Master Chief, and
Fireteam Osiris led by Spartan Locke.When the former goes absent without leave to track down the artificial intelligence construct Cortana, Master Chief’s loyalty is called into question and Fireteam Osiris is sent to retrieve him. In single-player plot mode, players will choose different teams on both sides to understand the story of the characters on
both sides.Microsoft advertised Halo 5 split screen in a console reveal video, but it’s not actually happening. Unlike previous first-person shooters in the Halo franchise, Halo 5: Guardians does not feature any offline multiplayer capabilities, like split-screen cooperative campaign and multiplayer modes. It also does not have any local networking
options.The reason is that the developers see the robustness of what Xbox Live is today and where people are playing across Xbox Live and that’s the vast majority of the co-op play.However, is the split screen feature useless really? Actually, many people still like this feature, because the split screen feature allows users to cooperate better and some
people may just love the feelings brought by couch co-op games.Gamespot has ever made a poll asking gamers if the removal of split-screen from Halo 5 is a big problem. The result shows that 3% said they don’t play Halo, 28% said it isn’t a problem and a massive 70% said that yes, the removal of the feature is a problem.Then, will 343 Industries add
Halo 5 split screen feature back? Unfortunately splitscreen was something that wasn’t able to return in Halo 5 for technical reasons (engine), but it is something that will be included in future games.Try Other Split Screen GamesAlthough someone suggests that you can use Skreens (a device currently on Kickstarter) to enable the split screen,
becuase this device allows for two HDMI sources to play on the same TV. But the catch is that you need two Xbox Ones and this device is not for sale currently.Therefore, if you want to play split screen games with your friends, I recommend you to try other games, for example: Halo: The Master Chief Collection: This game scores 9.5 in IGN and
supports 2-player couch co-op. Resident Evil 5: This game scores 9.3 in IGN and supports 2-player couch co-op. Gear 5: This game scores 9 in IGN and supports 3-player couch co-op. Terraria: This game scores 9 in IGN and supports 4-player couch co-op. Minecraft: This game scores 8.5 in IGN and supports 4-player couch co-op.If you want to know
more information about these games, please read this post: 5 Best Split Screen Xbox One Games. If you don’t like these games, you can visit co-optimus.com to get more Xbox One split screen games. Article Discussion Edit History From Halopedia, the Halo wiki (Redirected from List of Halo 5: Guardians Commendations) There are 104
commendations in Halo 5: Guardians. These commendations are advanced by playing Warzone and Arena matchmaking; for the first time, there are no campaign commendations. There are five categories of commendations: Enemy, Weapon, Vehicle, Game Mode, and Multiplayer. Enemy commendations are only advanced in Warzone; all others can be
advanced in both. Every commendation, save for Mastery commendations, has five tiers. Completing a commendation (and in some cases, advancing tiers) awards REQ packs and XP. Compared to earlier games, commendations in Halo 5: Guardians feature much lower totals and as such are much more easily completed. Unlike previous games,
commendation tiers do not have names. Normal Commendations[edit] Enemy commendations are awarded in Warzone only. Enemy Masteries[edit] Master all Covenant kill commendations Reward: 2000 XP + 1 Requisition Pack Master all Forerunner kill commendations Reward: 2000 XP + 1 Requisition Pack Kill Grunts Tier Required # Reward 1 10
100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Grunt Slayer Pack Jackal Slayer[edit] Kill Jackals Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Jackal Slayer Pack Hunter Slayer[edit] Kill Hunters Tier Required # Reward 1 2
100 XP 2 6 200 XP 3 12 300 XP + Commendation Reward Pack 4 22 500 XP 5 42 1000 XP + Hunter Slayer Pack Elite Slayer[edit] Kill Elites Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Elite Slayer Pack Grunt Mech Slayer[edit] Kill Grunt Mechs Note: This
commendation is not required for the Covenant Destroyer commendation. Tier Required # Reward 1 1 100 XP 2 4 200 XP 3 9 300 XP + Commendation Reward Pack 4 16 500 XP 5 26 1000 XP + Grunt Mech Slayer Pack Kill Soldiers Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000
XP + Soldier Slayer Pack Knight Slayer[edit] Kill Knights Tier Required # Reward 1 2 100 XP 2 6 200 XP 3 12 300 XP + Commendation Reward Pack 4 22 500 XP 5 42 1000 XP + Knight Slayer Pack Crawler Slayer[edit] Kill Crawlers Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210
1000 XP + Crawler Slayer Pack Watcher Slayer[edit] Kill Watchers Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Watcher Slayer Pack Warden Slayer[edit] Kill Wardens Tier Required # Reward 1 1 100 XP 2 4 200 XP 3 9 300 XP + Commendation Reward Pack 4 16 500 XP 5
26 1000 XP + Warden Slayer Pack Human Enemy[edit] Marine Replicant Slayer[edit] Kill Marine Replicants Tier Required # Reward 1 20 100 XP 2 60 200 XP 3 120 300 XP + Commendation Reward Pack 4 220 500 XP 5 420 1000 XP + Marine Slayer Pack Complete all loadout weapon commendations Reward: 2000 XP + 1 Requisition Pack Covenant
Power Weapon Mastery[edit] Master all Covenant power weapons Reward: 2000 XP + 1 Requisition Pack UNSC Power Weapon Mastery[edit] Master all UNSC power weapons Reward: 2000 XP + 1 Requisition Pack Master all grenade commendations Reward: 2000 XP + 1 Requisition Pack Forerunner Power Weapon Mastery[edit] Master all
Forerunner power weapons Reward: 2000 XP + 1 Requisition Pack Weapon Mastery[edit] Master all weapons Reward: 5000 XP + 1 Requisition Pack Note: "All" means Grenade, UNSC, Covenant, and Forerunner masteries. Loadout Weapon Mastery is not required. Kill an enemy Spartan with the Magnum Tier Required # Reward 1 10 100 XP 2 30
200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Magnum Pack Loadout Assault Rifle[edit] Kill an enemy Spartan with the Assault Rifle Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Assault Rifle Pack Loadout Battle Rifle[edit] Kill an
enemy Spartan with the Battle Rifle Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Battle Rifle Pack Loadout SMG[edit] Kill an enemy Spartan with the SMG Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210
1000 XP + SMG Pack Loadout DMRJedit] Kill an enemy Spartan with the DMR Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + DMR Pack Kill an enemy Spartan with the Frag Grenade Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward
Pack 4 55 500 XP 5 105 1000 XP + Frag Grenade Pack Plasma Grenade[edit] Kill an enemy Spartan with the Plasma Grenade Tier Required # Reward 1 2 100 XP 2 6 200 XP 3 12 300 XP + Commendation Reward Pack 4 22 500 XP 5 42 1000 XP + Plasma Grenade Pack Splinter Grenade[edit] Kill an enemy Spartan with the Splinter Grenade Tier
Required # Reward 1 2 100 XP 2 6 200 XP 3 12 300 XP + Commendation Reward Pack 4 22 500 XP 5 42 1000 XP + Splinter Grenade Pack Kill an enemy Spartan with the Fuel Rod Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Fuel Rod Cannon Pack Needler[edit] Kill an
enemy Spartan with the Needler Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Needler Pack Storm Rifle[edit] Kill an enemy Spartan with the Storm Rifle Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000
XP + Storm Rifle Pack Carbine[edit] Kill an enemy Spartan with the Carbine Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Carbine Pack Energy Sword[edit] Kill an enemy Spartan with an Energy Sword Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP +
Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Energy Sword Pack Plasma Caster[edit] Kill an enemy Spartan with the Tufasumo-pattern plasma caster Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Plasma Caster Pack Beam Rifle[edit] Kill an enemy Spartan
with the Beam Rifle Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Beam Rifle Pack Kill an enemy Spartan with the Boltshot Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Boltshot Pack
Suppressor{edit] Kill an enemy Spartan with the Suppressor Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Suppressor Pack Light Rifle[edit] Kill an enemy Spartan with the Light Rifle Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward
Pack 4 55 500 XP 5 105 1000 XP + LightRifle Pack Scattershot[edit] Kill an enemy Spartan with the Scattershot Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Scattershot Pack Incineration Cannon[edit] Kill an enemy Spartan with the Incineration Cannon Tier Required #
Reward 1 5100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Incineration Cannon Pack Binary Rifle[edit] Kill an enemy Spartan with the Binary Rifle Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Binary Rifle Pack Kill an enemy
Spartan with the SAW Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + SAW Pack Railgun[edit] Kill an enemy Spartan with the Railgun Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Railgun Pack
Hydra Launcher[edit] Kill an enemy Spartan with the Hyrda Launcher Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Hydra Launcher Pack Rocket Launcher[edit] Kill an enemy Spartan with the Rocket Launcher Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP +
Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Rocket Launcher Pack Spartan Laser[edit] Kill an enemy Spartan with the Spartan Laser Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Spartan Laser Pack Shotgun[edit] Kill an enemy Spartan with the Shotgun Tier
Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Shotgun Pack Sniper Rifle[edit] Kill an enemy Spartan with the Sniper Rifle Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Sniper Rifle Pack Note: These
commendations do not contribute to any Weapon Mastery Brute Plasma Rifle[edit] Kill an enemy Spartan with the Brute Plasma Rifle Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Brute Plasma Rifle Pack Reach Grenade Launcher[edit] Kill an enemy Spartan with the Reach
Grenade Launcher Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Reach Grenade Launcher Pack Sentinel Beam[edit] Kill an enemy Spartan with the Sentinel Beam Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5
105 1000 XP + Sentinel Beam Pack SPNKr[edit] Kill an enemy Spartan with the SPNKr Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + SPNKr Pack Master all vehicle commendations. Reward: 5000 XP + 1 Requisition Pack Vehicle Commendations[edit] Splatter an enemy
Spartan with a vehicle Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Splatter Pack Wargoose Gunner[edit] Kill enemy Spartans with a Wargoose Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP +
Gungoose Gunner Pack Warthog Gunnerfedit] Kill enemy Spartans with a Warthog Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Warthog Gunner Pack Gausshog Gunner[edit] Kill enemy Spartans with a Gausshog Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300
XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Guass Warthog Gunner Pack Scorpion Gunner[edit] Kill enemy Spartans with a Scorpion Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Scorpion Gunner Pack Mantis Gunner[edit] Kill enemy Spartans with a
Mantis Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Mantis Gunner Pack Ghost Gunner[edit] Kill enemy Spartans with a Ghost Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Ghost Gunner Pack
Banshee Gunner[edit] Kill enemy Spartans with a Banshee Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Banshee Gunner Pack Wraith Gunner[edit] Kill enemy Spartans with a Wraith Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward
Pack 4 55 500 XP 5 105 1000 XP + Wraith Gunner Pack Phaeton Gunship Gunner[edit] Kill enemy Spartans with a Phaeton Gunship Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Phaeton Gunner Pack Earn Vehicle Skill medals Tier Required # Reward 1 10 100 XP 2 30 200
XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Wheelman Pack Mongoose Destroyer[edit] Destroy enemy occupied Mongooses Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Mongoose Destroyer Pack Warthog Destroyer[edit] Destroy enemy
occupied Warthogs Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Warthog Destroyer Pack Rockethog Gunner[edit] Kill enemy Spartans with a Rockethog Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000
XP + Rocket Warthog Gunner Pack Scorpion Destroyer[edit] Destroy enemy occupied Scorpions Tier Required # Reward 1 1 100 XP 2 4 200 XP 3 9 300 XP + Commendation Reward Pack 4 16 500 XP 5 26 1000 XP + Scorpion Destroyer Pack Mantis Destroyer[edit] Destroy enemy occupied Mantises Tier Required # Reward 1 1 100 XP 2 4 200 XP 3 9
300 XP + Commendation Reward Pack 4 16 500 XP 5 26 1000 XP + Mantis Destroyer Pack Ghost Destroyer[edit] Destroy enemy occupied Ghosts Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Ghost Destroyer Pack Banshee Destroyer[edit] Destroyer enemy occupied
Banshees Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Banshee Destroyer Pack Wraith Destroyer[edit] Destroy enemy occupied Wraiths Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Wraith Destroyer
Pack Phaeton Gunship Destroyer[edit] Destroy enemy occupied Phaeton Gunships Tier Required # Reward 1 1 100 XP 2 4 200 XP 3 9 300 XP + Commendation Reward Pack 4 16 500 XP 5 26 1000 XP + Phaeton Gunship Destroyer Pack Note: These commendations do not contribute to Vehicle Mastery Wasp Destroyer[edit] Destroy enemy occupied
Wasps Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Wasp Destroyer Pack Wasp Gunner[edit] Kill enemy Spartans with a Wasp Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Wasp Gold Pack Master
all Warzone commendations. Reward: 2500 XP + 1 Requisition Pack Arena Mastery[edit] Master all Arena commendations. Reward: 5000 XP + 1 Requisition Pack Flag Mastery[edit] Master all Capture the Flag commendations. Reward: 2500 XP + 1 Requisition Pack Warzone Firefight Mastery[edit] Master all Warzone Firefight commendations.
Reward: 2500 XP + 1 Requisition Pack Master all Strongholds commendations. Reward: 2500 XP + 1 Requisition Pack Breakout Mastery[edit] Master all Breakout commendations. Reward: 2000 XP + 1 Requisition Pack Slayer Mastery[edit] Master all Slayer commendations. Reward: 2000 XP + 1 Requisition Pack Kill a boss or assist on the kill of a
boss in Warzone Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Hunter Pack Big Game Hunter[edit] Kill an ultra boss or assist on the kill of an ultra boss in Warzone Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63
1000 XP + Big Game Hunter Pack Assistant[edit] Earn any Assist medal in Warzone Tier Required # Reward 1 25 100 XP 2 75 200 XP 3 150 300 XP + Commendation Reward Pack 4 275 500 XP 5 525 1000 XP + Assistant Pack Conqueror[edit] Conquer a base Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward
Pack 4 55 500 XP 5 105 1000 XP + Conqueror Pack Capture the Flag[edit] Carrier Takedown[edit] Kill an enemy flag carrier in any Capture the Flag gametype in matchmaking Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Carrier Takedown Pack Mine![edit] Return your
team's flag in any Capture the Flag gametype in matchmaking Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Mine! Pack Defender of the Flag[edit] Protect your team's flag in any Capture the Flag gametype in matchmaking Tier Required # Reward 1 10 100 XP 2 30 200
XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Defender of the Flag Pack Flag Victory[edit] Win a match in any Capture the Flag gametype in matchmaking Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Flag Victory Pack Take over any base in
any Stronghold gametype in matchmaking Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Storm the Walls Pack Head in the Game[edit] Defend a team base in any Stronghold gametype in matchmaking Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP +
Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Head in the Game Pack Aggressive Expansion[edit] Take over 3 bases without dying in any Stronghold gametype in matchmaking Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Aggressive Expansion Pack Stronghold
Victory[edit] Win a match in any Stronghold gametype in matchmaking Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Stronghold Victory Pack Breakout[edit] Against All Odds[edit] Win a round of any Breakout gametype while outnumbered in matchmaking Tier Required #
Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Against All Odds Pack Unstoppable[edit] Survive a full match of Breakout Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Unstoppable Pack Breakout Victory[edit] in any
Breakout gametype in matchmaking Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Breakout Victory Pack Finish with KDA over 8 in any Slayer gametype in matchmaking Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP
563 1000 XP + Bulldozer Pack Wonderful Toys[edit] Pick up three or more weapons or powers during a single match in any Slayer gametype in matchmaking Tier Required # Reward 1 3 100 XP 2 9 200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Wonderful Toys Pack Slayer Victory[edit] Be on the winning team of a
Slayer match Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Slayer Victory Pack Kill any Covenant in a Warzone Firefight Match Tier Required # Reward 1 20 100 XP 2 60 200 XP 3 120 300 XP + Commendation Reward Pack 4 220 500 XP 5 420 1000 XP + Warzone Firefight
Covenant Slayer Pack Warzone Firefight Promethean Slayer[edit] Kill any Promethean in a Warzone Firefight Match Tier Required # Reward 1 20 100 XP 2 60 200 XP 3 120 300 XP + Commendation Reward Pack 4 220 500 XP 5 420 1000 XP + Warzone Firefight Promethean Slayer Pack Warzone Firefight Boss Hunter[edit] Kill a boss in a Warzone
Firefight match Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Warzone Firefight Boss Hunter Pack Warzone Firefight Victory[edit] Win a match in any Warzone firefight game Tier Required # Reward 1 6 100 XP 2 18 200 XP 3 36 300 XP + Commendation Reward Pack 4 66
500 XP 5 126 1000 XP + Warzone Firefight Victory Pack Take out enemy Spartans Tier Required # Reward 1 1 100 XP + Spartan Slayer Pack 2 41 200 XP 3 101 300 XP + Commendation Reward Pack 4 201 500 XP 5 401 1000 XP + Commendation Reward Pack Multikill[edit] Quickly kill multiple enemy Spartans Tier Required # Reward 1 3 100 XP 2
9200 XP 3 18 300 XP + Commendation Reward Pack 4 33 500 XP 5 63 1000 XP + Multikill Pack Smash[edit] Kill an enemy Spartan with melee Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Commendation Reward Pack Juggernaut[edit] Kill an enemy Spartan with
shoulder bash Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Juggernaut Pack Combat Opportunist[edit] Earn any combat skill medal Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Combat
Opportunist Pack Whites of Their Eyes[edit] Kill a full health Enemy Spartan with a precision weapon without missing any shots Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Whites of Their Eyes Pack And Stay Off[edit] Kill an enemy Spartan that is clambering Tier
Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + And Stay Off Pack Kill an enemy Spartan with a headshot Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Headshot Pack Spartan Spree[edit] Kill multiple
enemy Spartans without dying Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Spartan Spree Pack Assassin[edit] Assassinate enemy Spartans Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP +
Assassin Pack Geronimo[edit] Kill an enemy Spartan Tier Required # Reward 1 5 100 XP 2 15 200 XP 3 30 300 XP + Commendation Reward Pack 4 55 500 XP 5 105 1000 XP + Geronimo Pack Protector[edit] Protect a teammate Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP
+ Protector Pack Close Quarters[edit] Earn any CQC medal Tier Required # Reward 1 10 100 XP 2 30 200 XP 3 60 300 XP + Commendation Reward Pack 4 110 500 XP 5 210 1000 XP + Close Quarters Pack Spartan Company Commendations[edit] The Spartan Company Commendations are a set of Commendations for Halo 5: Guardians, which can
only be gotten if the player is in a Spartan Company. The Kill Commendations are used to unlock ACHILLES-class Mjolnir in the game. Get all the kill/destroy commendations to level 3 Reward: 1 Requisition Pack Get all the kill/destroy commendations to level 5 Reward: 1 Requisition Pack Kill an enemy Spartan with a power weapon Tier Required #
Reward 1 10000 100 XP 2 20000 200 XP 3 30000 300 XP and 1 Requisition Pack 4 48000 500 XP 5 97200 1000 XP and 1 Requisition Pack Till Someone Loses An Eye[edit] Earn Sniper Rifle medals: Snipeltaneous, Airborne Snapshot, Snapshot, Sniper Headshot, Sniper Doubleshot Tier Required # Reward 1 1500 100 XP 2 3000 200 XP 3 4500 300 XP
and 1 Requisition Pack 4 7200 500 XP 5 14600 1000 XP and 1 Requisition Pack Standard Issue[edit] Kill an enemy Spartan with a standard weapon Tier Required # Reward 1 40000 100 XP 2 80000 200 XP 3 120000 300 XP and 1 Requisition Pack 4 192000 500 XP 5 388800 1000 XP and 1 Requisition Pack Forgot To Pay The Toll[edit] Kill the driver
of a moving enemy vehicle by using a Sniper Rifle Tier Required # Reward 1 100 100 XP 2 200 200 XP 3 300 300 XP and 1 Requisition Pack 4 480 500 XP 5 1020 1000 XP and 1 Requisition Pack First Strike[edit] Earn the First Kill of a Match Tier Required # Reward 1 750 100 XP 2 1500 200 XP 3 2250 300 XP and 1 Requisition Pack 4 3600 500 XP 5
7300 1000 XP and 1 Requisition Pack Sorry Mate[edit] Kill Marines Tier Required # Reward 1 4000 100 XP 2 8000 200 XP 3 12000 300 XP and 1 Requisition Pack 4 19200 500 XP 5 38900 1000 XP and 1 Requisition Pack Too Fast For You[edit] Kill an opponent that shot you first Tier Required # Reward 1 2000 100 XP 2 4000 200 XP 3 6000 300 XP
and 1 Requisition Pack 4 9600 500 XP 5 19400 1000 XP and 1 Requisition Pack Look Ma No Pin[edit] Kill an enemy Spartan with any grenade Tier Required # Reward 1 4000 100 XP 2 8000 200 XP 3 12000 300 XP and 1 Requisition Pack 4 19200 500 XP 5 38900 1000 XP and 1 Requisition Pack Something On Your Face[edit] Kill an enemy Spartan
with a headshot Tier Required # Reward 1 30000 100 XP 2 60000 200 XP 3 90000 300 XP and 1 Requisition Pack 4 140000 500 XP 5 291600 1000 XP and 1 Requisition Pack From Downtown[edit] Kill an enemy Spartan from a long distance Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5
4900 1000 XP and 1 Requisition Pack No Hard Feelings[edit] Kill enemy Spartans Tier Required # Reward 1 50000 100 XP 2 100000 200 XP 3 150000 300 XP and 1 Requisition Pack 4 240000 500 XP 5 486000 1000 XP and 1 Requisition Pack Not So Fast[edit] Kill an enemy attempting to highjack or skyjack a vehicle Tier Required # Reward 1 50 100
XP 2 100 200 XP 3 150 300 XP and 1 Requisition Pack 4 240 500 XP 5 460 1000 XP and 1 Requisition Pack Is There No One Else?[edit] Quickly kill three or more enemy Spartans Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Vandalism[edit] Destroy
an enemy vehicle Tier Required # Reward 1 1200 100 XP 2 2400 200 XP 3 3600 300 XP and 1 Requisition Pack 4 5760 500 XP 5 11640 1000 XP and 1 Requisition Pack Body Guard[edit] Protect a teammate Tier Required # Reward 1 3000 100 XP 2 6000 200 XP 3 9000 300 XP and 1 Requisition Pack 4 14400 500 XP 5 29200 1000 XP and 1 Requisition
Pack I'm Just Perfect[edit] Kill a player with precision weapons without missing Tier Required # Reward 1 2000 100 XP 2 4000 200 XP 3 6000 300 XP and 1 Requisition Pack 4 9600 500 XP 5 19400 1000 XP and 1 Requisition Pack Kill an enemy Spartan when your health is low and survive. Tier Required # Reward 1 3000 100 XP 2 6000 200 XP 3
9000 300 XP and 1 Requisition Pack 4 14400 500 XP 5 29200 1000 XP and 1 Requisition Pack Sting Like A Bee[edit] Kill an enemy Spartan with melee Tier Required # Reward 1 5000 100 XP 2 10000 200 XP 3 15000 300 XP and 1 Requisition Pack 4 24000 500 XP 5 48600 1000 XP and 1 Requisition Pack Lawnmower[edit] Kill an opponent by hitting
them with a vehicle Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5 4900 1000 XP and 1 Requisition Pack Grand Theft[edit] Hijack a vehicle or Skyjack a flying vehicle Tier Required # Reward 1 200 100 XP 2 400 200 XP 3 600 300 XP and 1 Requisition Pack 4 960 500 XP 5 1940 1000 XP
and 1 Requisition Pack The Reaper[edit] Kill an opponent from the grave Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5 4850 1000 XP and 1 Requisition Pack So Cuddly[edit] Assassinate enemy Spartans Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1
Requisition Pack 4 2400 500 XP 5 4900 1000 XP and 1 Requisition Pack Kicking It Old School[edit] Earn the BXR, Noob Combo, or Nadeshot medals Tier Required # Reward 1 100 100 XP 2 200 200 XP 3 300 300 XP and 1 Requisition Pack 4 480 500 XP 5 1020 1000 XP and 1 Requisition Pack Lucky[edit] Earn the Cluster Luck, Last Shot, Syonara, or
Fastball medal Tier Required # Reward 1 400 100 XP 2 800 200 XP 3 1200 300 XP and 1 Requisition Pack 4 1920 500 XP 5 3880 1000 XP and 1 Requisition Pack From The Top Rope[edit] Kill an enemy Spartan with ground pound Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5 4900 1000
XP and 1 Requisition Pack Road Trip[edit] Kill an enemy Spartan with a ground vehicle Tier Required # Reward 1 3000 100 XP 2 6000 200 XP 3 9000 300 XP and 1 Requisition Pack 4 14400 500 XP 5 29200 1000 XP and 1 Requisition Pack The Pain Train[edit] Kill an enemy Spartan with a Spartan Charge Tier Required # Reward 1 1000 100 XP 2
2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Not So Tough[edit] Kill or assist in the killing of a boss in Warzone Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Can't We Get Along?[edit]
Kill Covenant enemies Tier Required # Reward 1 2000 100 XP 2 4000 200 XP 3 6000 300 XP and 1 Requisition Pack 4 9600 500 XP 5 19400 1000 XP and 1 Requisition Pack Deconstructed[edit] Kill Promethean enemies Tier Required # Reward 1 3000 100 XP 2 6000 200 XP 3 9000 300 XP and 1 Requisition Pack 4 14400 500 XP 5 29200 1000 XP and
1 Requisition Pack It's A Bird![edit] Kill an enemy Spartan with an aerial vehicle Tier Required # Reward 1 250 100 XP 2 500 200 XP 3 750 300 XP and 1 Requisition Pack 4 1200 500 XP 5 2400 1000 XP and 1 Requisition Pack Earn any assist Tier Required # Reward 1 20000 100 XP 2 40000 200 XP 3 60000 300 XP and 1 Requisition Pack 4 96000 500
XP 5194400 1000 XP and 1 Requisition Pack Oddly Specific[edit] Use a grenade to retrieve a power weapon for you or a teammate Tier Required # Reward 1 5 100 XP 2 10 200 XP 3 15 300 XP and 1 Requisition Pack 4 24 500 XP 5 46 1000 XP and 1 Requisition Pack Scrapyard[edit] Assist in the destruction of a vehicle Tier Required # Reward 1 800
100 XP 2 1600 200 XP 3 2400 300 XP and 1 Requisition Pack 4 3840 500 XP 5 7760 1000 XP and 1 Requisition Pack Finish with KDA over 8 in any Slayer gametype in matchmaking Tier Required # Reward 1 300 100 XP 2 600 200 XP 3 900 300 XP and 1 Requisition Pack 4 1440 500 XP 5 2960 1000 XP and 1 Requisition Pack Now You See Me[edit]
Distract an opponent who is then killed Tier Required # Reward 1 4000 100 XP 2 8000 200 XP 3 12000 300 XP and 1 Requisition Pack 4 19200 500 XP 5 38900 1000 XP and 1 Requisition Pack Passing Through[edit] Drive a vehicle and have a passenger kill an opponent Tier Required # Reward 1 700 100 XP 2 1400 200 XP 3 2100 300 XP and 1
Requisition Pack 4 3360 500 XP 5 6840 1000 XP and 1 Requisition Pack Game Mode (Spartan Company) Earn one of the following medals: Lockdown, Total Control, Capture Spree, Stronghold Defense, Stronghold Secured, Capture Assist Tier Required # Reward 1 2000 100 XP 2 4000 200 XP 3 6000 300 XP and 1 Requisition Pack 4 9600 500 XP 5
19400 1000 XP and 1 Requisition Pack Rule #1: Cardio[edit] Win infection matches Tier Required # Reward 1 250 100 XP 2 500 200 XP 3 750 300 XP and 1 Requisition Pack 4 1200 500 XP 5 2425 1000 XP and 1 Requisition Pack As One[edit] Kill an opponent while being assisted by at least 3 friendly players or assist in a team takedown. Tier
Required # Reward 1 150 100 XP 2 300 200 XP 3 450 300 XP and 1 Requisition Pack 4 720 500 XP 5 1480 1000 XP and 1 Requisition Pack Bosses, Bases, And Mayhem. Oh My![edit] Win a match in Warzone Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5 4900 1000 XP and 1 Requisition
Pack Standing Tall[edit] Earn cool Breakout medals: Immortal, Superefecta, Trifecta, Bifecta, Vanquiser Tier Required # Reward 1 150 100 XP 2 300 200 XP 3 450 300 XP and 1 Requisition Pack 4 720 500 XP 5 1480 1000 XP and 1 Requisition Pack Player Vs Everything[edit] Win matches in Firefight Tier Required # Reward 1 200 100 XP 2 400 200
XP 3 600 300 XP and 1 Requisition Pack 4 960 500 XP 5 1940 1000 XP and 1 Requisition Pack Somebody Call For An Exterminator?[edit] Earn any survivor medal Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Patriot[edit] Capture a flag, assist in
capturing a flag or Kkill with a flag. Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5 4900 1000 XP and 1 Requisition Pack Goal!!!![edit] Earn Scoring medals in Assault or Grifball Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5
4850 1000 XP and 1 Requisition Pack Is That My Ball?[edit] Earn defensive medals in Assault or Grifball Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Too Close To The Fire[edit] Kill an enemy near your Core in Warzone and Warzone Assault Tier
Required # Reward 1 300 100 XP 2 600 200 XP 3 900 300 XP and 1 Requisition Pack 4 1440 500 XP 5 2960 1000 XP and 1 Requisition Pack 4 Little Spartans Went Out To Play[edit] Win a match in any Breakout game type in matchmaking Tier Required # Reward 1 500 100 XP 2 1000 200 XP 3 1500 300 XP and 1 Requisition Pack 4 2400 500 XP 5
4900 1000 XP and 1 Requisition Pack Win a match in Warzone Assault Tier Required # Reward 1 250 100 XP 2 500 200 XP 3 750 300 XP and 1 Requisition Pack 4 1200 500 XP 5 2400 1000 XP and 1 Requisition Pack Hammer Time[edit] Win Grifball matches Tier Required # Reward 1 250 100 XP 2 500 200 XP 3 750 300 XP and 1 Requisition Pack 4
1200 500 XP 5 2425 1000 XP and 1 Requisition Pack Striker[edit] Earn offensive medals in Assault or Grifball Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Personal Space[edit] Win a match in any Stronghold game type in matchmaking Tier
Required # Reward 1 250 100 XP 2 500 200 XP 3 750 300 XP and 1 Requisition Pack 4 1200 500 XP 5 2400 1000 XP and 1 Requisition Pack Expect The Unexpected[edit] Capture the flag in Breakout Tier Required # Reward 1 20 100 XP 2 40 200 XP 3 60 300 XP and 1 Requisition Pack 4 96 500 XP 5 184 1000 XP and 1 Requisition Pack Kill Or Be
Killed[edit] Win a match in any Slayer game type in matchmaking Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Flag 'Em Down[edit] Earn one of the following medals: Stopped Short, Flag Joust, Carrier Kill, Flag return, Flag defense Tier Required #
Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack I Might Be Contagious[edit] Earn any infected medal; Tier Required # Reward 1 1000 100 XP 2 2000 200 XP 3 3000 300 XP and 1 Requisition Pack 4 4800 500 XP 5 9700 1000 XP and 1 Requisition Pack Tick Tick
Booml[edit] Win matches in Assault Tier Required # Reward 1 200 100 XP 2 400 200 XP 3 600 300 XP and 1 Requisition Pack 4 960 500 XP 5 1940 1000 XP and 1 Requisition Pack What's Mine Is Mine[edit] Win a match in any CTF game type in matchmaking Tier Required # Reward 1 200 100 XP 2 400 200 XP 3 600 300 XP and 1 Requisition Pack 4
960 500 XP 5 1940 1000 XP and 1 Requisition Pack Crunchy Center[edit] Earn core destruction victories in Warzone Tier Required # Reward 1 50 100 XP 2 100 200 XP 3 150 300 XP and 1 Requisition Pack 4 240 500 XP 5 460 1000 XP and 1 Requisition Pack Like A Boss[edit] Kill a boss in a Warzone Firefight match Tier Required # Reward 1 250 100
XP 2 500 200 XP 3 750 300 XP and 1 Requisition Pack 4 1200 500 XP 5 2400 1000 XP and 1 Requisition Pack Trivia[edit] Despite its description, the Wonderful Toys commendation can be unlocked in any Arena gametype. This is because the commendation is advanced by earning the Big Gun Runner medal, and the medal can be earned in any Arena
match which takes place on a map with power weapons. HowLongToBeatHalo 5: Guardians NewsLoad More
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