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Madureira’s most well-known comic run is Uncanny X-Men, which he drew from 1994 to 1997
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Genesis is the only Darksiders title to not take place in parallel to the events of the fi rst game

with games ever since. I started drawing 
around the same time. It was actually 
my career in comics that helped get me 
into game development. I would randomly 
meet game industry folks, and they’d tell me 
they were fans of my work and ask if I’d ever 
considered working in games, things like 
that. Eventually, the opportunity became too 
tempting to pass up. 

Where did the ‘genesis’ of the idea for 
Darksiders come from?
To this day, I’m not sure exactly what it was 
that sparked the idea. I’d meet with our other 
Vigil co-founders and we would just wrack 
our brains trying to find a theme or setting 
that excited us. All we knew for sure is we 

wanted to make a Zelda-style third-person 
action-adventure. We liked the idea of it being 
a little more mature. On my drive home from 
one of those meetings, I had this thought that 
rather than create a new fantasy world, we 
could transform Earth into a fantasy setting. 
I called the guys from my car, and pitched 
the idea of angels and demons invading 
modern-day Earth, and the ‘heroes’ of our 
story being the Four Horsemen. More X-Men 
vibes than horror. I remember saying, “Imagine 
demons scaling the sides of buildings, 
throwing cars and buses, s**t like that.” I 
think something clicked right then, and even 
though it went through a lot of refinement, we 
knew that was the direction we were taking. 
We were all just immediately excited about it. 

aking the jump from one industry to 
another is a risky move, but it’s one 

that comic-book-artist-turned-game-
director Joe Madureira made look easy 

back when the Darksiders series kicked off 
in 2010. Initially beginning his career as an 
intern at Marvel Comics, he eventually worked 
his way up to drawing some of the publisher’s 
most iconic characters, using the experience 
gathered there to influence the design 
and vibe of his own games and comic book 
titles. Following a brief period of uncertainty 
following Vigil Games shuttering, today he 
heads up Airship Syndicate which is focused 
on doing big things with modest resources.

Now that the newest Darksiders instalment 
has slashed its way onto Xbox One, we caught 
up with the artistic self-starter to find out 
how he tackled the franchise from a whole 
new top-down perspective.

First off, how would you describe your style 
for people unfamiliar with your comic book 
and concept design artwork? What were your 
main influences growing up?
Describing my style… that’s an interesting 
question. I will often change my style slightly 
to suit the project at the time. For instance, 
I’ll go darker on a character like Wolverine, 
whereas with someone like Spider-Man, I try 
to keep things light and fun. You’ll notice 
those differences in my game stuff too, just 
looking at Battle Chasers and Darksiders 
as examples. I’ve always gravitated toward 
stylised stuff, realism isn’t my thing. Growing 
up, I was influenced by everything from 
D&D fantasy illustrators, comic books and 
games, to manga and anime. Even films and 
animation for pacing and shot composition. 
Like most artists, I think I’m just influenced by 
basically everything I see that excites me!

What initially made you want to make the 
jump from comics to games, and were you a 
big gamer at all beforehand?
I think I was around five years old when I 
got my Atari 2600, and I’ve been obsessed 

“Rather than create a new fantasy
world, we could transform Earth
into a fantasy setting”
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LEFT Chaoseater 
is War’s 
trademark sword, 
don’t get caught 
at the business 
end of it.

BELOW 
Madureira’s 
artistic style 
permeates every 
game he has 
worked on.

ABOVE Strife is 
more of a 
wisecracker 
compared to his 
Horseman 
siblings.

at the business 
end of it. worked on. siblings.end of it.

T H E  B I G  I N T E R V I E WT H E  B I G  I N T E R V I E W

 More Xbox news at gamesradar.com/oxm THE OFFICIAL XBOX MAGAZINE  059

OXT188.feat_interview.indd   59 19/02/2020   11:59



DARKSIDERS 2010
The beginning of the 
series’ life cycle, marking 
Madureira’s first time 
serving as creative director. 
Centred on the exploits 
of the Horseman War, it’s 
an apocalyptic adventure 
inspired heavily by the likes 
of God Of War and Zelda.

DARKSIDERS II 2012
Madureira further leaned 
into his artistic talents for 
Darksiders II, designing 
Death and helping to flesh 
out the wider scope of this 
sequel. In addition to the 
series’ trademark combat, 
a loot system allows for 
character customisation.

BATTLE CHASERS: 
NIGHTWAR 2017
After THQ’s dissolution, 
Madureira founded Airship 
Syndicate and returned to 
his comic book roots with 
a Battle Chasers game. 
Its top-down perspective 
ended up inspiring 
Darksiders Genesis.

MAGIC
MOMENTS
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The first Darksiders game centred on the 
Horseman War, and it quickly became a cult 
classic. Thinking back to the development 
of it, what were your overall hopes and 
ambitions for the game, and do you think 
they were they met?
Absolutely. It was a huge learning curve 
for all of us, not just creating a new game, 
but building a studio at the same time. We 
wanted Zelda-style puzzles and exploration, 
and the visceral combat of games like God 
Of War, and I think we delivered on that. 
Which is kind of crazy, I think, for a studio 
that started out so small and had never 
made a console game. 

Would it be fair to describe Darksiders 
overall as a bit of an underdog series, do you 
think? Every title released thus far reeks of 
an independent attitude not often seen on 
games of this level… 
It’s interesting to hear it described that 
way. I can see it. I think there are two major 
reasons for it. One, we only make games we’re 
excited about, and we try to do things ‘our 
way’. That’s true at Airship Syndicate now, 
as it was back at Vigil when we made the 
first two games. The second reason is that 
we were lucky enough to have the support 
of publishers that trusted us, and let us do 
our thing creatively. Strangely, both those 
publishers were THQ – now, THQ Nordic. 
THQ Nordic especially, they just gave us crazy 

freedom on Darksiders Genesis. Despite their 
size as a publisher, they definitely are not 
afraid to take risks, and I think that only adds 
to the indie attitude you mention. 

Did any of Vigil Games’ design priorities 
change in the jump to the development 
of Darksiders II?
I think the only question we had was taking 
all the lessons we learned making the first 
game into, “How do we make the sequel 
cooler in every way?” We definitely wanted 
more traversal and some role-playing 
elements, like random weapon and loot drops. 
We teased all four Horsemen uniting at the 
end of the first game, but in our hearts we 
knew we were nowhere near ready to make a 
game with all four Horsemen playable. To keep 
things fresh, we thought, “What if we focused 
on a different Horseman?”

DARKSIDERS 

TOP War is the 
protagonist of 
the first 
Darksiders. He 
returns 
alongside his 
brother Strife 
in Genesis.

“The original concept for the first
game was four-player co-op – which
was completely insane, of course”
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Darksiders III was developed by Gunfi re Games, which is made up of former Vigil Games staff

ABOVE Genesis 
adopts a 
top-down view 
but retains that 
Darksiders feel.

Had you always planned to tell the story of 
each individual Horseman Of The Apocalypse 
with their own game?
Not at all. The original concept for the first 
game was four-player co-op – which was 
completely insane, of course. It was hard 
enough just making a single character fun. I 
had them all visualised already though, and 
Death was kind of staring us in the face, 
just begging for his shot at the spotlight. 
All through development of the first 
game, one question we got a lot was, 
“Why did you pick War and not Death?” He 
is the most well-known of the Horsemen, after 
all. After exploring the idea a little, we got 
too excited about it to turn back. We’d make 
Death’s adventure take place concurrently 
to War’s, and pick up the ending of [the 
first] Darksiders later. I do think that when 
Darksiders II hit, everyone speculated that 
each Horseman was getting their own game. 

How did THQ going bankrupt and Vigil’s 
closure affect those plans going forward, and 
were you pleased with how the franchise was 
treated by Gunfire Games with Darksiders III?
At the time, it really felt like the end of 
Darksiders. It was awesome that THQ Nordic 
reached out to Gunfire for the third game. 
Made up of so many Vigil people, there 

really wasn’t a better studio for the 
job – including Airship, we were way 

too small. I think they did a stellar job 
with Darksiders III!

Darksiders Genesis saw the series 
switch from third-person to an 
isometric perspective. What was the 

thinking behind that?
When we started Genesis, the team was 

only 11 or 12 people. We needed a game 
format that could be done with a smaller 

team, along with a way to send the clear 
message that this wasn’t a core Darksiders 
game. We thought the shift to an isometric 

camera might set the right environment 
for a ‘simpler’ co-operative experience, 

one that wasn’t even pretending to 
be the fabled ‘all four together’ 
project. And having just come off 
Battle Chasers: Nightwar, which had 
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ABOVE Madureira 
also created 
Battle Chasers, 
which started 
off as a comic 
book series, 
before becoming 
a top-down RPG 
in 2017.

isometric dungeons, we were confident we 
could make it look awesome.

We’ve enjoyed playing Genesis on Xbox One, 
and noticed that, despite the perspective 
shift, it’s still very much a Darksiders game. 
What were some of the challenges you faced 
in trying to maintain that?
Combat-wise, it felt pretty natural. War 
behaves much as he did in Darksiders. Strife 
was a clean slate, so we felt a lot of freedom 
when building up his package of abilities. 
The biggest challenge was maintaining the 
‘adventure’ that defined Darksiders and 
Darksiders II. Some things definitely worked 
better than others, but in the end, we’re 
happy to say it still feels like Darksiders, 
moment to moment. The other challenge 
was going level-based without losing the 
fun backtrack rewards. That was less of an 
emphasis, but still something we felt had to 
be there. And it took a lot of time and balance 
to get it where it is now.

Darksiders Genesis marks the first time we’re 
able to play as Strife. How did you go about 
crafting this new character for the game? Was 
there a lot of pressure to deliver a Horseman 
that was equally well-rounded and cool? 
There’s always some pressure when 
introducing a new playable character into an 
existing franchise. We had already toyed with 
the idea of making him a little more ‘fun’ than 
some of the other Horsemen, who are pretty 
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ABOVE Darksiders 
takes place on a 
ruined Earth.

BELOW The series 
is known for its 
blend of combat, 
puzzles and 
exploration.

serious in tone. When we settled on War to 
be the other playable character, it made even 
more sense, since Strife’s such a perfect foil 
for his stoic brother. I was personally very 
nervous right up until launch about whether 
or not people were going to accept so much 
humour in a Darksiders game, but everyone 
seemed to really welcome it. Glad we did it! 
Chris Jai Alex really did a fantastic job bringing 
him to life and selling the jokes.

Does Darksiders Genesis give an indication 
as to where we might see the franchise go in 
the future? 
Narrative-wise, it mostly sets up the events 
of the first Darksiders and starts to build the 
personality of Strife. In terms of gameplay, 
who knows what the future holds! ■

Darksiders Genesis is out now on Xbox One. 
Make sure to swing by page 80 and check 
out our review.

“We had already
toyed with the
idea of making
Strife a little
more ‘fun’”
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