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Evan Smoak is known by many 

aliases, including Orphan X and 

the Nowhere Man. In “Hellbent,” 

the latest novel by Gregg Hurwitz 

featuring the former government 

assassin turned vigilante, a call for 

help quickly turns personal.

When Smoak receives a phone 

call from a particular 

number, he knows the 

person on the other 

end needs his help. He’s 

shocked to receive a vid-

eo message from Jack 

Johns, his mentor and 

the man who recruited 

him into the 

elite Orphan 

program. He 

watches as 

Johns, a man he cherish-

es almost like a father, is 

brutally thrown out of an 

airplane in midair. Torn 

apart by his sudden death 

at the hands of another 

Orphan who wants noth-

ing more than to elimi-

nate all the others in the 

program, Smoak knows 

he has to stop a man 

named Van Sciver once 

and for all. It doesn’t help 

that this man responsi-

ble for Johns’ death is 

also the new head of the 

Orphan program.

Smoak retrieves a 

package that Johns left 

for him and is brutally 

attacked by a teenage 

girl. She has elite skills 

that show Smoak that she 

had also been trained by 

Johns. It soon dawns on him that 

the package is this young girl and 

he has to protect her from the kill-

ers closing in on both of them.

Hurwitz 

is a terrific 

thriller writ-

er, and with 

this series he 

gets better 

with each 

installment. Amid the mayhem, 

he crafts a tender tale of what it 

truly means to be a parent and the 

importance of family. He also has 

a knack for moments of sheer fun 

and humor mixed with the action, 

making the characters believable.

By Jake Magee

jmagee@gazettextra.com

During my first couple of 
hours in “Monster Hunter: 
World,” I felt lost.

After being inundated with 
tutorials, stats and menus 
and trying to get a handle on 
several different weapons, I 
wondered how long it would 
take to get familiar enough to 
excel at the game.

The answer was “quite 
a while,” but more than 
30 hours in, I’m officially 
hooked. I still learn some-
thing new about how “World” 
works each time I boot it up, 
but the basic grind has me 
coming back again and again.

The basic premise of 
“Monster Hunter: World” is 
simple: Hunt giant creatures 
and use their remains to craft 
better armor and weapons to 
more efficiently hunt bigger 
monsters.

But what makes “World” 
great is how much deeper it 
goes.

There are 14 wildly differ-
ent weapon types, and I’ve 
already switched between 
three of them because they’re 
all so fun to play around with. 
Right now I’m addicted to the 
charge blade, a sword that 
stores energy. This allows it to 
transform into an enormous 
elemental axe. Yes, “World’s” 
weapons are ludicrous, as is 
most of the game.

As I’ve traveled through 
several beautiful and diverse 
maps, slowly discovering 
new beasts to conquer, I’ve 
unlocked several armor sets 
for both myself and my cat 
companion (yes, a custom-
izable cat called a palico can 
accompany you on quests and 
help you fight monsters). It’s 
as fun to discover a new piece 
of equipment to craft as it is 
to hunt the monsters neces-
sary to craft it.

Combat itself is satisfying 
but sometimes unneces-
sarily frustrating. It can be 
challenging aiming certain 
weapons for monsters’ spe-
cific body parts, and getting 
consistently stunned by mon-
sters’ breath and roars of all 
things is annoying. I wish my 
palico was smart enough to 
automatically heal me when 
it matters most, like when 
I’m low on health and dazed 
instead of when I’m already 
drinking a health potion.

I still haven’t found a 
reliable way to jump onto 
and mount monsters to 
attack them from their backs. 
Jumping from above seems 
to work only about half the 
time, leaving it up to chance 
whether you’ll make it. Hav-
ing a reliable yet challenging 
way to mount beasts would 

open new avenues of combat.

As ridiculous as it is to use 

comically oversized weap-

ons to hunt what basically 

amounts to T-rexes and drag-

ons, “Monster Hunter: World” 

really captures the feel of 

hunting. You don’t drop into 

an arena with a creature, kill 

it and repeat (OK, sometimes 

you do, but those missions 

are rare).

Instead, you enter a map 

and follow footprints and 

other clues to track down the 

creature you’re hunting. After 

finding it, you fight it for a 

bit, targeting specific areas 

to hopefully break the beast. 

Cutting off a creature’s tail, 

for instance, gives you certain 

goodies and makes it harder 

for the monster to use that 

body part against you.

Once the monster is worn 

out, you follow it. You might 

sharpen your sword dulled 

from minutes of hacking 

away at the creature. Maybe 

you fish and cook yourself a 

meal to maintain your stami-

na. Every mission feel like 

a boss fight and a genuine 

hunt, and it’s always thrilling 

to win a 20- or 30-minute 

battle and collect your spoils.

Many games with loot 

grinds quickly lose their 

charm. The cycle becomes a 

boring slog, and players move 

on. But others manage to stay 

engaging dozens of hours in 

by offering an enticing and 

addicting reward system with 

satisfying core gameplay.

“Monster Hunter: World” 

is one such game.

Bottom line
“Monster Hunter: World” 

may be an insane game where 

you and your costumed feline 

friend kill dinosaurs with 

swords as long as telephone 

poles, but it respects the 

hunt. From customizing your 

gear and weapons to better 

conquer beasts to eating fish 

and cooking meals to better 

prepare yourself for battle, 

“World” captures the feel 

of hunting and enthralling 

combat while simultaneously 

offering an addicting grind.

Final score: 9/10

“Monster Hunter: World” 

was reviewed on the Xbox One 

with a digital copy provided 

by the publisher’s PR agency, 

fortyseven communications.

Video game columnist 

Jake Magee has been with 

GazetteXtra since 2014. His 

opinion is not necessarily 

that of Gazette management. 

Let him know what you 

think by emailing jmagee@

gazettextra.com, leaving a 

comment below, or following 

@jakemmagee on Twitter.

Perfect 
timing

Pink unveils science behind 
peak performance schedules

By Rasha Madkour

Associated Press

Time to make room in your book-
case’s self-improvement section.

“When: The Scientific Secrets of 
Perfect Timing” by Daniel H. Pink 
perfectly executes the tried-and-true 
formula for social science books. Start 
with a compelling anecdote, tease it 
apart with some science and suggest 
ideas on how applying the underlying 
principle can better your life. It fits 
right in next to “The Power of Habit.”

Pink sets out to “un-
earth the hidden science of 
timing”—to uncover it as a 
significant if unrecognized 
player in our lives—and he 
largely succeeds.

He highlights a study 
of Danish schoolchildren 
that found that those who 
took their yearly standard-
ized test in the morning 

performed better than those who took 
it in the afternoon. The p.m. slump is 
real, which is why Pink advises against scheduling 
a doctor’s appointment later in the day. Accord-
ing to a study, doctors found an average of more 
than 1.1 polyps during colonoscopies performed 
at 11 a.m. By 2 p.m., it dropped to barely half that, 
even though the patients were no different. What 
helps mitigate the slide, Pink explains, are breaks. 
Judges rule in favor of prisoners about 65 percent 
of the time early in the day, but by late morning, 
that rate drops to nearly zero, regardless of the 
facts of the case, researchers have found. Imme-
diately after the judges take a break, they become 
more forgiving again, Pink writes, “only to sink 
into a more hard-line attitude after a few hours.”

Earlier isn’t always better, however. Teenagers’ 
changing circadian rhythm means they become 
night owls, making early school start times partic-
ularly challenging. Pink ticks off the consequenc-
es of teens not getting enough sleep: They’re at 
higher risk for depression, suicide, substance 
abuse and car crashes. Being sleep deprived is 
also correlated with obesity and a weakened 
immune system. “The evidence of harm is so 
massive,” Pink writes, that the American Acade-
my of Pediatrics has called for middle and high 
schools to begin no earlier than 8:30 a.m., and 
the CDC has also pushed for delaying start times. 

Schools that have followed this recommendation 

have noted higher grades, better attendance and 

increased graduation rates. Still, less than one 

in five schools has made the change, Pink notes. 

“We simply don’t take issues of when as seriously 

as we take issues of what,” he writes. “Imagine 

if schools suffered the same 

problems wrought by early start 

times—stunted learning and 

worsening health—but the cause 

was an airborne virus that was 

infecting classrooms. Parents 

would march to the schoolhouse 

to demand action and quaran-

tine their children at home until 

the problem was solved. Every school district 

would snap into action,” Pink writes. But because 

the school start time is “a when problem rather 

than a what problem,” he concludes, “too many 

people find it easy to dismiss.”

The breadth of the book’s scope is impressive. 

It explains why people whose age ends in 9 are 

overrepresented in first-time marathoners and 

why singing in a group boosts endorphins and 

immunity. Pink makes a point to end each chapter 

with takeaway points that readers can apply to 

their own lives.

Hurwitz

Pink

Evan Smoak returns in ‘Hellbent’

THE BOOK 

“Hellbent: an Orphan 
X Novel” by Gregg Hurwitz; 
Minotaur Books (416 pages, 
$26.99).

THE BOOK 

“When: The Scien-
tific Secrets of Perfect 
Timing” by Daniel H. Pink; 
Riverhead Books (272 
pages, $28).

BEST 

SELLERS
Hardcover fiction

1. “The Woman in the Window” 
by A.J. Finn
2. “Fall From Grace” by Danielle 
Steel
3. “Origin” by Dan Brown
4. “Little Fires Everywhere”  
by Celeste Ng
5. “The Rooster Bar” by John 
Grisham
6. “The Immortalists” by Chloe 
Benjamin
7. “Before We Were Yours”  
by Lisa Wingate
8. “The Wife Between Us”  
by Greer Hendricks and Sarah 
Pekkanen
9. “City of Endless Night”  
by Douglas Preston and Lincoln 
Child
10. “The Midnight Line” by Lee 
Child

Hardcover nonfiction
1. “Fire and Fury” by Michael 
Wolff
2. “12 Rules for Life: An  
Antidote to Chaos” by Jordan B. 
Peterson
3. “All-American Murder”  
by James Patterson and Alex 
Abramovich
4. “Rise and Grind”  
by Daymond John
5. “The Whole30 Fast & Easy 
Cookbook” by Melissa Hartwig
6. “Astrophysics for People in a 
Hurry” by Neil deGrasse Tyson
7. “Leonardo Da Vinci” by Walter 
Isaacson
8. “Anxious for Nothing” by Max 
Lucado
9. “Principles” by Ray Dalio
10. “Make Your Bed” by William 
H. McRaven

Source: Publishers Weekly
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‘Monster Hunter: World’ 
makes grinding great

Capcom
‘Monster Hunter: World’ features ferocious creatures that can take 
the better part of an hour to hunt, writes Gazette gaming columnist 
Jake Magee.


