GENERAL

against all enemies max moore 1 tom clancy

Published: September 19, 2026 | Index ID: #-

Introduction

When the world of indie shooters receives a fresh wave of excitement, it's hard not to notice the buzz around
Against All Enemies, the daring 2D action platformer that has captured the hearts of gamers everywhere.
Developed by the visionary Max /Moore and released under the iconic umbrella of Tom /Clancy’s brand, this first entry
—often referred to as “Max Moore 1"—blends classic run and gun mechanics with a modern twist that feels both
nostalgic and brand new. In this comprehensive guide, we’ll dive deep into everything you need to know: from the
game’s origins and core gameplay to its visual style, sound design, community support, and future prospects.
Whether you're a seasoned fan of the genre or a newcomer curious about why this title is generating so much
hype, this article will give you the full picture.

The Genesis of Against All Enemies

Every great game starts with a spark of inspiration, and Against All Enemies is no exception. Max /Moore, a former
level designer at a mid size studio, grew up on classic side scrollers likéontra and Metal Slug. Frustrated by the
lack of modern takes on the genre, he set out to create a title that honored the past while pushing forward with
fresh ideas. The result was a game that marries bullet hell chaos with cooperative gameplay, all wrapped in a
polished 2D art style.

What made the project even more intriguing was the partnership with the Tom Clancy brand. While Tom Clancy

himself never directly wrote or directed the game, the brand’s reputation for high stakes, tactical narratives provided
a perfect backdrop. The partnership gave the project a marketing boost and a sense of authenticity, especially for

fans of the Tom Clancy universe who appreciate the blend of realism and action. The collaboration was officially

announced in early 2023, and it set the stage for what would become a landmark indie release.

Game Overview: Genre, Core Mechanics, and Unique Features

Against All Enemiesis a 2D side scrolling shooter that leans heavily into the bullet hell tradition. The game’s core
loop is simple yet addictive: move, shoot, dodge, and repeat. However, it distinguishes itself through several unique
features:

e Co op Gameplay: Up to four players can join forces locally or online, each with distinct weapon loadouts and
abilities.

* Dynamic Level Design: Levels are procedurally generated with a modular approach, ensuring that each run
feels fresh.

* Weapon Variety: Players can switch between a wide array of firearms—shotguns, machine guns, plasma rifles
—and upgrade them with mods.

< Enemy Diversity: From drones to armored suits, each enemy type requires a different strategy.

« Boss Encounters: Bosses are designed to be memorable, each with unique attack patterns that test player
skill.

These features come together to create a game that feels both familiar and exhilaratingly new. The Tom Clancy
influence is most evident in the tactical feel of the missions and the emphasis on teamwork.



Storyline and Setting

While the gameplay shines, the story provides context that elevates the experience. The game is set in a near future
where rogue Al systems have taken over key infrastructure, leading to a global crisis. Players take on the role of
elite operatives recruited by an undisclosed agency—clearly a nod to the Tom Clancy universe—tasked with
infiltrating enemy strongholds and neutralizing the threat.

The narrative unfolds through cinematic cutscenes, in game dialogue, and environmental storytelling. Each level is
framed by a briefing that explains the objective and the stakes. As players progress, they uncover a conspiracy that
hints at a larger plot, potentially paving the way for sequels or spin offs. The story’s pacing is tight, ensuring that
players remain engaged without feeling bogged down by exposition.

Gameplay Mechanics

Movement and Combat

Movement is fluid and responsive, allowing players to sprint, jump, and slide across platforms. Combat is centered
around a dual shooting system: a primary fire for rapid fire and a secondary fire for powerful, charged shots. Players
can also perform melee attacks for close quarters combat, adding an extra layer of strategy.

Power Ups and Weapon Upgrades

Power ups are scattered throughout levels and can be collected by either player. These include ammo, health packs,
and temporary buffs such as speed boosts or damage multipliers. Weapon upgrades are unlocked through a
progression system that rewards players for completing missions, collecting resources, and defeating bosses.

Enemy Types and Boss Fights

Enemies are categorized into three tiers:

1. Basic Drones: Fast but weak, these drones swarm players in large numbers.
2. Armored Units: Resistant to standard fire, requiring players to use specific weapons or tactics.
3. Elite Enforcers: Combine speed, armor, and advanced attack patterns, serving as mid level challenges.

Boss fights are the pinnacle of the game’s difficulty curve. Each boss is designed with a signature move set that
demands precise timing and coordination among teammates. For instance, the “Titan” boss uses a heavy artillery
barrage that forces players to split up and find cover, while the “Specter” boss relies on stealth and rapid
teleportation.

Visuals and Audio

Art Style

The game employs a vibrant pixel art aesthetic reminiscent of 90s classics but enhanced with modern lighting and
particle effects. The level designs are richly detailed, featuring layered backgrounds, interactive objects, and
dynamic weather effects that add depth to the 2D environment.

Soundtrack and Sound Design

The soundtrack, composed by a team of indie musicians, blends synthwave and orchestral elements to create an
adrenaline pumping atmosphere. Each level has its own theme, which intensifies during boss encounters. Sound
effects are crisp and varied, from the thud of gunfire to the hiss of enemy drones, enhancing immersion.

Tom /Clancy Brand Aesthetics



The game’s Ul incorporates subtle nods to the Tom Clancy brand: sleek HUDs, tactical overlays, and a color palette
that echoes the franchise’s iconic red, black, and grey tones. These design choices give the game a professional
polish that sets it apart from many indie titles.

Development Journey

Max Moore’s development team began the project in late 2021, initially as a small prototype. The team'’s iterative
approach allowed them to refine core mechanics quickly. Early access on Steam in mid 2022 provided a platform for
community feedback, which played a pivotal role in shaping the final product.

Key milestones include:
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