
ALIENS VS PREDATOR 

In space, no one can hear 
Richie Shoemaker 
scream. Which is just as 
well, because we're a 
pitiless bunch 
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Another Jaguar game, Sky Hamm,r. was 
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It's all happening this year. '4 well as 
AvP, the team hope to ftnish the 
P1ayStation V9lllion of Rainbow Six. Two 
other 'secret' titles are also plamed for 
this year, 
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WHATS THE BIG DEAL? 
0 It's got aliens. And marines. And predators. And it's 

bloody scary 
0 The random factor provides a different gaming 

experience each time, even 1f you choose Ille 
same character 

0 A new 30 engine enables proper lighting - alien 
players can leave marines wandering 1n Ille dar1< 

0 Acid for blOOd, remote sentries, Ille alien Queen, 
facehuggers - they're all there 

ext to Star Wars, Aliens 
has to be one of the best 
sci-fi films ever made. 
So how come almost 
every game based on it 
has been so crap? God 
knows how you can 

screw up, seeing as half the work's 
already been done. The aliens 
themselves were designed 20 years 
ago, and the weapons were fi rst seen 
in 1986. You'd have thought that all 
that you'd need to do was design a few 
levels and balance out the gameplay. 

"When you compare it with all the 

Stop your grinnin' and 
• • 

previous Alien games - particularly 
Alien Tii1ogy (PCZ #46, 79%) - AvP has 
come so far and is so much more 
enveloping," says Jon Richmond of Fox 
Imeractive. "It takes advantage of the 
technology in a way that makes Alien 
Trilogy look like complete crap. I don't 
like to say that,but it does." 

''The reason we spent three and a 
half years doing this was to create the 
best game possible and not to rush it 
out," explains Paul Provenzano, head 
of development at Fox. "I was at 
Acclaim during Alien 3 and Alien 
Trilogy, and the d ifference in attitude 
is degrees apart. As somebody who 

'-We've played Aliens Vs 
Predator, and there's 
little doubt that it could 
well take the title of 
Scariest Game Yet~ 

worked as a publisher who licensed 
Aliens, compared with somebody who 
is actually responsible for keeping the 
imegrity of it, your focus and 
dedication to the project is very 
different. It's not just a game, it's 
keeping it true and building on that. 

This game is much closer to the 
source." 

SWDlll 
Aliens Vs Predator first appeared back 
in 1994 for the ill-fated Atari Jaguar 
console. Giving players the 
opportunity to blast it out as either a 
marine, an alien or a predator, it was 
essentially a Doom clone. And this PC 
version isn't just a remake either- it's 
not about running around dark 
corridors having your face ripped off. 

''The variety of the environments is 
something that people will be 
surprised about," explains Paul. "When 
we talked to people about some of the 
locations, they became excited about 
the places that they are familiar with 
from the films." 

"With Quake or Unreal you are in a 
place you don't really know anything 
about - you could be anywhere," chips 
in Jon. "WithAvP, yes, you are in a 
defined world, but it's a world we are 
all familiar with to the point that it 
becomes so much more real. It enables 
you to suspend belief more easily. You 
are in a place that you can identify 
with. It's going to be a lot more fun." 

Looking at all the other 3D games 
out there, it seems that if AvP were to 
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drop your linen, here comes ... 

The predator has three modes of view. 

come unstuck it would be down to the 
variety element. After all, the 
characters have only a handful of 
weapons - up to six each. Admittedly 
you can play through the game with 
three different characters, but will 
there be enough for people to play it 
through to the end? 

Paul disagrees: "For the marine, 
every weapon that you've seen in the 
films is there. The more you use them, 
the more you realise that there are 
certain techniques for each one. There 
is a learning curve, so the weapons 
don't get old fast. It's not a cure-all to 
pick up a weapon and just blast away. 

''The predator has fewer weapons, 
but they're not 'traditional' ones. You 
have to rethink the way you use them. 
They are much more an organic part of 
your being. 

"Your best weapon as an alien is 
stealth and speed and getting in close 
to attack. It's not always easy, but you 
can make use of walls, ceilings and 
ventilation shafts. The challenge here 
is playing a first-person shooter when 
you've got no weapon to shoot. I don't 
think the fact that an alien can't pick 
up a pulse rifle is a limitation; it forces 
you to look at the game differently. It's 
not about picking up bigger and bigger 
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"Nice party. What did you come as?" 

cannons, it's about making do with 
what you've got. In the films you were 
left on your own, and it's the same 
here. You have to figure out what you 
are supposed to be doing with a 
limited amount of tools. That's 
realistic, and it creates a whole new 
level of challenge over just randomly 
killing something every 12 feet." 

THtY MOSTLY COME AT NIGHT 
We've been lucky enough to play Aliens 
Vs Predator, and there's little doubt 
that it could well take the title of 
Scariest Game Yet. For one thing, 
enemies don't always start in the same 
place. And as an alien or a predator 
you can take out the lights to leave the 
marine reliant on flares and infra-red. 
In multi player games, the difference 
between the three characters becomes 
even more apparent: the predator can 
cloak and utilise three modes of view, 
while the alien can move with 
frightening speed across every surface. 
You are also able to change the 
attributes of each character in 
death matches. At the moment the 
predator is the strongest, so it's a major 
achievement if an alien can take him 
out. And if you don't like the set-up, 
there's an option to change it. 
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on, -irlllOSe 
thighs ... " 

"Aliens Vs Predator is a game that 
challenges people's perceptions as to 
what a first-person shoot 'em up 
should be," says Paul. "It provides 
three very distinct viewpoints about 
playing the same game, and creates 
three different games as a result. It's 

the game 
that people think about when they are 
playing or designing games. If you 
want a game where you can play as an 
alien or as a predator, well here it is." 

As Hudson from Aliens would say: 
"We're ready to get it on!" ~ 

PAUL PROVENZANO 
Mr production and 
development for Fox 
Interactive, worked on 
Alien Trilogy. But don't 
let that fool you, he's 
really an okay guy 

PCZ What's the first game you ever 
played? 
PAIR. I don't remember, but it was on an 
Apple II, so it was pretty primitive. The 
original Defender was the first addictive 
experience I ever had. 
PCZ What's the best game you've ever 
played? 
PAUL I don't know, let me think about it. 
PCZ The last game you paid money for? 
PAIR. Half-Life. I was disappointed. 
Although it has a structured story, there 
wasn't the depth I thought there would be. 

PCZ Did you finish It? 
PAUi. I was close, and then one of the 
associate producers spoiled it for me. 
PCZ Have you ever been In a fight? 
PAUL Yes, over something very stupid, in an 
inebriated condition. 
PCZ So who're better: aliens or 
predators? 
PAUL Although the aliens have a clear 
objective, the predator has greater depth. 
There's a certain nobleness in the role of a 
hunter. He has unbelievable cool and style. 
PCZ Back to our eartler one -what's the 
best game you've ever played? 
PAUL Oh. I don't know. I know It's a 
standard question but I don't have an 
answer. (Ten minutes later) Er, Quark on 
the Gameboy. 
PCZ You're useless, 
PAUL Yeah, I know. 
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