
REVIEW 

A rare moment of calm on the ship's 
bridge. No corridors, no Aliens. Well, not in sight ... 

BUGS AND THUGS. CAN A BAD MOVIE MAKE A GOOD GAME? OF COURSE IT CAN ... 

Alien Resurrection 
This ain't no fragfest. Argonaut has cranked up the nervous 

FACTFILE 
■ PUBLISHER Fox Interactive 

■ DEVELOPER Argonaut 

■ RELEASE DATE September 

■ AGE RESTRICTION 15 and over 

■ NUMBER OF PLAYERS One 

ii 
he film-to-game destiny was 
sealed at the moment in 
Aliens when the drop-ship 
crashed and moaner Hudson 

offered an independent assessment 
of the situation ("Game over, 
man!"). It's a dream recipe: big 
spaceships, unerringly homicidal 
monsters and scenery-shattering 
weaponry. But the clammy dread 
of the Alien movies has proven 
tough to reheat on the console 
screen. It's mostly been a case 
of stylishly slaughtering the first 
Alien, and then optimising 
your technique for every 
other bug who fancies 
his chances. Standard 
shoot 'em ups in which 
the bad guys just 
happen to look like 
the monsters out of 
those Alien movies. 
Until now ... 

All hail Argonaut 
for a game which, 
despite being based 

on the average fourth film in the 
franchise, manages to bond the tooled-up 
thrill of James Cameron's sequel with the 

dimly lit menace of the original. 
The development team 
claims to have been 
inspired by first-person PC 
shooter Half-Life, but Alien 

Resurrection has more in 
common with the Capcom 

method - creeping 
claustrophobia punctuated 

by sudden outbreaks of 
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messy violence. With limited ammo. 
There's an urgent intro screen which 
demands you play it in the dark and to 
back it up there's a carefully designed 
option to adjust your TV brightness to 
achieve maximum spook effect. For once, 
it isn't just a gimmick. They could easily 
have gotten away with a warning for 
'those of a nervous disposition'. 

The action is confined to the Ooom-y, 
metallic corridors of the USS Auriga, 
where venal military types have cloned 
our dead heroine, extracted her little 
bundle of flesh-ripping joy, and used its 
DNA to breed a menagerie of big, bad 
xenomorphs. For weapons research, you 

understand. A crew of mercenary 
badasses arrive with a fresh batch 
of human cadavers/ Alien incubators. 

Ripley comes to her senses and realises 
she's not 100% human. The Alien 
specimens escape, and, with the ship on a 
course for Earth, cue chaos ... 

Missions are phased to loosely follow 
the movie story line, with events dictating 
character switches: first, you're Ripley, 
breaking out of her cell and mostly 
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Underwater 
sections are, if 

.._ _ __._ anything, even more 
terrifying. With 
reduced visibility and 
deadened sound, your 
reactions will need 
to be even sharper 

Alien Resurrection 
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Frying tonight! Shoot unhatched eggs 
on sight as face-huggers are much harder to hit 

HOW TO ... 

KILL ALIENS 
Let us count the ways ... 

PISTOL 
Your constant 
companion. A 
chunky, unlimited 
clip with an 
unfortunate 
tendency to 
barely penetrate 
slick Alien hide. 

SHOTGUN 
More beef, with 
a big downside ... 
To do any 
damage, you 
have to get up 
close and 
intimate. 

PULSE 
RIFLE 
Effective at any 
distance, but 
gobbles up ammo 
at a terrifying 
rate. Sadly, no 
pistol-whip 
function. 

FLAME 
THROWER 
Ineffective at 
repelling eager 
jaw-snappers. 
Good at toasting 
face-huggers and 
handy for swi~ 

- - - - kills in enclosed 
spaces. 

tension by keeping the firepower precious LASER 
Practically a one
hit kill any time. 
Depending on 
accuracy in 
pressure 
situations, 

avoiding the monsters to make contact 
with the mercenaries; then you're android 
Call, on a more perilous mission to 
reroute power and open further access; 
later, you're one of the more hardcore 
Alien ass-kickers on a straight 
confrontational mission to kill and, ideally, 
not be killed. Apart from a couple of 
panic-stricken underwater levels, the 
environment rarely changes. It's corridor 
after corridor, up ladders, down ladders, 
wriggling through flickering vent shafts, 
negotiating scalding steam-bursts and 
frazzling power-surges. There's no skiddy 
snow level, no outside bits, no relief. 
Puzzles are standard lever-pulls and 
switch-throws, there's no jarring, Resident 
Evil-style combination locks or tedious 
logic problems. The effect of never 
bringing the player outside the overall 
task makes the ship feel less like a place 
where you're playing a game, more like 
a real space. 

And this ain't no fragfest. Argonaut has 
cranked up the nervous tension by 
keeping the firepower precious. Ammo 
reloads don't just pop up in the middle 

of rooms - you have to hunt behind 
crates, in dark corners, down ominous 
dead-ends. Alien attacks are almost 
always surprising, quick and, best of all, 
intelligent. You might hear a nearby hiss, 
a thud against a wall, an urgent bleep on 
the motion-scanner. When ol' Acid-Breath 
finally does slither into view, he'll rarely 
blunder headlong into a hail of bullets. 
Adult Aliens leap from wall to wall, 
attack in mass ambushes, zig-zag and 
charge from behind. Face-huggers are 
even worse, plopping out of their eggs 
and scuttling randomly in your general 
direction. Kill 'em pretty smartish or face 
an adrenaline-fizzing minute dashing 
around trying to find a portable surgical 
unit thing with which to extract Mr 
Chestburster before he gets restless. 

Although there are only two types of 
Alien in the game, variety is cranked up 
by the shock effect and the cinematic 
feel to the attacks. On a later level, Ripley 
has to crawl through a mazy vent system 
with, of course, strobe lighting. The 
motion-scanner kicks in and confirms two 
presences - one in front and one behind. 

They are, indeed, coming out of the 
Goddamn walls. 

Now for the buts. Control is very PC
oriented (with look up/down aiming 
essential), and to get the most intuitive 
feel, you're probably going to need a 
decent analogue joypad. The graphical 
brush-strokes are pretty broad and once 
you get up close, the look transforms 
from murky and effective to pixellated 
and ugly. Given the voice talent available 
via the Fox connection, it's a shame there 
isn't more interaction with other 
characters, which is limited to subtitle
only cut-scenes. Roughest of all, although 
ammo availability is generally well
matched to the situations, the game is 
hard. Very, very hard. Even on Easy, it's 
hard. You're basically back to the save
point problem, there are only two or 
three each level - and the levels can be 
huge. Why not have more save-points, but 
make them hard-to-find pick-ups? Then, 
there's an element of skill in finding them, 
and, if you die at the end of a level, at 
least you can fine-tune your approach 
next time, instead of always having to ► 

of course. 

ELECTRIC 
GUN 
Infinite ammo, 
but slobbers out 
an ineffectual 
crackle if not 
fully charged. 
Save it for the 
final tussle with 
the Newborn. 
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REVIEW 
HOW TO ... 

EXTRACT A 
CHEST-BURSTER 
Fluff your attempt at blasting a nippy 
little face-hugger and ... 

Flame on! The Aliens don't recoil from the sight of 
flames but they crisp up nicely. Gas Mark 9, ten minutes 

It's very, very hard. Even on Easy, it's hard 
► fight your way from the mid-point to 
the end-point with a sliver of health. 

Still, the clunky aspects are mostly 
obscured by attention to detail and classy 
production values. The voice of the game 
- ship's computer Father - is provided by 
original actor Steven Gilborn, and it's rich 
with genuine cinematic authority; freshly 
blasted Aliens launch into an unpleasant 
variety of thrashing death-throes, leaving 
behind splats of steaming acid-blood; 
more subtly, the player movement is 
perfect - walking and wriggling, as 
opposed to the usual detached glide. 
Niggles aside, PlayStation owners can now 
bask in the smugness that, despite all 
previous efforts on other formats 
(including the PC), they have access to the 
undisputed, definitive Alien game. ■ 

Andy Lowe 

Make it stoe! If 
you follow Argonaut s advice 
and play in the dark, you'll 
be a nervous wreck 

■ GRAPHICS Backdrops are good , if a bit blocky Ace lighting and Aliens 8 

■ GAMEPLAY No intricate puzzling - all atmosphere. A bit samey then 7 

VERDICT ■ LIFESPAN Difficult with few save-points . It"ll last, with perseverance 8 
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■ OVERALL 

Pick it up and hit Use with maximum 
rapidity. You'll be treated to a dinky 
little internal examination resulting 
in the offending invader's eradication 
from your body. Good news - you're 
human again. Bad news - the Aliens 
can sense it. 

IF You L 
THEN LooJKI T TH Is 

~£DAL DF HD , ' ' ' 
H,ssior,-based first- NDUR fPSH54 
•ore Achtung th P~r·son shooter - b 9110 .l an Al,en ut 

Easily the most effective attempt at translating the 
Alien movie experience into a game. Not enough 
adventuring for puzzle-heads, not enough blasting 
for frag-freaks , but the overall packa ge is class 


