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- role of either the Alien,

' Colonial Hdgmﬁ_

- must wipe gul the Aliens |

| Predatars Includin ""'J'H - N v‘

. beses. As the Alianor the Predator,

| you must make it -Ea'm%,ﬂd

ip..alive. The :p;npie: Is fourteen levels
you start right in the middle!

Fing, you can use the comput

the Allen or Predator it will take
spead or power 1o get you
‘ through. As soon as we can get a
" final on this one we'll bring you
: a full-on _gnarier review. The
e streeil date for AVP 15 sel for |
April. We met the head of
1  Rebeliion (the team responsible for |
this and the upcoming Checkered
Flag 2} at the CES and were very |
impressed at how dedicated thay
are to not only the Jag but to you
and 1l Everything they do for the
Jag will surely be an event in itself! -
Enjoy Tempest and I'll 388 you soon |
in the halls of AVP!
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AT LASTE A good eacuse o vse my porifabia PG
Since a weak alver | had shawn i off o evenyona, it
hag baen ing under my bed gathering dus! | pickad
It up, wipad'ell the dust with my hand and the damn
"L ey rpped ol and llew back under my bed, Baneath
ine bed, | wem courageousty lighting my way through
andless comguiar print-ouls, smedhy sockcs, rancd
colles cupe an un-cashied check (ool By the
time | fcund Ik what soked e a man saling spides
had fald claim bo i, Sa, as far as this dissy goes, |
thare are any missing “Us, TOUGH]

Alian 3 was o be my greatest challenge yel. Afiar
wrilifi cupbaard-fulls of Commodons 84 gamas. |
was ceenmissionad in Englard 16 produce-GLIOTE-
“The gredatest vidpo game ever” on a maching that |
hisd i Soan, Forthat matier il was to be based on
& Fowd 1hal was bul & bwinkle in s dieecior's o,

T pulll thasrdead of programening off, Bwas going lo nead
E0ME Majir himsd quns. Foe the best graphics amound,
whiz alae but the are and oty Mick *kap Boy™ Bruby
Vo hae recerily compleied Aladdn and Tarminalor
BB on iha Genesis and Sega CGO). 0 musl be said
that his comear soared atles the firgt year when soomie
one fald him that b dida'l need i ese “Whibs O o
the screen, He i really a frustrated programenar &1
heart and hag loads of bug-riddan sprite moulings (o
“slutw off his won sl graphics [crawl, ceawll).

Sa, off we went 1o a dark, wet, rainy cormer af
._m:lnnd. toe dingy caste. Ous sabetask; io' CREATE .
ity B was guate Tun raally. The comdors gave s
-samae neat ideas. Howewar, Soon the wesk wis gy
50 wa tad to quickly 'CTREATE” soma siufl 5o the guy
paying the bilks wouldn't frenk. Mamely. Fergus
“Bluck Balt Karate, Kick Boxing, sic. lrgreal to g
programmears fo-sin an (ha dathed lina™ MoGaven.

When | got back there it was on my poch; & Supsr

SHINY ENTERTAINMENT
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L= =
Famico. G raat rame (yean ), | preder SNES. Ripping
apart the bos. | nevasiad my SNES. By far, the besy,
shireagt cansals on the marksal :E.G'.uﬂ'l:f, # was & ral-
bem, mBkie,; dufl gray with yucky purpleswibches). The
puys at Lamborghini weald heve reached forihair
sick bags! Bus, | didn't cane, Aughing dptha stairs, |
plugeed il in.. AHHH OO They didn't send msa
& sarindgell!

Fushing back 1o the box, | pulled out & copy of ilspra
gEEmming Mmanual. HA What a jake: a fileenth gen-
granan, ulra-leded, unnaadabla ﬂl'I:'III'.H}E-p'!.' Ehal wias
writtan n what e in da business’ arm as Jap-kah’
If you've evar naad e manual of & Japanass oasar,
youll know exactly what Emaan. On topof 58 of that,
ihe maching was cramimed with 5o many feabures
and concepls {hat | was liberally cwerwhelmed by §
all.

ey iends came around io check cul my Super Famioom,
ihen clearad ofl hame again when ey redalized |
didn’ have any qgames for i

Il weas many weoks of sireggling-irying hinga awar
and over. Behare, tinally. | came o terms with the
nArcwaETR andugh o e able o siard programming the
Jame N!:l::l-l.ﬂl'l.llﬁl and ivysall voukl work thraisgh the
nkh deskgneng the ook and Teel. The SMNES Ived up
B it hypa, Wick had mere cobors an ever balomd
had more space than ewar bafora, Bt | wish | couki
play & game an i ARGHH! My moat comaelling
Farce o el &l of Bwarking was the thought of nal
having o listen to-dick's Blistde Hunnar GO Hoe tha e
mlioih timsa!

Tha first ultra-comple: boel | had o stitecontalned am-
ficially infefligand, imeractive compressian, | called il
“Taast" as F'm imereally meaningiul names, feid masl
of the tap secrat shulf thal makeas he magic appear
on BCraen.._ar mayhe it sl cue | like bear

Freal, vee slaried crealing the Alen comigars with the
fhzafing miisd, then the cormdars with tha el ducls, i
thia screan lades avway near the edgas (yoy can ses
the alkens crawling around in Bhe shadows). Soon, we
addoed tha abiity to lire in all dirsslions smutanssus-
By. Finally, the inlamcaus Hame thoeser.

e &l e main problams was thai during the pro-
fact; Mick rejwessed imo a moan worshipperand, whan
na WAS aciually up inthe dig limsa, he woeokd wistch
TV, g shopping, do iramingrA Y THING acisally ko
il nasng dote ary wirk! Issung siatemants e
*| arn'a croeathes parscn, | nsed my inspiraion, Foms
wasnEbuill in & day. bueg o ete., | figured. in onder bo
ke sure bat b chid MY work, we befler arrange Sor
him W werk & miy house. Probéams: he has hwa cars-
the invalid blue one is premanemily on the apenling
lable and ihe ather amazéng, Turbo-VE, 3.5 lier
trunk, elecinc hood, power assisted gas cap, ani-
skid seat cowans (bor e dificult bends) dasgned
by cornputars, bl by rabols and wrecked by Mick 50
reaw he train Sakosthe strain, He dleo has an insasabin
appalite for aced. My wile used o reach for the indng
pan whanever she e Nick cpan the tront gate. Ha
15 on & died mow 1kal e game is finishar,

O only means af escaps fom the frantk: Rours of pro-
gramiveng (whien Mick géls hare s & decent-hor) S
10 g0 waler skiing. N ooes my hear good to ses Mick
hil thea surfece of the lake G130 MPH as he, yat again
lailed 1o negotale tha buoys: Parsonally, | neckon it's
hie gaira weight of the air tenks and hig magk @lsam-
ireg L Thad does it

Programming & game [ike this is not diffioull, howew
ersamalimas things o wWnong., You can ged o myste-
riaus ‘Crish Bug', Sesa can avasa you bar days. 1§ usw.
ally furnes cot 1o e something otaky obvious and so

you leed abliged (9 coORSUME copioes amaums ol
A i
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THE MAKING OF A MEGA-GAME - ALIEN 3

by Nick Jones

NICK, DAVID & NICK
boer. This works realy well. Howesar, as | have bean

writing games since | was 14, rool Dear dign'l guile
by B trick.

For all you dedicated gama players cul thare wha
havent bean abbs fo complete Alien 3 yed, 1'd e 2
give seme nskde ligs on how to play the game,
Winen dropping down long air duss, preas the ump
buiten b make Ripley tall down evan {assar.

Cindy uge tha lame thrower in ey shor spaks, Fed
is har wiaknst, folfcrsd oy The: graee llame and then
2 witra-chaidly Blue lame, Howesar, always pick up
tha rad Famsa [hrowar sarsters becasss thay last the
fangest

Il walkirg thraugh a Face-Hugger or Chast-Burstar
Fona, i is beg 4o fire grenades along the lloar paris
omcaily B clear 1he way! IFpou ke no grenacdes, Than
gt goen on your hands and knees and el along,
taking 1he afiens out with yodr pukes ritla,

Tha higher lavels of e BRmE e exinamaly desnand:
ing and the akans wil 280 Your Enengy very quickly.
Hevwwar, thare is a simple wey 1o boos! pour anangy,
Locats fhe Madic bay on your lved, coliect all of tha
gnorgy peds and then legve vig tho noprast door
Wail oulside the toor for RroEnd taa minubes, e
ra-anier. Yiou shoald find thal Bhe energy pods have
reappeared. Likawice, look far &8 of the amma pick-
URE.

T kil the mothar afens that jump feom wall ba wall,
ksl ‘am wiih ihe Blus Neme throwae s or grenades.

I hope you like the gama, Faor my nast gama, | &m0
InsarvEwing with sotlware pubikshing companies o the
United States. Tha!'s where most of my LIMEY
rigrds nend five and | couid use a lan amway, Emigh
avan e b0 Eop saying stupid things e GOLLY.

GOLLY, | LOVE CALIFORNIA




| Y
:‘::““*1&..,::_.“*... bl

g Elnhj“ﬂm
MIIWﬂnﬂlm Dudes and hwrm m

th, See yeu than. E Starm

,-"""‘\

Tl —-




Club Drive

Loaded, According to Shinichi Ikawa, president of Jaleco USA, “Atari has
developed the most advanced video game hardware available, but is coming
into the markel slowly. Jaleco will bring to Atari the kind of software experi-
ence and expertise that such a fine piece of hardware deserves”. In addition to
cartridge-based games, Jaleco plans to release CD-ROM games for the Jaguar
shortly after Atari's add-on becomes available laler this year. Still more news
{am | Dan Rather or what), Tengen has signed on to develop, and you know
what that means, Steel Talons, Stun-Runner etc...joy. Virgin is bringing out
Demolition Man, Dragon, and Creature Shock, Eclipse is working on an awe-
some first person Balttletech like shooter (in real time 30) called ‘Iron Soldier”,
Interplay may release Clayfighter (can you imagine?) along with Batlle Chess,
Trimark is bringing out White Men Can't Jump and perhaps Warlock, and
Sculptured, JVC, and Imagineer are all close to signing. The third party list is
al over 95 and growing! Holy consoles Batman, theyre jammin™ In the near
future; Club Drive, AVP, and Wolfenstein 3D (which is pictured here and moves
brilliantly) are set for May, Checkered Flag (now called Red Line Racers) is set
for June and Doom is sel for July. After July all you know what breaks loose,
as a flood of titles is bound 1o explode onto the scene. On a sadder note, Atari
wasn’l happy with Tiny Toons and is re-coding the whole game, so it won’l
come out until September, | know you're all frothing at the mouth, but be
patient, the staff at Atari is very dedicated 1o this project and is being very
picky aboul future releases. They may come slow at first, bul when it comes,
il"s gonna’ be awesome. See ya' next month. Oh ya, | almost forgol to mention,
AVP is coming oul on the Lynx simultaneously with the Jag version! For some
truly brilliant new pic's of AVP check out Europa. - E Storm
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on the Atan Jaguar, but Oxford-based

developers Rebellion Sofiware have
positioned themselves neatly as the UK's
leading 64bit game designers. Alien Vs,
Predator has already had extensive coverage
in Gamefan, and if the almost-finished ver-
sian is anything to 9o by, it should be one
title not o be missed. To extend our cover-
age of this great title, and to bring you an
exclusive look at Rebellion's next wave of
lag games, | recently poid a visit to the -
man tcam, knee-decp in the AYF deadline,
needless to say!

At the time of writing, AVP |3 almost
finished and is due to go on sale in the mid-
diefend of April. | spoke to Jason Kingsley
the Creative Director of Rebellion, abouot
their commitment to the Jaguar and their
first games to come cut for the machine:

T\:n: are a few companies betting solely

When was the company started?
JK: About 18 manths ago. It came as a result
of me being freelance, and having problems
getting paid by other publishers after pro-
ducing games! Getting the Jaguar contract
meant that | needed to set up a proper
operation.

How come you gof involved with the
Jaguar o early?

H: Atari contacted us about our previous,

game, Eye of the Stosrm on the P, because
they were impressed with the speed of its
3D engine. They asked us if we could work
onf their new machine and at first we
thought they might mean the Falcon,
Luckily, it proved to be the Jaguar! I'd done
Star Raiders on the Atari 800 ages ago, and
some stuff for the Atari 5T, but the Jaguar
'Ti!- naturally a much more exciting proposi-
tian.

How did AVP evolve?
TH: It started about a year ago when Ataci
told us they had the license from Twenticth
Century Fox. Originally we drew 256 color
graphics from scratch and then decided
these simply weren't realistic enough-its
wery hard to drow graphics in 18bit or 29bit
codor that are good enough to make small
maodels of all the scenery and characters,
before photographing them and digitizing
them inte the game. This approach has
saved us an awlul lot of time, and the resulis

are far better.

¥What"s been the hardest aspect of the
game in its development?
1K1 Emsuring that the game [sn't just a bload
fest-trying to make sure there’s balanc
between action and strategy. Also, despite
the lag-peg compression, memory has st
been a problem. Trying to make the levels
interesting and varied and trying to cram ir
sampled sound effects hasn't been easy given
the restrictions of a 16 meg cart.

5o what do you think of the laguar's hard-

ware? |s the machine only really suited to 30
scredling?
JE: Oh o, not at all, it's very much a multi-
faceted maching., Personally, | think it's 2
great machine, especially when you conside
it's doing more impressive things than E1000
FE; for a fraction of the cost. We're only just
scratehing the surface of what it can do with
AP, and I'm sure we'll be losking back in 2
couple of years and laughing at how we're
doing things here. It's been a very fast leam:.
ing process.

¥hat do you think of the laguar €D Brive?
JK: Well, Atari still haven't decided on ifs
specifications yet. I'd like to see at least 9
megabytes (16 megabits) of RAM in the drive
to act a8 a buffer to spool graphics into. The
current crop of CD games technology is all sa
slow, and extra Ram would certainly help.
Basically, the more hardware Atari can fit on
the CD Drive the better the games eon be!

What do you hepe to achieve with the
dungeon game?
JE: Legions of the Undead (working title] will
be usimg a significantly enhanced version of
the AVP engine, and the gameplay will be
changed to make it more like an Action RPG
ar adventure, They'll be weapons to collect,
puzzles to solve, and traditicnal RPG ele-
ments bo give the game depth. It basically fol-
lows an from the old text adventures, but
obviously you'll be able to see exactly what
you're doingl We're hoping to do 4 24meg
version and also a CD version.

Hosw wiould the CD version be different?
JK: Size, mainly. | want it to be absolutely

huge-hundreds of levels, endless new graph-
ics, and abowve all 8 massive, massive chal-
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Itnge. I think it's a con how 5o many CD games
these days are just sonkcally enhanced, with
some video bunged on the beginning. Game
players want 5o much more than that, but it all
takes time and money.

“F. Can you tell us briefly about the other
laguar prapect you have in the works?

JK: We got a game called Hammerhead (previ-
ously called Cyberpunk City) and it's very
much a game that's been at the back of my
mind for around slx years naw. It's a strategic
combat flight simulater set in a futuristic city
and we're trying to make the flight dynamics
quite original for this one. | think the Jaguar is
the first console that can do it justice. This
ane won't be ouwt until next year,

I What about multl-player games on the
Jaguar? Any thoughts?
JE: Well, AVP would have made a greal multi-
player game, and there was even a discussion
about the possibility of wsing a Lynx as a
motion tracker! Te be honest, I'm not really
sure shout Atari's plans for multi-player link-
up just yet, but it hos to be something Lo be
given sericus attention,

what games do you like playing?

JHi AL the moment we simply don't have any
fime to play anything, but | like things like
Civilization. Things with a kit of depth, gener-
ally. The kind of games I'm really beginning to
hate are the so-called interactive movies.
They're all so lincar. Even the obd text adven-
tures offered loads more interactivity than
these can. Talk about B movies, these
wouldn't even be classed as € movies!

What's your opinien an 16biL versus 32
and &3bit?
Ji: It's certainty trie that the current crop of
16blt games look very sad next to what's rsn-
ning en 3260t and, ahem, &3bit technology.
We like working on new technology because it
gives us the freedom to do ambitious pro-
jects-1 mean we just couldn't do AVP on the
SHES, could we? Of course the perfect
maching isn't here yet, but some of the new
RISC-based machines are looking very sexy
indeed...

And will you be developing for any of
these, by any chance?
JH: Er. | cant really say at the moment (whis-
peTs some interesting stuff | can't divulged)

Cheers, Jason,

The graphics in AYP were actually digitized
from models rather than belng drawn from
scratch. The texture on the walls was formed
by making panels (see photo of Justin Rae)
and these were digitized and then tumed into
bitmapped graphics. These aren't scaling tex-
ture-mapped pohygons, but scaling bitmags-
the lag's hardware is just fast enough to shift
them. | spoke to Mike Beaton, the game’s pro-
grammer, about how the Joguar handles the
graphics,

It's similar technique to Doom,” program-
mer Mlike Beaton explains, 'but we're wsing
over 32,000 colors compared 1o Doom's 256,
and we're diawing the walls and ceilings sepa-

rately. The Jaguar's bitter draws the panels
while the calculations are handled by the
GPU.' And arownd 10-15 frames per second it's
certainly smooth enough.

The latest enhancements include a 24bit
(16.7 million) calor intro fequence and the
graphics are S0 memory hungry that the aciu-
al uncompressed size of AVP is close to128
megsil! Atari's Jag-peg (their version of J-peg)
is used to compress the graphics at a ratio of
about 8:1 without any loss of quality!
Compared to the compression routines used
on the Mega Drive and SHES (usually 2:1), Jag-
peg means the Jaguar can handie games with
about 4 times the memaory in the same size
cartridge. And with all those colors it sure
needs it.

Rebellion's "tribute’ to Yirtua Racing is
alio coming along in leaps and bownds for a
May release. The game (which may be retitiled
Ray Hall's Redline Racer) is being handled by
Rob Dibley and some serious recoding has
meant that the frame rate has been doubled
since we last showed It to you-it's now munning
at between 15 and 20 frames per second,
showing what a difference the Jag's GPU can
make to a game's speed. Other enhancements
include, seme great new roadside graphics,
reflecting the different countries the tracks
are based in, and fog, too. This was very effec-
tive, but unfortunately Rab's development
hardware was playing up and we couldn™ man-
age any grabs!

Rebellien's third laguar title uses an
enhanced wersion of the AVF engine, and from
the demo | saw, it loaks like a stunning Action
RPG (hurrayl]. At the moment, all they have is
an early graphic demo but already it looks
absolutely superb, even surpassing AVP for
pure atmosphere! The frame rate loohks ewen
smoother than AVP and the detall on the walls
and ceilings is just phenamenal,

LOTU isnt just your standard PC-type
RPG, though. A lot of attention |5 being paid
to the character design, bringing in elements
from Hellraiser rather than the more familiar
RPG characters. Over 4 months work has gone
into the game. So far, Justin Rae has been
working on sprites and panels for the game, in
exactly the same way as AVP and most of the
graphics have been finlshed. Expect a brilliant
rale playing game with great graphics. lots of
gore [well, Atari wants it be gory!) and, best of
all, a great depth of gameplay. Legions of the
Undead will be out later on this year, but the
plan is to release a vastly enhanced CD ver-
slon, tool Things are looking extremely
promising for the Jag CD, and it isnt even out
yet! | can't walt!

It was so encouraging visiting Rebellion.
While 3o many developers are shy about com-
mitting themselves to new platforms, these
chaps are really goaing for it Above all, they
care about what they do, and want the Atari
and the Jaguar 1o succeed. Having seen what
they're capable of, | can only say it desemnves
to. Cheers quys! Gamefan withes you the best
af huck for the future,
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