. L]
L
\ :
% \h\
‘? "y
I‘ !r T
!
-
L ]
AL An all-new encounter with terror.
room I've dropped into. The autor

door opens with a pneumatic whoosh —and

ou're first rI npptd the first thing[ see isa body slumped on

into Sev stopol space station q ared across the
(through an air duct in the ceiling, in my <he: e only lig] rees in this
i iliary, but I decide
oot death :
Being left- bt-inu trusted to answer green rerything is lightly
. hose questi wn bravery, rounded, sterile, generally btl“t‘ or pv:irl
o ) ying very pleasant aesthetic, despite the
‘ The ec ec sional corpse

- i I curl around a few more corridors, never
leaving the crouched position, peeking my

head into the vacant labs and areas I pass

lnno the n't seen or heard the
e README P ce, b g > carefully than

DEVELOPER

Creative Assembly .
PUBLISHER Afte ering a few ovement, 0 ulunrh\}atlﬂe nt

Car i : ) : :
J:i: m: 1ter1.\l:. Illu or | lightI'm standmg in.
wwwalien  crafting, Tapp e It’s at this point that I start to develop a

isolation.com ~ only exit in the locker close personal relationship with the motion
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tracker, a piece of equipment that barely
leaves my hands for the remainder of the
playthrough. A single blip populates its
Game Boy-g green screen, : '

reminder tlmt the Alien is lurking, unseen,
somewhere in the station’s air vents.

It’s an extremely helpful device, but it
also feels like an integral part of the story,
and not merely an in-game crutch. Itisn't
simply a way of mitigating my fear and
giving me more control —if anything,
knowing y how close the Alien is,
or thatit’s sprinting towards me, puts me
even more on edg

Plodding on, dodging the Alien by hiding

in lockers or under heds, ’'m able to make it
unscathed to a central area of the space
station where looters lurk. They’re holding
pistols, but getting into a firefight with
them using the flamethrower and pistol
Icarr\' would ¢ ni}r pan outas ‘whoever

7 to deal with these
penple thank rneath a
medical station, reach into my crafi
menu, and use the materials I've g
to make a noisemaker that I then lob down
the corridor. The looters chatter, baffled at
what has caused the racket that’s about to

' The gore and claustrophobic feel of
the station reference the original film.

A flamethrower will buy you

time, but that's pretty 1rnunh it.

getthem killed. The Alien is on them in
seconds, gutting them 1lIltt'rclllUI‘llO‘LI\l\'
tr from victim to victim.

7 few minutes that pulled
me out of therwise gripping
immersion. The Alien's animations were
a little disconnected, it turned on its heels

qulc Iy to find another target, and it
't flinch when the looters or I, fooli
unloaded our weapons at point-blank
range. I don’t expect the thing to bleed, but

Knowing how close
the Alienis, or thatit’s
sprinting towards me,
puts me more on edge

it's a strange to not have an enemy react at
all when you shootit.
EventuallyIcametoale vel section that
ended up bt-mcr ju errifying as my
encounters with the Xenomurph Ina
generator room, sealed off from the Alien,
I had to complete a quick puzzle ata
command station in order to activate an
tem. Between me and it,
synthetic: a glassy-eyed
ammed to stop me. [

though, was
android prog

MONITOR

The motion tracker aids evasion
—and ups the fear level nicely.

was trapped in this tiny, symmetrical
square room, and he chased me tirelessly,
barking commands.
Meleeing and lighting it on fire did
ab
Was g
environmental clues. I shota red barrel
thatdidn’t explode. Red barrels are alway:
supposed to explode! Finally, after minutes
of panicked fleeing, my last bullet
chambered, I weakly pointed it bac
synthetic. A second headshot put him
down, crumpling him into a sputtering,
ry mess on the roor Phew
Isolation makes you re:

{lien game for the p rle 11.15 been a
thematic mismatch ‘tabout its
Marines, its pulse rifle, or its action. It's
about fear, uncertainty and how a single,
fragile human copes with a genetically
superior monster-predator. It's wonderful
tosee Sega supporting a premise —
admitted upporting one or two
other conventional directions for Alien that
didn’t pan out —that’s driven by emerg
storytelling, and trusting that the
systems are designed to prodm.t: agreat
experience for everyone. m
EvanLahti
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