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of the films as they are for their disdain of

games that fail to live up to the potential
of the IF. While most Alien games take the
James Cameron “shoot everything that moves”
approach to the iconic sci-fi horror senes, [he
Creative Assembly instead focuses on the origi-
nal film's claustrophobic intensity and the feel-
ing of being relentlessly stalked by a far superior
predator. The result is a game you must learn
and play the way it wants you to, but the cat-
and-mouse chases provide an experence that's
finally worthy of the Alien moniker.

Players take on the role of Amanda Ripley,
whose desire to learn the fate of her missing
mother brings her to a space station that has
descended into chaos thanks to the appear-
ance of a single, deadly xenomorph. Ripley
must explore, fight, and - more often than not -
run and hide to survive and find a way off the
Sevastopol, while simultaneously trying to
ensure that her extraterrestnal hunter doesn't
reach civiization. If that sounds familiar, most
of Isolation’s plot points and twists will, as
the script all too often parallels memorable
scenes from the films. | had fun reliving these
iconic moments, but would've preferred some
more novel surprises along the way. Amanda
exhibits little growth or personality, other than
concern for her fellow humans and a desire to
not die gruesomely, which — spoiler! - is going
to happen to you all the time.

Isolation’s gameplay Is far more engaging
than the story, albeit in its own methodical
and unforgiving way. Your encounters with the
xenomorph are iImpossibly lopsided, as the
vicious extraterrestrial is leagues faster than
you, impervious to damage, and Kills with
a single hit. As such, caution Is paramount,
whereas many games try to accommodate as

/\ lien fans are as unapologetic for their love

many styles of play as possible, your options
In Isolation are to be quiet and smart or dead.
The occasional mad sprint to your objec-
tive may be a viable choice, but most of your
time is spent under desks, In lockers, and
peeking over rallings. While so much hiding
might sound boring, the constant threat of
your unseen predator keeps you engrossed
in the action, and every narrow escape and
successful distraction instills a genuine sense
of accomplishment. You unlock a variety of
craftable items to help you in this regard, and
while these new gadgets are empowering,
they're not foolproof. No matter how safe you
are, you'll still need patience for trial-and-error
gameplay to fully enjoy the game.

When you're not running from the alien,
you have two more enemy types to deal with.
Armed human survivors will shoot you on sight,
and are best avoided when possible (or used as
a tasty diversion if the alien is lurking nearby).
Worker Joes, on the other hand, are cheap
synthetic androids that require a jolt from a stun
baton or EMP before they can be taken down,
and aren't on the alien’s menu. Each enemy
type sports its own traits and A.l. behaviors,
and figuning them out and adapting your tac-
tics keeps the action fresh. Creative Assembly
does a good job of mixing up the enemies and
adding new wrinkles throughout the game,
though on the whole the 25-hour campaign
still feels too long. Most areas require sneaking
through a maze of long, winding corridors and
air ducts, only to trigger an objective and then
make the long trek back. Exploring a new level
IS exciting the first time, but you return to most
areas multiple times. By the end of the game
Ripley has cnsscrossed the station so many
times she could probably draw the bluepnnts
from memory, despite the fact that most of the

areas share the same sterile, "what-the-hell-
happened-here” aesthetic.

While players must contend with an unhelpful
map system and some annoying quick-time
event sequences, the biggest source of frustra-
tion comes from the checkpoint system, which
requires players to manually save at designated
stations. While this structure necessitates even
more backtracking, reaching a save station
always provides a much-needed sense of
relief, and | grew to appreciate the old-school
mechanic. That said, the save system elicited
more than a few curses. Losing a bunch of
progress when the xenomorph pops out of
nowhere and kills you with a single, unforeseen
tail stab isn’t scary, just frustrating.

Despite the setting and source matenal, very
ittle in Alien: Isolation 1s scary. Tense, certainly,
and | jumped at more than a few surprise xeno-
morph encounters, but the environments and
action fail to instill the sense of dread that the
movies or other horror games have inflicted
on fans. Despite taking more than its share
of inspiration from the Alien senes, | found
Dead Space to be scarier than Isolation, even
If playing through the genuine article is
far more appealing.

Unlike its titular organism, Alien: Isolation
IS decidedly imperfect. The story falls flat,
your objectives lack a sense of accomplish-
ment, and the campaign drags on longer than
it should. When the gameplay is at its best,
however, Isolation delivers the thrill of being
In the Alien universe, something fans like me
have wautecﬂ a long time to properly expernence.

Jeff Marchiafava

This review periains lo the PlayStation 4 and Xbox One
versions. The game is also available on FlayStation 3,
Xbox 360, and PC

Concepl
Escape a doomed space staton
while (hopefully) staying one
step ahead of a towering,
deadly xenomorph

Lraphics

The Creative Assembly nailed
the looK of the Allen universe,
but the hghting and shadows
are sometimes inconsistent or
altogether nonexistent. Wooden
character animations cause a
lot of the attempted drama to
fall flat

sound
Music and sound effects from
the film series are used to great
effect. The voice acting and
dialogue are less impressive

Playability
Flayers need lots of patience
for sneaking through
environments, peeking at
enemies from behind cover,
and coping with some
frustrating checkpoints

Entertainment
This is the closest a game has
come to capturing the promise
of the Alien franchise, even if
its story doesn't add much to
the lore

Replay Value
Moderately Low
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