SCREEN SCENE

It’s arguably the scariest
graphic adventure ever.
Jim Gillies reporits from
behind a cushion.

A On occasion it's
best advised that
you do not look
behind yoursealf, or
else you may amnd
up never being
able to turn the
lights oud again.
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t's a sad fact that nona of the Allens

the original movie trilogy

Acclaim's Alien 3 and even the Atari Jaguar's
Alien Vs Predator were arguably lithe more
than glorified s =50 for the latest
Giger tie-in Mindscape has opted for a very
differant approach,

For starters, the game snt based on the
filmsz at all, but in fact draws inspiration from
Dark Horse's gritty Aliens comic books. The
game itself is being developed by Paris-based
Cryo who, interestingly, bought out Dark
Horse France last year Conseguently, both
teams have been working togaether closely to
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Things from

Aliens: In Progress

ensura Aliens: Tha Comic Book Adveniurne will
be as guthantic as possible.

Work started on tha game in February
1954, whan game dasigner Nicolas
Choukroun teamed up with Cryo MD
Jean Martial LeFranc and roughed
out the storyboard, visualised by
graphic artist Bemard Bittler.

Although the staryline is com-

ateby original, much of tha
gama's background and plot
twists are taken from the
Aliens: Labyrinth comic series,

borrowed ideas from
ther Dark Horse books
and, of coursa, the Alien flms.

The game revolves around a team of four
terraformers who are awoken from hypersiesp
to investigate a distress signal from the shake

ony on planet BE4C, As their hiber-
» open and the LSS Sheridan
flickers into life, the crew find themsehwes in

orbit around the planet, Blissfully unaware of
the nightmare that's happening on tha surface
below, the four slip into their exeskeletons and
prepare to dock with the colony.

Revamped

Aliens is essentially a graphic
advanture, and i based on a
mora advanced hvbrid of the
Lost Eden game angimne,
Howewvar, Cryo has drastically
revamped he angine so that
Alens will ba toughar and car-
tainly not as linear as, sa)

j
Dragon Lore, Whal's mora, Aliens

will be visually more spectacular than
Cryo's previous games, thanks to slick SVGA
graphi
the comics and, of course, the movias,

vhich help to capture the aaria feel of

The game promises to be surprisingly
simple to play, mainly due to the intelligent
icon-based cursor system which makes

S e TEUSTRERT  TEERN . TR e




CONF IS

A The intelligent cursor makes the
game Incredibly easy to condrol.

i Like previous Cryo games, the cul-
sceneas that feature are awesome.

A A lot of the feel of the Aliens comic
sirips has transferred superbly.

OUILET;

moving thraugh tha colamy both quick and
stralghtforward. it also makes many of the
gamea's puzzies aasier to tackle.

While many of the puzzles are solved by

chject manipulation, occasionally
you'll need to call on the skills and
abilities of sach of the crew
marmbers 0 crack tha prob-
lemn. For example Herickson,
an ex-marine and the obliga-
tory meathead of the team,
is the only bloke with military
fraining and therefore the only
crew member brave (or stupid)
ancugh to take on the Aliens in
combat. Sinclair, on the other hand, is
a weedy scientist who specializes in all things
technical and so proves invaluable when
apearating the colony computer and overriding
the security systems.

A5 owith all of Cryo's games, Aliens looks
awesome, and when he graphics are com-

A Each of the four crew members has
different =kills and abilitias.

A Before the crew can leave, they must
first climb inside their exoskeletons.

& There is strong language, but i all fits
in with the characters’ trafis.

SPAGE

bined with the sweeping soundirack which
hawls away in the background, it really is
maody, almosphen: and tensea. Play his in a
darkenad raom and | dara you mol 1o jump!

On location
Each of the localions
in the game, of
which ihere are
loads, have
been painstak-
ingly rendered in
30 Studio, along
with each individual
charactar sprite and all the
impressive cinematic cul-scenes,
In fact, the only hand-drawn graphics in the
entire program are ihe porraits of each crew
mambar, which were first painted on paper
and then digitised into the game to give a
more comic-style feel.

Even the combat seclions are rendered,

" superior
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4 Each location was skeiched by hand
before being rendered in 3D Studio.

i The 3D izo-
meatric com-
bat scenes
are fast-paced,
rather like a
visually

version of
¥irgin's
Cannon Fodder.

Here's one of the
crew mambers in
his/her exo-skeleton,
and to be honest
they'll need to stick
maore than frying pans
to themseives to
evade an full-on Alien
aftack. L

and adopt a 3D-izometric view which looks
down on Herickson in his exoskeleton.
Equipped with grenades, maching guns and
flama throwears, Herickson is moved armound
simply by clicking on the screen, and
the cursar is also wsed for
airming his waapons. ['s
almost like Cannon
Fodder, but with
betler graphics.
However, no mal-
ter how glossy the
presentation, i the
gameplay is lacking,
therg's litihe o hold the play-
gr's attention. Thankifully, it looks as i
Cryo has leamed from previous axperiences,
and has created a game, nay an axperience,
that may well be describead as not only one of
the scariest graphic adventures, but also one
ol the mast absorbing and playable graphic
adventures this year. Let's hope so.

& Each character
has their own
fashion designer;
but they've put too
much sitarch in the
wash. Probably.
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