
T
he Alien movies have been one of the most infl uential 
of all fi lm franchises for the videogame industry. A key 
inspiration for the ‘bio-organic’ style of a huge number of 
2D titles in the Eighties and Nineties, notably the ‘Giger-
esque’ visuals of R-Type and Turrican, the distinctive, 

dark futurism of Ridley Scott’s original Alien inspired countless 
budding pixel-artists. The saga has spawned dozens of licensed 
arcade and domestic videogame titles, from platform shooters 
to scrolling beat-’em-ups and lightgun games, and a range of 
successful fi rst-person corridor shooters on multiple platforms. 
The Jaguar outing of Alien Vs Predator represents perhaps the 
biggest leap the licence ever made in the gaming world, throwing 
in Fox’s second most famous creature, the Predator, and 
presenting, for the fi rst time, a realistic, fi rst-person rendition of 
close-combat inter-species warfare.

The interactive clash of franchises promised a whole new 
level of immersion for movie fans – facehuggers bursting onto 
the screen, Predators decloaking right before your eyes, and 
the whiplash tail of xenomorphic terrors, all experienced from 
a perspective planted fi rmly amid the chaos. Developed across 
three separate continents, with design and programming teams 
from Oxford-based developer Rebellion, and support from Atari 
in Sunnyvale, California, the game was an intriguing, and 
sometimes strained, exercise in Anglo-American relations. At its 
best, Alien Vs Predator re-creates aspects of the strongest two 
Alien movies, combining the fear and tension of the original fi lm 

with the all-out gunplay of Aliens. But at the time of its inception, 
the Atari Jaguar was only at prototype stage, and it wasn’t even a 
certainty that the game would be a fi rst-person shooter, or even 
appear on the system at all.

Rebellion’s Jason Kingsley remembers the moment he fi rst 
learnt of the existence of Atari’s ‘top secret’ console, evidently a 
surprise to even Atari’s own UK-based personnel at that time. “We 
went to see Alistair Bodin of Atari in their huge offi ce building and 
warehouse in Slough (complete with brown Hessian wallpaper 
and not many people in the offi ce), to present a 3D dragon fl ight 
simulation for their new Falcon computer,” he reveals. “He thought 
it looked great and asked Bob Gleadow, Atari’s UK managing 
director, to come down to see it right away. When Bob saw it, he 
commented that it could be a great title for their new console. 
Alistair was surprised and asked, ‘What new console?’ Bob replied, 

‘The Jaguar’. It was the fi rst anyone outside of a very small group in 
North America had heard of the new machine.”

James Hampton, Atari’s producer for Alien Vs Predator, reveals 
that the project originally started on Atari’s handheld console – the 
Lynx. “When I fi rst started working at Atari, in the autumn of 1992, 
one of my fi rst assignments was taking over as producer on a 
number of Lynx games. One of these was Alien Vs Predator, being 
developed by UK-based company Images. The Lynx Alien Vs 
Predator team had been assembling a demo that featured a game 
with a Colonial Marine and a Predator going through corridors of 
an Alien-infested space station. The Lynx games got put on the 

THE MAKING OF…

IN THE KNOW

»   PUBLISHER: ATARI

» DEVELOPER: REBELLION 

» PLATFORM: ATARI JAGUAR 

» RELEASED: 1994

»  GENRE: FIRST-PERSON SHOOTER

» EXPECT TO PAY: £25+

ALIEN 
PREDATOR

IT WAS THE ‘OTHER’ REASON TO 
OWN AN ATARI JAGUAR, AND 
STILL FEATURES REGULARLY 
IN TOP-TEN LISTINGS OF THE 
SCARIEST VIDEOGAMES OF ALL 
TIME. REBELLION FOUNDERS 
JASON AND CHRIS KINGSLEY, 
AND ATARI PRODUCER JAMES 
‘PURPLE’ HAMPTON TALK TO MIKE 
BEVAN ABOUT DESIGNING A CULT 
CONSOLE CREATURE FEATURE

ALIEN 
PREDATORVS

28  |  RETRO GAMER

028-31 RG57 AVP.indd   28 20/10/08   16:28:08

© Imagine Publishing Ltd 
No unauthorised copying or distribution 



back burner, however, as Atari was shifting its production efforts 
over to the Jaguar launch.”

The Lynx game was never completed (although a prototype 
of it does exist), and Atari’s management briefl y considered a 
version of Activision’s Super Nintendo Alien Vs Predator game, a 
Final Fight-style 2D beat-’em-up, as an alternative project for the 
Jaguar. “I didn’t think this direction represented the characters and 
the universe very well and I was eager to fi nd a way to improve 
the design,” recalls James. “As I dug deeper into the project, I 
discovered numerous references to elements from the Dark 
Horse comic books, elements that Atari did not have rights for. I 
used this as a reason to change creative direction, and presented 
an alternative approach to the internal Atari legal and executive 
departments, and then to our sub-licensor Activision and our 
partners at 20th Century Fox.”

In the UK, designer and programmer Andrew Whittaker, who 
had collaborated with Alien designer HR Giger on the PC horror-
adventure Darkseed, was approached by Atari to work alongside 
Rebellion. Giger had personally recommended him for the new 
game. Andrew would spend long hours discussing the behaviour 
and character nuances of the Aliens with their creator, and the 
Predator’s motivation and design with Stan Winston’s movie 
effects department and Fox.

The decision to allow players to experience the game through 
the eyes of three different characters was one of the fi rst concepts 
that the Rebellion team hit upon. “Yes, that was Chris and my 

idea completely,” says Jason. “As well as playing the Marine, we 
also wanted to play the bad guys (Aliens) and the neutral guy 
(Predator). What it meant though was making three games in one, 
so it was a very ambitious and challenging game to create.”

Another signifi cant breakthrough was the use of digitised 
textures – modelled from visual references from the fi lms – for 
the game’s environments. “We had already succeeded in getting 
some texture mapping in Eye Of The Storm for the PC, and were 
excited about the visuals we could get using this technique,” 
explains Chris Kingsley, Rebellion’s technical director. “One 
particularly tough problem we faced was how to create realistic 
looking texture maps – up to that point all the graphics in games 
had been hand drawn.”

“Toby and Stuart, the artists at Rebellion, had this cool idea 
to use photographs of models instead of computer-generated 
artwork for all of the game,” explains James. “The results worked 
surprisingly well. The walls and fl oor segments were all tiles that 
they had made with painted model parts, and they used off-the-
shelf model kits of the Alien and Predator characters to create a 
kind of ‘stop motion’ animation for all of the frames of creatures’ 
movements in the game.”

James helped the British art department by thoughtfully 
smuggling a handy Xeno-model out of the US. “UK Customs 
wouldn’t allow them to receive a model of the Alien Queen that 
they had ordered by mail, and so on one of my visits over to 
their offi ces in Oxford, I went to Mr Big’s Toyland in Waltham, 

Retro Gamer asked Jason 
Kingsley of Rebellion, and Atari 
producer James Hampton how 
their respective teams had 
prepared for the unenviable 
task of re-creating the worlds 
of the Alien and Predator on 
the Atari Jaguar. “We watched 
the movies again and again on 
VHS tape,” says Jason. “We 
had to cope with the terrible 
freeze-framing of VHS. We even 
photographed the TV screen 
to get stills – not that easy to 
do with the awful freeze-frame 
and CRT interlacing. What 
we discovered was the visual 
effects in the movies were 
created in several different 
ways, and at times even the 
same effects were created 
using two or three completely 
different techniques. We 
had to choose the ones that 
would look best in our game 
and focused on getting those 
looking great.” James reveals a 
similar process for the US team. 
“We spent a few weeks gorging 
ourselves on all things Alien or 
Predator,” he says. “We would 
share ideas for the game during 
the movie marathons where we 
watched stuff like the extended 
editions of Aliens on Laserdisc. 
And we were lucky to have 
people like Sean Patten, who 
became one of the game’s 
designers and is the ‘face’ of 
the Marine player character in 
the Marine HUD. He was a die-
hard fan who had built replica 
models of the Colonial armour, 
weapons and gear which we 
used for some of the photo 
materials in the game.”

LOVING 
THE ALIEN

» A prototype version of the game, featuring an early HUD layout, 
blockier character models and ‘lives’ rather than a health bar.

» James Hampton (producer, Atari) in front of 
an Alien Queen during a visit to London’s much-
missed ‘Alien War’ attraction, February 1994.

» The (now unfortunately lost) 
‘blueprint’ for the Beast, as 

seen in Amiga mag The One in 
October 1990. Mind you, they 

did print it upside down…
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» This movie-poster-inspired title screen 
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used in the game’s packaging.
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Massachusetts, tracked down the model, and smuggled it in my 
suitcase to get it to them in time!”

“We created all the art in Oxford,” adds Chris. “We did this by 
fi rst building small-scale models of the panels. These were 9cm 
by 9cm squares of cardboard with bits of paint, straws, plastic 
gubbins stuck and moulded in, then photographed by Jason in 
35mm. We then processed and scanned the photographs in using 
a fl at-bed scanner, and fi nally touched them up by hand in a paint 
package, and added any transparent areas. We still have most of 
the panels in our archive.”

Working with a console that was still effectively in the 
development stage was an unusual process for both teams. 
Andrew remembers constantly rewriting various graphic routines 
as the Jaguar’s hardware was being fi nalised, before hitting on 
the idea of coding new game elements, then suggesting the 
hardware features to implement them. “We made numerous 
design decisions based on what was technically feasible, trying 
to play to the strengths of what we had working,” admits James. 

“In some instances what may have been a limitation turned into 
an identifying feature in the game. So when we found that the 
memory limitations weren’t going to let us have a movie-like 
symphonic score, we opted to go the other direction, and create 
an eerie soundscape from the ambient space station noise. The 
result added a lot of dramatic tension and captured the spooky 
feeling of being alone – until a threatening Predator clicking sound 
appeared nearby.”

As for the role of id’s games – Wolfenstein 3D and Doom – as 
an infl uence on Alien Vs Predator, Jason and Chris are quick to 
deny that they had much of an impact, if any. “We weren’t aware 
of Doom at that stage, and only halfway through development did 
we hear about Wolfenstein, so we were using different reference 
points (step-based dungeon exploration titles) adding realistic 
textures and vision modes, and adding a dash of acid blood to 
block your path.” James, however, acknowledges a certain level 
of infl uence, at least from his own team’s perspective. “Before 
starting at Atari, I had spent time playing the fi rst ‘episodes’ of 
Wolfenstein that were being released on bulletin boards,” he 
admits. “This kind of fi rst-person gameplay defi nitely infl uenced 
me, and over the course of the AVP development cycle, we 
encouraged all of the team to play games like Wolfenstein 
and Doom. We envied the network gameplay, and we always 
speculated what it would be like to make a head-to-head version of 
AVP, which wasn’t feasible in the time frame we had.”

Andrew wanted to add a high level of artifi cial intelligence for 
the extraterrestrial species, particularly ‘pack-hunting’ behaviour 
for the Aliens, which would work in groups to lead unwary players 
into traps – a feature he had christened ‘Alien Chess’. In the long 
run this subtle feature would distinguish the game from its rivals 
Doom and Wolfenstein, whose monsters would simply become 
active when the player approached, rather than actively chase 
or lie strategically in wait from the point the player entered their 
virtual environment.
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Trying to squeeze the game into 
a standard 2MB Jaguar cartridge 
proved quite a headache for 
both teams, with Rebellion 
in particular spending a lot of 
time compressing textures and 
data to fi t. But, unknown to the 
UK team, Atari was about to 
make an unusual u-turn. “The 
photorealistic textures looked 
great but also took up a lot of 
space and eventually we ran out 

of room for all of the components of the game on the original cartridge 
size,” explains James. “With some pressure from Fox (to add some 
additional Alien animation) and some campaigning internally, Sam 
Tramiel again made the ‘right choice’ and let us double the cartridge 
size. The decision came at the 11th hour, about a month before the 
game was due to be sent to manufacturing, and we used most of the 
space for extra audio samples throughout the game. This allowed us 
to add in more audio effects, which really brought the game together 
and pushed it to a new level. The extra space also allowed us to include 
some nice touches like adding Sandra Miller’s recorded dialogue, who 
in addition to being married to Richard Miller, one of the chief Jaguar 
hardware engineers, added her distinctive British accent for the space 
station’s computer voice.”

» An early Amiga-based version 
of LightWave was used to create 
the 3D-rendered image that 
became the game’s box art.

» Stuart Wilson (artist, Rebellion) 
creates the animation frames for 
the Alien Warrior model. 
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» Team photo taken in front of Atari’s offices in Sunnyvale in the summer of 1994. (From left to 
right) Nathan Brenholdt, Dan McNamee, Lance Lewis (with cap), Mike Beaton, Hank Cappa, 
Keoni Los Banos, James ‘Purple’ Hampton, Andrew Whittaker, Andrew Keim, Sean Patten 
(sitting on sign with sunglasses), Paul Foster, James Grunke.

» Toby Harrison-Banfield 
(artist, Rebellion).
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In the spring of 1994, the game reached a critical point in its 
development. “Rebellion had got the game into a ‘fi rst playable’ 
condition, where you could walk around a randomly generated 
maze,” remembers James. “The photorealistic look of the models 
really worked well, however, there was no structure or gameplay 
and the project was reaching the end of its original schedule and 
budget. To his credit, Sam Tramiel, the president at Atari at the 
time, resisted the urge to cut all the game features and just ‘ship 
it’, and followed my plan to push the schedule to a fall release and 
bring Rebellion programmers Mike Beaton and Andrew Whittaker 
to California to work on site for the summer.”

Andrew took the ‘long way round’, with a (previously scheduled 
and unavoidable) business visit to Kuala Lumpur, where he set up 
a temporary development station at the home of his Malaysian 
host. With team members split between locations at Rebellion and 
Atari, and sometimes at various points across the globe, it was 
inevitable that things didn’t always run smoothly. “There were a 
lot of politics too at that time, and many arguments about credits 
and so on,” reveals Jason. There were tales of corporate kindness, 
too. When the game was fi nally completed, a grateful Sam Tramiel 
gave Andrew a hefty bonus, along with the keys to his brand new 
sports car, and told him to take off for a two-month vacation.

Alien Vs Predator garnered generally favourable reviews on its 
release, including a 98% rating in US publication GameFan. Edge 
magazine, however, described the game as “a lumbering, lame 
and unfocused imitation of Doom that only the most masochistic 

gamers will get anything out of,” awarding it a less-than-stellar 
four out of ten review score. “Oh yes, everyone else gave it a nine 
out of ten, but Edge didn’t!” chuckles Jason. “Everyone is entitled 
to their opinions, but they also have to face up to criticism of that 
sort of score from history.”

The game was ultimately successful, selling around 300,000 
units, and becoming one of the Jaguar’s ‘killer apps’, alongside 
Jeff Minter’s brilliant Tempest 2000. “We had a great time working 
on Alien Vs Predator,” admits Jason. “It was one of the fi rst titles 
we worked on as Rebellion. The company has grown from one 
employee in our basement to over 310 people at multiple locations 
throughout the UK, and we still love making games.” Rebellion 
has famously continued the science-fi ction theme, producing the 
well-received Aliens Vs Predator sequel for the PC, and branching 
into publishing, after the acquisition of 2000AD and its sister title 
Judge Dredd Megazine.

Perhaps the greatest lasting testament to the Jaguar game is 
the fact it still ranks highly on lists and polls of all-time scariest 
videogames (such as a recent fourth placing at Gametrailers.com). 

“I was at a Comic-Con in San Diego one year, when a fan stopped 
me because I was wearing one of the ‘AVP’ development ‘crew’ 
shirts that I had made up for the team,” says James. “They shook 
my hand saying how much they liked the game and how many 
nights they stayed up all night playing it, scaring the heck out them. 
Hearing it then, and now with these polls, makes me think that all 
the times we worked all night making the game… it was worth it.”
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» The original 1990 Dark Horse 
comic series that kick-started a 
titanic movie-crossover franchise.

» The pub in this interlude is of course 
The Star. “It was Brid’s trendy pub,” Paul 
assures us. “No sawdust and few fights.”

MAIN PLAYERS
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COLONIAL MARINE

Mission: Initiate the 
base self-destruct 
and escape.
The Marine (christened 
‘Lance Lewis’ after one 

of Atari’s level designers) is the weakest and 
slowest of the three ‘species’ so must rely 
on his resourcefulness to survive. With no 
weapons or security clearance at the start 
of the game, players must search for arms, 
tap into the base computer network and 
security system to access higher levels, and 
use air ducts and elevators to reach the safety 
of the escape pod.

ALIEN WARRIOR

Mission: Rescue 
the Queen from the 
Predator’s ship.
With endless fangs 
and a carbonite 

exoskeleton, Aliens can tear through the base 
dispatching weaker species with ease. The 
main advantage of playing as the Alien is 
the ability to ‘cocoon’ unfortunate Colonial 
Marines, using a swift claw and tail-swipe 
combo, which can then be hatched to provide 
extra ‘lives’. And remember, individual 
xenomorphs are expendable, it’s all about the 
survival of the Alien breed.

PREDATOR 

Mission: Claim 
the skull of the 
Alien Queen.
The Predator has 
an unusual ‘honour’ 

system, which can be used to gain more 
increasingly destructive hardware, including 
the infamous ‘smart disks’ and shoulder 
cannon weapons. Although the Predator has 
the ability to ‘cloak’, killing with honour means 
doing so while visible, or risk losing ‘honour 
points’, along with your weaponry. Because 
of his bulk, the Predator is the only character 
unable to use the air ducts.

» Rebellion founders Chris (left) and 
Jason Kingsley, summer 2008.
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