
I
n recent years, Sweet Home has become 

known in the Western world as a precursor to 

Resident Evil and the wider survival-horror genre. However, the 
fact that Sweet Home is a licensed game tends to be mentioned 

only in passing, if at all. This is a shame, because Sweet Home is a 
fantastic example of a licensed game. Director Kurosawa supervised 
development, an unusually hands-on approach for a licensed game of 
the era. This contributed to the game’s successful use of cut-scenes, 
including the ‘opening door’ animation that carried over to Resident Evil, 
as well as some pretty gruesome deaths which wouldn’t have passed 
Nintendo’s strict Western content requirements of the time.

While the game gives you the same premise as the movie, Sweet 
Home takes advantage of the differences between the two. The rest 
of the story needs to be uncovered by the player, by examining diary 
entries and frescos found around the mansion. Everyone can make it 
out alive too, unlike the movie, but character deaths are permanent. 
With every character carrying a unique item, each loss increases the 
tension as the game becomes harder.
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T
he original Alien’s famous tag line was “In space no one 

can hear you scream.” In Aliens, you won’t hear anyone 

scream either. But then again, you just didn’t need to. Aliens 
had a minimalistic approach to sound effects, but one that fi t 

the atmosphere of the series perfectly.
Playing the commander, you alternate between fi rst-person views 

of your six crew members and direct them around the colony base. 
You can wait around as long as you like in the opening areas – 
you have to make the fi rst move. The tension begins to build 
after the fi rst few empty rooms. You haven’t encountered 
anything yet, but you know it’s only a matter of time.

Your proximity meter starts to wail, as you spin the viewpoint 
frantically in an attempt to spot the alien before it spots 
you. Having tracked it down, you let loose a shot – only to 
miss by a hair. Panic sets in as the alien turns and charges 
straight toward you, with the horrible wailing continuing. It 
reaches you, and… nothing. 

Not precisely nothing, though. With the signal cut, the transmission 
from the crew member’s camera turns to static and white noise fi lls the 
speakers. No further elaboration is necessary. That’s the genius of the 
sound design in Aliens.
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you have to the fi lm?

We were given a copy 
of the shooting script, 
which as it turned out 
wasn’t the fi nal form 
that was shot but was 

close enough for us that it made little 
difference… Also we fi nally got the 
game out a year after the fi lm, so we 
were able to tweak lines that were no 
longer relevant. There weren’t all that 
many of them. We were given style 
guides and photos of props and actors, 
and we did our best to make the game 
elements as similar as we could to those 
sources, given the limitations.
 
Looking back are there any levels you 

feel don’t work as well?

I wasn’t so happy with a couple of my 
multiplayer levels, since they were 
bashed together in very short order. 
They could have used more refi nement 
and testing time. The single player 
levels had more time, love and attention 
so they stand up better. St Petersburg 
Streets was very simplistic, but the tank 
was a lot of fun.
 
How closely did you follow the fi lm?

The console and the tech gave us a shot 
at trying to recreate the fi lm experience 
in 3D rather than the 2D platformer 
fi lm tie-ins that normally appeared. We 
mined the script and photo references 
for level ideas, I used the set blueprints 
to recreate sections of the Facility and 
added other rooms inspired by other 
shots of that location in the fi lm. On one 
or two occasions we either expanded 
on locations that were only fl eetingly 
visited in the fi lm or outright made 
something up to fi ll a gap.
 
What’s the most important thing to 

consider when making a fi lm licence?

To be true to the spirit of the fi lm rather 
than following the script slavishly. The 
experiences of fi lm and game are really 
very different, and I cannot see why 
you’d want a playable copy of the fi lm. 
There is more mileage in exploring 
other parts of the story or other 
characters. Vin Diesel and Starbreeze 
understood that very well with Riddick, 
and they made an excellent game as 
a result.

DUNCAN BOTWOOD
Game designer, GoldenEye 007
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