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SYSTEM REQUIREMENTS

ALIENS VERSUS PREDATOR is designed to operate on a wide range of system configurations and has a number
of user options to modify performance on specific systems. Certain effects and features may affect
performance on lower end machines, players will need to experiment to find the best settings for their
particular hardware. Below is listed the ‘minimum’ hardware specifications for a playable game. Also listed
is our recommended (or ‘ideal world’) specifications. Faster, more advanced hardware appears all the time
hut the ‘recommended" specifications represent the top end of technology at this time.

MINIMUM RECOMMENDED
> Intel Pentium 200 MMX PC (or 100% compatible CPU) > Intel Pentium 11 400 MMX PC
> DirectX 6 > DirectX 6

> \loodoo? based 3D accelerator
> Creative Lahs SoundBlaster Live! sound card

> Direct3D compatible 3D video card
> DirectX compatible sound card

> 4x CD-ROM Drive > 24x CD-ROM Drive

> 32MB RAM (64MB recommended) > 128MB RAM

> 400MB free hard drive space > 500MB free hard drive space
> Windows® 95/98 > Windows® 95/98

3D GRAPHICS ACCELERATOR CARDS

ALIENS VERSUS PREDATOR is designed to ,make use of many of the advanced features inherent in today’s
Direct3D compatible 3D video cards to create a visually stunning experience and will not work correctly unless
you have one of these.

All of the features of the game are supported by a 3Dfx Voodool card (e.g. Diamond Monster 3D) and most
cards that have come to market thereafter. Some earlier 3D accelerators do not support all the features that
are necessary for ALIENS VERSUS PREDATOR to run correctly.

Getting Started-User Proftiles
The first thing that the player will see when the game starts is a screen which will allow them to create
a USER PROFILE (they may also select a previously created USER PROFILE if one is available). The USER PROFILE
stores a player's individual settings and preferences including: key assignments, scores & statistics, and
completed episodes.

The Main Menu

Having created (or chosen) a USER PROFILE, the player is
presented with a menu screen, allowing them to choose from a
number of options: SINGLE PLAYER game, LOAD GAME,
SKIRMISH, player CONTROLS, AUDIO/VIDEQ OPTIONS, Change
USER PROFILE, and Exit Game.
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Vision Modes

The Predator’s helmet can enhance his vision, allowing him to perceive different ranges of the
electromagnetic spectrum that help him to detect his prey. Pressing the

hetween Vision Modes. There is a no Field Energy consumption for use of these.

key switches

Long Range Zoom
Another helmet function allows the Predator to zoom in on far off victims for sniping purposes. Although not

a favored tactic amongst the Predators, this has its place in their arsenal. Use the and keys.
MediComp
..allows the Predator to heal himself. When it is in use uses a significant amount of Field

Energy to activate a health-giving compound that the Predator injects himself with. acts
as a fire suppression system, useful when there are Marines armed with Flamethrowers around!

Grappling Hook

Certain BONUS EPISODES require the Predator to use a Grappling Hook with a retractable line. This is only
available in those episodes where there is no other means for the Predator to move through the level and is
not available in other episodes.

TACTICS

1. When fighting Aliens with the Plasma Pistol, direct hits result in lots of acid, catch them in the blast

wave instead. However, when fighting Marines, direct hits are best.

2. Using the Cloaking Field in conjunction with zooming abilities allows the player to pick off foes from afar.

3. It's important to learn the limitations of the Cloaking Field. Moving makes the cloak less efficient.

Doors are still triggered by invisible Predators and will give away the player’s position. Bright lighting
conditions make it easier to spot the cloak’s irregularities.

4. Sometimes it pays to be in the wrong Vision Mode! If hunting humans, it's easy for an Alien to sneak up
on the player undetected. Since the player is on the lookout for humans they can use a vision mode that
will alert them to an Alien presence to protect themselves.

5. The MediComp uses a lot of field charge; it's wise to use it before picking up a new Field Energy Unit.

6. To benefit from self-charging, energy-intensive weapons and equipment should be used minimally.

ALIEN
HEALTH: normal is a full blue bar, powered up it glows white

The Alien HUD is by far the simplest of the three species,
reflecting the creature’s primal nature. It has no exterior
artifice or weapons...it simply is a weapon.

The blue glow at the bottom of the screen represents the

Alien’s health. At 100% it stretches all the way across the
screen. If the Alien sustains damage then the bar starts to shrink and fade. However the Alien can surpass its
normal energy levels for short periods of time and achieve a “feeding frenzy” type state. At these times the
bar will glow white.

ABILITIES

Aliens are much faster than either the Predator or the Colonial Marine and can jump much further as well.
Additionally Aliens have the ability to move on all surfaces as swiftly as they do on the ground...floors, walls,
ceilings, it's all the same to Aliens. To be able to stick to any surface all the player needs to do is hold down
the key. Aliens can fall from any height and will sustain no damage whatsoever.

Pounce

Already a powerful jumper, the Alien can jump even more powerfully by squatting prior to a jump. This is
achieved by holding the key and then jumping and is particularly useful for jumping straight up to
the ceiling, where an Alien can easily cover three or four stories in a single leap.

Navigate/Hunt Vision

Alien perceptions are different from those of a Human or a Predator. The way this presents itself to the
player is that the world appears as if it were being viewed through a ‘fish eye’ lens. Secondly, the Alien
mostly sees the world in Hunt Mode, this means that all potential prey emits pheromones which the Alien
perceives as a colored halo surrounding them. The color of the halo is species-dependent: humans are blue,
Predators are green and any other Aliens, red. This makes it impossible for enemies to hide in the shadows
from the Alien.




In extremely low light (or no light) conditions the player can shift into Navigation Mode at any time by
pressing the key. This allows the Alien to see clearly in utter darkness but only within
a limited range. It has a side effect of negating the pheromane haloes of prey which, coupled with the limited
range of perception it allows, means that the player must be careful not to run straight into an enemy
without seeing them!

Impressive though this set of abilities might be, it still leaves the Alien with no long range attacks. They must
come into close contact to be able to claim a victim. Even with speed on their side, their hardened carapaces
are still vulnerable to the high-powered weapons of the Marines and Predators.

WEAPONS

The Alien does not have selectable weapons in the same way as the other characters, both Claw and Tail
Attacks are available at any time and the Jaw Attack will only occur in specific circumstances, however the
player does not need to select a ‘different weapon’.

Claw Attack

A razor-sharp slashing motion with the claws is launched by pressing the key. This attack is
much faster and about as powerful as a Predator’s Wristblade attack and can easily kill an unarmored human
with one swipe. Additionally the Alien will gain some health by slashing and shredding a victim once dead.

Tail Attack

An Alien tail, with its heavy harbed tip, delivers a more powerful blow than the claws. It can be used in two
ways: simply pressing once causes it to lash out at the nearest enemy whereas holding
the coils the tail up, giving it more power, ready to strike when the button is released.

Jaw Attack

This is more than simply an attack for the Alien, it is also their primary means of regenerating health. When
an Alien is close enough and in the correct position (with the victim dead center in the screen) the upper
and lower jaws come in slightly at the top and bottom of the screen to indicate the Jaw Attack will occur, all
the player must do is press the button. This will fully recharge an Alien’s health and can

even boost it beyond the usual maximum for a short period of time.

A Jaw Attack is always a killing move, at full strength, Predators are too strong and too well protected to kill
with a Jaw Attack, Aliens can sense this and the player can observe that the Aliens’ jaws only appear when
the Predator has first been weakened to the point at which a Jaw Attack will kill it.

It's also possible to Jaw Attack corpses which will also reward the player with health but not as much as a with
a live victim.

Aliens will not Jaw Attack Androids and other things which it disregards as a threat but not as prey.

TACTICS

1. Alien’s attacks are doubly powerful from the rear as they would be head-on.

2. At top speed, the Alien can move faster than any auto-targeting weapons in the game.

3. It's crucial to learn how to use the Pounce so the player can extricate themselves in a hurry.

4. Cling to shadowy areas and corners and practice sneaking up on enemies unawares. Wherever possible
attack from above!

5. The player needs to keep in mind that they are controlling a character that can stick to any surface and
move freely in all three dimensions. An Alien running on the floor, straight towards a heavily-armed
Marine or Predator has little chance of survival.

6. With all of the leaping, climbing, spinning, and so on, it's important to keep a sense of up & down, since
all Human and Predator enemies are all ground-based.

STANDARD EPISODES

After choosing which species they wish to play as, the player is presented with an Episode Selection Screen
where they can choose which episode to play and, if they have played it before, see the highest Difficulty Level at
which it has been completed. There are six unique episodes (or levels) available for the Marine and Predator
species and five for the Alien. The player will see any that they may have already completed PLUS the next
uncompleted one.




DIFFICULTY LEVELS
After selecting a level the player can then select the level of difficulty at which to play it. These are: Training, Realistic
and Director’s Cut. At the start of any level, the player can choose which level of difficulty they wish to try.

The following table indicates the differences in the difficulty levels for each of the three species:

Training Acid blood does no damage, Medikit and Ammunition pick-ups are plentiful, 8 saves allowed.

Marine REEUS Acid blood does full damage, Medikit and Ammunition pick-ups are normal, 4 saves allowed.

Director’s Cut Acid blood does full damage, Medikit and Ammunition pick-ups are rare,

enemies are more savage, 2 saves allowed.

Training Acid blood does no damage, enemies are easier, 8 saves allowed.

Predator | Realistic Acid blood does full damage, enemies are normal enemies, pick-ups are normal, 4 saves allowed.

Acid blood does full damage, enemies are more savage, pick-ups are rare, recharge
is slow, 2 saves allowed.

Director’'s Cut

Training More energy from claw attacks, enemies armed with light weapons, 8 saves allowed.

Alien Realistic Less energy from claw attacks, enemies armed with normal weapons, 4 saves allowed. i

Director’s Cut No energy from claw attacks, enemies armed with heavier weaponry, 2 saves allowed.

Completing episodes at different DIFFICULTY LEVELS allows access to another five Bonus Episodes for each species.

BONUS EPISODES
Each species can access another FIVE single player BONUS EPISODES that are activated by completing the
STANDARD EPISODES at different DIFFICULTY LEVELS.

Completing all the episodes for one species at the Training level allows access to TWO bonus episodes, at the
Realistic level four episodes are revealed (the TWO accessed by completing the game in Training mode PLUS
another TWO) and a final ONE episode can be accessed by completing all the STANDARD EPISODES at the
Director’s Cut difficulty level. BONUS EPISODES have only one level of difficulty: Director’s Cut.

Training Realistic birectors cat | When the Bonus Episodes are revealed they
Bonus 1 0 0 0 are all visible in the Episode Selection Screen
Bonus 2 0 0 0 but they can only be played once the necessary
Bonus 3 o o DIFFICULTY LEVEL requirements have been met.
Bonus 4 O 0
Bonus 5 0

As the table shows, if the player successfully completed all the STANDARD EPISODES for a species at Director’s
Cut level only then they would gain access to all five BONUS EPISODES for that species at once.

IN THE GAME
THE PAUSE MENU

In SINGLE PLAYER, the moment the key is pressed the
game will pause and display a menu screen with these options:
Resume Play, SAVE GAME, LOAD GAME, Restart Mission,
MOUSE CONFIGURATION, JOYSTICK CONFIGURATION,
MARINE/PREDATOR/ALIEN KEY CONFIGURATION,

AUDIO/VIDEO OPTIONS, and Abort Play.

For more details see the CONTROLS and AUDIO/VIDEO OPTIONS
sections below (as accessed from the MAIN MENU).

VIDEO SCREENS, MESSAGES, & INSTRUCTIONS

Throughout the environment the player will encounter video screens used by the Marines and other humans for
communication. As a Marine the player may receive direct communications through these and, if playing as a
Predator or an Alien, they may give useful information indirectly. Direct messages and instructions may also be
given to players of any species in the form of text which will appear at the top of the screen.

Messages displayed on video screens will also appear as text. Pressing |~2| will display the last text message

again, continued pressing will step back through previous messages.




FACE HUGGER
ENEMIES & THREATS These emerge from Alien eggs and implant a young Alien into a host victim (known as a Chestburster because of its

raman | drod | Xeraborg | Predatar | Predien [Face rger]Aien | practaran [Aien Queen fatal me.thoq of ‘hatching’). It i§ not known whether the Chestbur.st_er is in fact the same an_imal or if the Face
Varine " s " s " s s Hu.gge_r is simply @ carrier for it. Face Huggers have the same acidic blood as fu!l-grow_n Aliens and lcan.excrete
acid-like substances which have been known to melt through the hardest materials to implant an Alien in a host.
Predator VS VS VS VS Vs VS Vs VS
ALIEN
Alien Vs Vs Vs Vs . . . . TP
Regarded as the most terrifying species humankind has ever encountered it has become known as simply “Alien”. It

seems to be the antithesis of humanity, its entire lifecycle set to destroy that of our own. It uses other species both
as food and as host bodies for its young. On encountering an Alien then, the choices seem to be between a quick
painful death or a slow painful death and nothing else. They exhibit some similar behaviors and abilities to some Earth
insects but on a much more threatening scale. It is not known if they possess what we would call intelligence or if
they are simply deadly animals. Certainly, if they are intelligent, then it is like everything else about them: alien.

PRAETORIAN

This is a specialized form of the Alien that has been reported. It seems to have common features with the Alien
Queen and it is believed that it may, in fact, be a juvenile Queen. They are usually found in the vicinity of the
Alien Queen, guarding her and her egg chamber. They are stronger and larger than normal Alien drones.

XENOBORG s , , _ ALIEN QUEEN

Resulting from a human experiment into controlling captured Aliens, these iave cybernetics and weapons The Alien Queen is a machine designed to breed and propagate her species. She is much larger than and has different
graited onto them. The experiment s generall regarded as a falure, having stripped the Aliens of their physical characteristics to her drones. She is generally found in an egg chamber, laying new eqgs which drones take
essence, but these cyborgs are illdeadly and extremely dificut to destroy. care of. Queens are known to detach themselves from their egg sacs in time of danger (perhaps to relocate their
PREDATOR hive). As with all mother-animals, harming the young invariably stirs up the rage of this towering creature.

This extraterrestrial species of hunter is almost unstoppably deadly. It is known to have hunted the galaxy

for hundreds of years or more, searching for the heat of combat perhaps as a blood sport, perhaps as some

kind of ritual. Their marriage of technology and savagery inspires almost as much terror as Aliens.

The table below illustrates which enemies the three species will face in the game.

HUMAN

Humans vary on the threat scale based mostly on whether they are civilians or Marines. Marines are
obviously heavily armed and trained whereas civilians are generally untrained and armed (if at all) with
lower grade weapons and are prone to panicking.

ANDROID
Androids appear to be civilian humans but are much more resilient and skillful with their weapons.
Androids never display fear.




Saving and Loading

The player may save a game in progress by selecting the Save Game option from the PAUSE MENU.
Also, a previously saved game can be loaded from either the MAIN MENU or, again, the in-game
PAUSE MENU.

Each USER PROFILE has eight save slots associated with it, allowing up to eight different games to be
saved under that USER PROFILE. There are a limited number of saves allowed per episode, dependent
on the episode’s difficulty level (see table in DIFFICULTY LEVELS section for details). When the player

saves their game, an indicator will inform them of how many more times they will be allowed to save
in the current episode.

Control=s

On selecting this from the Main Menu, the player can change MOUSE CONFIGURATION, JOYSTICK
CONFIGURATION and three choices of key configuration: ALIEN, MARINE, and PREDATOR.

Each species has a different set of key settings, which can be set independently of each other.

MOUSE CONFIGURATION

The player can adjust Horizontal and Vertical Mouse
Sensitivity, functions of the Horizontal and Vertical Axes,
Auto-Centering and Vertical Axis Inversion.

JOYSTICK CONFIGURATION

If the player wishes to use a joystick they can enable and
configure its functions here. They can then assign joystick
huttons to various functions in the Controls menus that allow
key configuration for Marine, Predator, and Alien.

CONFIGURING KEYS FOR MARINE, PREDATOR, & ALIEN
There are three separate key configuration lists, one for each species.

The list is presented in three columns, allowing players to assign two keys (or one key and a joystick
button) to any of the actions listed in the first column.

It is also possible to reconfigure keys for the specific character that is being played from within a level
through the PAUSE MENU (accessed by hitting while playing).

NOTE: The player must select the “Use the settings™ menu option for any key assignment changes to take effect.







Audin/Viden Options

This menu is accessed from both the MAIN MENU and when
the player pauses the game. The menus differ slightly but will allow
the player to change such settings as which DirectX compatible
graphics accelerator to use (if more than one), Display Resolution,
Gamma Settings, Master Volume, and more. This is achieved with
the keys.
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