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THINGS THAT GO BUMP IN THE NIGHT

ALONE
'DA

t's rare upon seeing a game

through to its end, that you remain

unsure of what you actually think of

it. Yet, as the final credits of Alonein
the Dark splashed across our screen,
we sat, face scrunched up in utter
bewilderment. How can a game get so
many things right, yet equally have as
many things go so horribly, horribly
wrong?

It starts promisingly enough. Through the
eyes of protagonist Edward Carnby you find
yourself staring down the barrel of a gun.
You, and your mystery partner, are herded
like cattle to be 'taken care of' by the thugs
holding you captive. However, before your
execution can be carried out the building is
shaken by a huge tremor as your captors
are dragged into the fissures that have torn
through the walls. Running for your life, you
find yourself at a balcony, overlooking a
Manhattan that is being torn apart from the
depths of the Earth.

It's an exhilarating beginning, but it's not
long before the cracks in the game itself
begin to show. The simple manoeuvring of
Carnby proves far more difficult than it
should be with a huge turning circle and
slow, clunky movement. This is only
exacerbated by an over-the-shoulder
camera that insists on flicking to a fixed
position intermittently, completely

changing your orientation. The idea is one of

atmosphere; flicking your view to a
mutilated corpse, or some other horrifying
sight. Sound thinking, but not much use
when Carnby immediately walks out of the
room, missing the view altogether.

When you eventually get a reasonable
amount of control over Carnby it's more a
case of compensation to the control's faults
than a mastery of the system. Nevertheless,
AitD manages to hold your interest through
these early frustrations with simple
introductions to the game's biggest
strength - its puzzles.
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The much vaunted 'Real World Rules' work
excellently, requiring you to think laterally within
the confines of your environment and use
whatever Carnby happens to have to hand. The
tasks range from the simple - using a pole to fish
an electrified cable from water - to the
elaborate... which we won't actually spoil here.
Figuring out these teasers is where AitD really
shows its handsome potential. The inventory
allows you to create makeshift bombs,
flamethrowers and essential light sources from
everyday objects and use them in increasingly
imaginative ways.

All impressive stuff. Somehow, however, Alone in
the Dark manages to spoil all that hard work with
some crushingly awful sections. Car handling, for
instance, is speechlessly dire - your vehicle
becomes stuck on invisible scenery or spins out
at the faintest touch. Worse, Eden somehow
thought that throwing in a few scripted car
chases would be a grand idea. Instead, these
sections are so mind-numbingly abysmal, you'll
want to throw all of your consoles into the
deepest hole you can find and vow never to play
another video game again.

The vehicle sections are the worst, no doubt, but
they're not the only offending segments in the
game. Some sections are devoid of fun,
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requiring trial-and-error play times, while in others
signposting is non-existent and you end up
wandering around without the faintest idea of
what to do. It's all so infuriating; having thrown off
the shackles of archaic survival-horror missteps
with smart puzzles, AitD then insists on curling up
to them again like a favourite blanket.

The story too, is a massive disappointment. What
starts off as an apocalyptic disaster tale, full of
potential, doesn't take long to descend into sub
B-Movie schlock. Appalling dialogue further
cheapens the narrative, while Carnby himself must
be the most unlikable protagonist in history - a
foul-mouthed, boorish grump without an ounce of
compassion. For the record, we're certain that this
is in no way deliberate: he's not an anti-hero, he's
anidiot.

For all of this, the shining lights that Alone in the
Dark displays over its length make the game oddly
compelling. You want to grind past the nonsense
to get to those golden moments. And if you don't,
you can always skip them using the DVD style
menu the game features. In many ways, AitD could
see itself becoming influential in terms of puzzling
and its episodic structure. It's a game awash with
great ideas, let down by some unfathomably
stupid ones, poor overall execution and a
depressing lack of polish. Frankly, it needed more
time, and we find ourselves angry that it wasn't
given it. If it was, then just maybe we could have
had something special. So now we know exactly
what we think of Alone in the Dark. A waste.




