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Abstract

This assignment gives an opportunity to do a formal evaluation of a computer game. Special consideration was taken to remember that the evaluation is of the game, not its visual or audio effects. A game was selected and some time was spent in order to become familiar with it. The game selected for the evaluation is Brian vs. The Alien.

· Basic Information

· Game Title: Brian vs. The Aliens
· Company and Author: Developed by Astral Entertainment, written by Brian Quarfoth

· Type of game: Arcade/shoot’em-up/platform game (according to LaMothe)
· Cost: $10.00 for the CD (the CD also contained other games)

· System Requirements:
· Multimedia PC with 100 MHz or higher processor

· Microsoft Windows 95/98/ME operating system 

· 32 MB of RAM (64 MB of RAM recommended)

· 1 MB of available hard-disk space (for this game only)

· 4x CD-ROM drive 

· Super VGA video display 

· Sound card

· Speakers

· Mouse

· Accelerator Card (4 MB or higher)

Actual Requirements:

     The stated requirements are more than required for Brian vs. The Aliens. This game is relatively small and does not use as many resources as some of the other games on the CD. However, since this game is played in WINDOWS, all of the stated requirements above should be a bare minimum.  The computer I ran on has 128 MB of RAM, and a 400 MHz processor. Therefore it was not possible to determine how the game would function with the minimum requirements, although I felt it would have run just as well. Several of the requirements are not need to play the game such as a mouse, speakers, and a sound card although they do make playing the game more fun.

GAME SUMMARY

Quick Overview/Story Line
     In a time when science fiction has become reality, aliens are attempting to take over Earth. Only one man, Brian, can stop them. Brain has been hired to do just that, stop the aliens. The object of the game is to not allow aliens to land on Earth by destroying them as they attempt to land, if they do land, still destroy them when the opportunity allows itself. Initially the aliens do not attack as they descend with the intention of landing on Earth. If enough of the aliens land, though, they will turn on everyone in an attempt to destroy them as well as Earth itself. They will start attempting to destroy their attacker, Brian, first. The aliens descend from above landing on Earth, unless they are stop before reaching the ground. Once the aliens reach the ground, they can not be destroyed until they start attempting to destroy the attacker, Brian. By the time the aliens are attempting to attach Brian, they are now coming from the ground and still from the air and the aliens from the ground, as well as from the air, are turning to Brian to attach him.   

Player’s Role
     The player plays the role of Brian who has been hired to protect the earth from hundreds of ravenous aliens. Brian’s role is mainly travelling back and forth across the earth destroying all aliens encountered. As the author puts it – “Blast those alien scumbags off the face of the Earth”.

Installation
     Installation of Brian vs The Aliens is easy.  However, the only tricky part is that the installation assumes that everyone’s computer will automatically run the setup program once the CD is inserted into the CD drive (the instructions only said to insert the drive and follow the menu). This was not the case for my computer. When I inserted the CD, the setup did not run automatically for whatever reason my computer is not configure to run the setup program when the CD is inserted (although on another computer it is set up to run the setup program). Once you access the CD-ROM, though, a window appears with a number of games that can be played. Some of the games require installing onto the computer and some can be run directly. Brain vs The Aliens required installation onto the computer. Once the  game Brian vs The Aliens is selected, step by step instructions guide you through the installation process.

User Interface
     The game can be played solely with the keyboard if desired (as I did) for interaction. The player uses the up and down arrow keys to move about and the space bar to fire shots at the aliens. The up and down arrows moves a character, Brian, up and down the screen allowing him to chase and shoot (in most cases, take a 2nd or 3rd shot) any aliens that may have escaped his 1st attempt to destroy them. The visual that assist the player is a graph bar that shows how much ammunition the player has left and a display of how many aliens have landed on Earth.  

Game Play
     In each scenario/round the player starts out with full ammunition, total of 25 shoots, for destroying the aliens.  As the aliens appear on the screen descend to the earth, the player, Brian, is allowed to shoots them. If the Brian misses them, he can scroll down to catch up with the missed alien and attempt to shoot them again. However, Brian must not miss more than 5 aliens. In other words, he must destroy 20 aliens before going to the next level. The subsequent levels tend to allow the aliens to descend at a faster pace, giving them more advantage of meeting their goal, landing and taking over Earth. 
Scoring
     First of all, scoring in Brian vs. The Aliens game is really a perception that one can take.  By that I mean, there is no score board that explicitly tells what your score is. However, there is an indication of how many aliens have landed on Earth each round. If a player wants to, he could challenge himself on how many aliens actually land within given round before he, the player, is allowed to move to the next round. For example, in my first try (the 1st try in which I made it to the 2nd round), 11 aliens actually made it to the grounds of Earth. By the time I played the game several times, I was able to get to the 2nd round without any aliens making it to Earth.

    Secondly, scoring can also be a perception in which it is determined by how many shots it takes the player to reach the next level. For example, a minimum of 20 shots is required, but a maximum of 25 is allowed. A player may take 21 shots for one game in the 1st round, but only 20 shots for the 1st round of the next game. Or, player 2 may take 24 shots to make it though his 1st round whereas player 1 only took 20 shots. 

Thirdly, scoring can be a perception in which it is determined by both of the above. In any case, it is a perception that one will have to take.

Artwork
     The graphics are clear and the characters are easily identified and easily differiated. There are 2 characters, the aliens and Brian.  All of the aliens look alike and perform a motion as they move about indicating that they are alive and well. The aliens do not look like they are something that is normally on the earth. Brian’s character, on the other hand, is that of a well mattered man in which his figure depicts him as being so. Brian carries a gun in which he uses to shoot the aliens to destroy them. This gun is clear enough to determine that it is a gun and when Brian fires the gun, the bullets are visible enough to determine if they hit the target or not. The other artwork that is in the game is the background. The background used is that of New York City. The stature of Liberty indicates it as being so. The buildings are, to some extent, abstract models, but clear enough to determine the ones that are popular (e.g., empire state building, and statue of liberty).

Sound and Music
     First of all, the sounds in Brian vs. The Aliens is appropriate.  When Brian fires his weapon, it makes the sound of a gunshot. When Brian destroys an alien, a sound is made that is unique to any other sounds in the game. When Brian is about to get captured/destroyed by the aliens, he lets out a loud scream of fear. As for the music, it is also appropriate in that it is a drama type music alerting of action about to happen.

Special Features
     The only thing that I found to be a special feature is that as the player enters a next round and the aliens move faster, the player is allowed to move faster (at least it appears) and shot his gun in faster successions as long as he is moving.

Manual
     There was a manual that came with the games (the CD contained more games than just the one evaluated). However, it was not specific to any particular game. It gave basic information about what types of games were on the CD, but no strategies to playing or winning the games. Although some of the games had detailed on-line help, Brian vs. The Aliens did not. 

Bugs
     There was one bug I found, but it could be very well augured as being part of the design. That is, when playing this game, the player does not need to destroy any aliens until they attempt to destroy him. That is, after 11 aliens have landed on earth, they will turn to destroy Brian. At that point, all Brian needs to do is just wait for them to come and fire his gun as they come (mostly from the same direction). Brian can, almost, make it to the next level without having to move up and down.
GAME REVIEW
What Is Good About The Game?
     I did enjoy the battles with the aliens. Also, the fact that there were additional level of play that I could make it to after defeating a battle.
What Is Bad About The Game?
     There were several things I considered bad about the game: 1) Brian could only move up or down (he may have been able to move otherwise in levels beyond level 3—which is all I was able to make it to), 2) There was no explicit score keeping displayed for the player,  3) there was no explicit round keeping displayed for the player, 4) at the end of the game, there was no logging for the highest score (obviously, since there were no explicit score keeping) 
Why Is It Better Or Worse Than Similar Games?
     I have played many games that were similar to this game, many of which were better, but some of which were worse. Brian vs. The Aliens is better in that when you shoot at a target, you need to aim just ahead of the target so by the time the bullet reaches the target, it will hit the target. This better reflects the real world. However, I have played games such as Alien Hunt in which you had to aim directly at the target in order to hit the target. Nevertheless, Alien Hunt did have scoring and logging of the scoring if you got a higher scone than what was already logged and Brian vs. The Aliens does not which is the part that is worse.
What Is The Appropriate Audience For This Game?
     Although anyone 8 and above could comprehend and play Brian vs. The Aliens, the nature of the game, destroying aliens, would suggest a little more mature audience, say 13 and up.
Are There Any Design Mistakes Present?
     The first design mistake is not designing a score board even though there are several ways to determine the score. There should have been an option to log scores and names of those players that score the highest. Another thing, the same boring background is displayed, to a great extent, each level. It could stand to be change up, if not doing a level, at least for each sequential level. Finally, when playing the next levels, the rate at which the bullets travel does not change even though everything else speeds up, including Brian (at least in appears to).
SUMMARY
Overall Strengths And Weaknesses.
     The overall strengths of Brian vs. The Aliens is that it is entertaining and compares well to other games in its class. The weaknesses that I find are the design mistakes mentioned above such as lack of explicit score keeping, score logging and a variety of backgrounds.

Is The Game Worth Purchasing?
     Yes, but for the price paid, only as part of a package with the other games that came on the CD.

How Could It Be Improved?
     It could be improve a great deal by implementing explicit score keeping, score logging, and background change for each level. Also, an improvement in artificial intelligence would be greatly appreciated.
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