GAMES OF THE MONTH GODS

Game Gods but they do the job pecular ways. Interasting stuT“ but wa'll

. very nicely indeed get oo all that in a minute. Thera are a
Publisher Rensgace John Foooc (ex- few other things to discuss first, like, for
Price £25.53 Uliravox) is one of the  instance

names behind

and since they did the ﬁ IR“I,Y AHE'E’"

Speedball 2 mussc

you'll know more or The plot. Ah, yes. This seems (o
ess what o expect PlnT be based on ancient Greek myth

Richard Joseph (hardly an untapped area in computer

Fam

Programmer(s) Bitmap Bros
Release Date Qut now

has bean a lot written

out Giods. A lot of very

rv siufl. As doas much of the games, it's trua) though the specifics seem
tha reviews of Bitmaps sound to have bean played rather fast and loose
er and. indeed contributed the in- with. Our hero may or may not be
s Bitmaps have Entering the almost obligatory shop in Gods. Here a range of game noises, and Hercules - at one point it was suggesied
hy everyone extra weaponry, energy and magical power-ups can be vary clattery and that the game was built around his famous
& on tham ioo purchased. (Don't worry if you can't atford what you want - you'll  rag)isiic they are too series of labours, though this isn't
on. soma find much of the same stulf just lying around later on). And yes, And then there's the  particularly clear from playing it. He may or

it does feel much like the same scene in Xenon 2.

naat ideas, the strongest image of any game style. Visually may not be Hercules for ancther reason
team ack of updating old ideas in axpect in fact, and I'm sure improving on 1's an arcade-style platform hack-'em-up o0 = he permanantly wears a helmel that
the clevarast ways. Thay're the nearest thair old stufl in a lot of tiny but signif of ke Black Tiger (which it's baen obscures his face. A bit of a mistake this, |
try’s got - ways, It certainly looks gorgeous - packed  compared to a number of tmes) but like feel = creating a totally characterless
with incredibly detailed backdrops and lols y of other games too. That's not the central sprite is surely not a Good Thing
of (usually) well animated litthe sprites. it's full story though - there's enough puzzie But anyway. The game progresses

perhaps a little 100 delailed at times (your solving, door opening, switch throwing and  through four levels, all with diflerent
character cften gets a bit camouflaged object collacting here o push il firmiy Ino background graphics, and each one
against the wealth of background detai) arcade advantura terrtory. IS an divided into three sub-worlds. There are a
a team that spends 50 much and it would be nice 10 588 a move away ntelligent sort of an action game, then sargs of tasks you have to achieve on
i mporance of the from this trademarked matallic look, but parbcularty when you reakse thal he each one (on tha first, for instance, you
creative process, the evils of licens ng and visually it is a bt of a stunner. It would be whole thing revolves around Some very merely have to collect a green pot and
on, they're conspicuous in that they carping outrageously to try and claim claver artificial intelligence routines that restore it 1o a store room in the second
actually produced anything all that anything different make the baddies acl in some dacidedly sub-world) bedora it lels you go on, though

It sounds nice

since Speedball 2, has had a lot of publicity

sounairack (nis

th time time is by Nation

C nd yes, inera s no 12, a more
danying it — il's a wary good game ndead obscure Rhythm
Well up 1o the standaras we ve come 1o King act parhaps

ARTIFICIAL
INTELLIGENCE

(AND WHY YOU MIGHT NOT RECOGNISE IT)

uch has been made of the clever way in
which the baddie sprites have a degree of
artificial intelligence, and the way the
game re-adjusts itself to how well you're playing,
making things easier or harder as you go on. It's a
good job that much has been made of it too, as
you'd never know from actually playing the thing -
or at least you wouldn't straight away. The game is
s0 subtle you'd probably only realise something
funny was going on when you'd been living with it
for a couple of days.

The artificial intelligence first, then. Baddies
come in a few sorts = your normal stupid ones, that
hang around on platforms or wherever they're put
until killed [as you get in most games] - and your
super special clever ones, The smartest of these
actually know where you are and are perfectly
capable of finding the guickest route to you,
avoiding your fire (so they have a degree of self
preservation built-in) and so on. One variety of
clever monster are thieves, which try and steal
treasure for themselves, while a lot of the others
are more aggressive.

Then there's the player monitoring systam.
This is even more subtle, in that it judges how well
a player’s doing and tailors the game to suit. Thus
first time round you'll probably find codles of
energy top-ups and bonuses lying around - it'll
realise you need them. As you get better though,
scoring more points, it'll all get that much tougher.
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Ooh, bloody hell, how did | get in here? And more impartantly, 51
how do | get back out again? Well, the solution invalves keys,
igs; and switches (but that's all the help you're getting).

you aren't left totally on your own trying 1o
work oul what lo do - a window al the
ooflom of the screen opens and closes
ihnoughout, suggesting ways you can eam
Mmafe poents, giving clues on how 1o get

ceram traps and 50 on

A GAME OF NICE
BRI | oen o o e

unremarkabie struciure, n's quite hard to
Deding (\graphecs aside) just what i is that
makes the game 5o nice. Mostly it's thing

that fall into the ‘neal touch’ category, and

and come backed by some big claims. It's got a

Falr ™ S o —

e - This spiky stick thrusts

since we re rapidly
running out of space
nara, 1 m -:_1r'! e time
1o detail some of what
| mean

Neat touch No1 - The
end of level baddies
are all parbcularly
impressive, aven if
they don't always
seem 1o do very

much. The first one
YOU COME across is a
giant Centuriorn
type — impressivaly
arge (as they all are)
though all he really seems lo do is
back and forth a bit. My favourite has to be
the massive Minotawr that crops up later
sugh. Micely animated, he leaps

and actually makes the
entire image shake each time he crashes
1o earth!

Mice touch No2 - What is appara
background detail - gargoyles and
suchiike — actually come 1o life and attack
You as you waklk pasi!

Nice touch Nod - The shop sequences
(quite how these became obligat
action games is bayond me) whic
not unlike the ones in Xenon 2. Shielkds

about the scree

h work

Ivas, energy and an abundance of
weapons - they're all here
Nice touch Nod The thieves who run
aboul the place, totally oblivious 1o your
good sell, collecting treasure and suchlike
Being rather smaller than you are (not to
menlion imvulnarable to the fraps) they Can
often collect keys and o0 on that you
couldn’t olherwise reach. If you see one
kaep an eye on him, wait ‘il he collects
whatever he's after, then shoot him and
PICK up wnal ne arops — it's a lot easier
than getting it yourself
Nice touch No5 - Your bird familiar - one
of the best add on weapons — who flies
around your head and uselully helps out
with extra firepower
Nice touch Noé - The artificial
Intell)gence-cum-player monitoring system
check out the box for details

So there we have it. Once again, a
very professional a ell thought out
roduct from the Bitmap Brothers
nd destined 1o become a minor
\But ondy minor, | think) classic
recommend anyone fo buy it

So what's the problem? Weill
that
The Bitmaps have upped the ante
their games enough that ‘a very
professional looking product’ is

B
a

tnere 15 a shght one. I's simply

lot to live

e LEVEL 1 WORLDS 1 AND 2

TUTIE wp and dewn and can g0 o . o

1

no good at all.
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It's not always a good idea ta
pull switches willy-nilly. This
one, lor example, will do you

Don't be tempted to just walk into this gap. Make the sffort
to got onto the ladder, or you'll take guite a nasty fa
some energy; and land yousell in a whole load of trouble.

lose

Here we are in the two sub-worlds that
make up the start of the game. If
you're wondering where all the baddies
are - well, we killed them all, didn't
we? (How d'you think we got this far?)

'-Lp-.-'w-.;a-.-—'-l..u-u" --..-.-.I..-.--._..,._.._.J_._J,.-,_.-...

A highly unpleasant and
antisecial creature, -
Avoid him at all costs!

The store room's Lo the et

really the vary least we've come 1o expect
It is & clever game, and one of the very
@, but it makes you wish for
hen they come up with one that'll
make everybody step back three paces
and say ‘Bloody hell! | wish I'd thought of
that!" Eric Bitmap argues that Speedbalf
was pretty onginal, and perhaps he's right
though you could equally argue that it's
just American football with metallic
graphics. Then again you certainly can't
deny they've changed genres with startling
requianty - they may have broken kithe
nd, but equally they haven't been
slanding still. No, they've proved
themsalves great at the small innovations
and re-jigging old concepls - what they
haven't had is the earth-shattering Origina
dea. | wish the Bitmaps and Renegade
great success with their first release, but |
await the day when they do something a
file more unusual B Matt Bielby

up to - so does it?

UPPERS Lovely graphics, lots
ol action, nicely-judged puzzies,

cleverly intelligent baddies, lots of

small innovations and the normal

gorgeous Bitmap presentation
THE BOTTOM LINE

Another excellent Bitmaps product -
faultless for what it does, but

wouldn'l it be nice if they really
seemed 1o be pushing
themselves?

DOWNERS Average subject
matter, nol as visually/aurally
stunning as Xenon 2, nol as

playable as Speedball 2
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