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Could you handle having the world at your feet? In a far-off mythological universe, Gary Whitta finds out.
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A C AM PAI GN  be gins with a  sma ll a rmy of
20 loya l soldie rs who,  come  wha t ma y,
will a lwa ys t ight to the  death in  your
name_ Th is score  of cra ck troops will
never de se rt you. but (he re 's not enough
of the m to  ma ke  a n impa ct on the  land
and ha ve  its inha bita nts qua king in the ir
boots n o t  yet,  a nywa y. Go  forth a nd
multiply!

THE KINGDOM of Miremer was once a great place, and you
were once its great leader. But fate saw fit to intervene and a
terrible earthquake reduced t he  k ingdom t o  rubble,
abruptly ending your reign. Only you and a handful of
subjects escaped.

Eventually you found a new world,
and a new kingdom grew. And yet, in
this huge, hitherto undiscovered land,
there is no decisive government. Many
towns and villages are self-sufficient
and have their own internal hierarchy.
With no overall leader, this world is ripe
and ready to be conquered.

But by whom? You aren't  the only
new face around here. There are others
seeking to lay claim to these lands, I f
you are to become king once more, you

THE EASIEST way to expend the number
of pe ople  you  ca n comma nd is to a tta ck
villa ge s a nd 're cruit  t h e ir inha bita nts into
your ra nks. Whe n it  come s to blows,  both
forces ha mme r a wa y a t e a ch othe r until
either the  villa ge  surre nde rs or you de cide
to re trea t (some time s the  only logica l
option if  your side  is ge tting a  pa sting a t
the ha nds of a  la rge r or better-equipped
force). An y survivors then lo in  your ra nks
and the  villa ge  is yours to comma nd.

must not only achieve control over the existing population,
but also put paid to the other pretenders to the crown.

The fictional land you are set to conquer is so large that
attempting to tackle it in one go would be impossible. So it's

been broken down into 200 bite-size
chunks, each one an indiv idual land-
scape. When one has been conquered,
it's onto the next until the entire world is
under your commmand.

In addit ion to this central 'Conquest'
game, Powermonger is also capable of
generating an impressive 4 x 10
57 ( f o u rfollowed by  57 zeros) original land-
scapes! Enough to keep even the most
die-hard megalomaniacs happy,
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WHILE the  ma in d ispla y provide s a ll the  de ta iled informa tion on
any pa rt of the  landscape ,  I t s the  ta ctica l ma p that is be st
used for a n ove ra ll picture  of wha t's happening. Four type s of
display a llow you to  vie w the  la ndsca pe  in a ny co n te xt  A
simple  light ma p give s the  most ba sic of  vie ws,  while  the
contour ma p shows the  lie  of the  land -  use fu l to  know whe n
making long Journe ys with your a rmy,  o r whe n pla nning a
surprise  a ttack. A stra te gic ma p shows the  posit ions of  towns,
villages and workshops a nd so  on. while  the  e conomic ma p
comes in  ha ndy whe n tra ding with othe r villa ge s b y showing
where the  be st-supplie d se ttlements a re .

POWERM ONGER'S ve ctor-ba se d syste m of displa ying
landscapes is fle xible  enough to a llow you to  vie w the  a ction
from a bsolute ly a ny angle . Yo u  ca n t ilt  a nd rota te  the  3 D vie w,
and zoom in  a nd out to  se e  a nything from whole  fie lds a nd
va lle ys to individua l pe ople . I t 's a  use ful fa cility to use  whe n
planning a n a tta ck a s a n e ffective  a ngle  of a tta ck ca n ca tch a n
enemy b y surprise  and subse que ntly unprepared.
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FORCE isn 't  a lwa ys ne ce ssa ry to  ge t 'ne utra l' villa ge s Oil your side . which  is good
news a s some  villa ge s a re  so  we ll defended tha t you  ha ve n't got a  hope  in  he ll o f
defeating them in  ba ttle . You ca n form an a llia nce  simply b y offe ring some  of the
supplie s in your posse ssion to the  villa ge ,  but the  cha nce  of acceptance  de pe nds on
their opinion of you. Tra ding (swa pping ite ms in  yo u r posse ssion for stock tha t the
village  ha s produce d) ca n a lso be  use d to  ma ke  a  ne utra l force  frie ndly,  a nd you
may e ve n ge t a  couple  of good de a ls into the  bargain_ if  a ll e lse  fa ils,  vio le nce  ma y
be yo u r only option.

VI LLAGES produce  more  tha n just  food,
they a lso inve nt! Provide d a  villa ge  ha s a
workshop,  a  Capta in ca n ge t h is me n to
make some thing use ful. Wha t your people
eventua lly come  up with de pe nds on the
villa ge 's loca tion. For example ,  a  villa ge
near a  fore st is like ly to  come  up  with
something made  of wood. Obje cts such
as pots and ploughs a re  ha ndy for
terming a nd storing food,  but it 's the
weapons n a m e l y  p ike s. swords,  bows,
cannons and ca ta pults t h a t  a re  most
useful, turning e ve n the  sma lle st of a rmie s
into a  formida ble  fighting force .

FOOD I s the  single
most importa nt
aspect in
Powe rmonge r
Hungry soldie rs
aren't so  e ffective
in battle ,  a nd
worse  still,  the y
may de cide  to
desert your a rmy
and jo in  a n
opponent's side .
It's the  job of  a
villa ge 's fa rmers,
shepherds, ca ttle
ranchers a nd
lishermen to
provide  the  food -
which is why it  s
Important to ke e p
a suita ble  ba lance
between milita ry
and fa rming
population. Should
you pre ss-ga ng
entire  popula tions
Into your a rmy. the
deserted villa ge s
left be hind stop
producing food.

WITH a s ma ny a s three  compute r o r
human-controlled oppone nts a ll a fte r
control of  the  la ndsca pe . th ings ca n ge t
peetty ha iry. The re  are  ple nty of  Capta ins
out there  for the  taking,  but not a ll o f
them a re  worth re cruiting. Th is me a ns
that much of  the  e a rly pla y is spe nt
toe ing' to se e  who ca n e nlist  the  be st
office rs. The re 's ple nty of  ba ck-sta bbing
to be  done  too. Ca pta ins ca n be  bribe d to
leave one  side  a nd jo in  another,  a nd
enemy workshops ca n be  de stroye d to
stop them from inve nting we a pons. Yo u
can e ve n se nd in  unde rcove r a ge nts to
spy on the  e ne my's a ctivitie s!

EQUIPPING your a rmy with we a pons might ma ke  the m more
dangerous,  but it  doe s ha ve  a  disa dva nta ge  i t  we ighs your
men down. The  hand-he ld pike s,  bows a nd swords a ren't too
troublesome,  but the  gia nt ca nnons a nd ca ta pults (which ca use
all the  rea l damage) slow you down conside ra bly.

SEASON S cha nge  a s time  pa sse s. the
weather condit ions dire ct ly a ffecting pla y.
Winter is the  worst se a son for a lmost
everyone. Snow fa lls a nd cove rs the
ground, ma king fa rming difficult  a nd
subsequently cue ing down food
production. Fortuna te ly the  fishe rme n
living in  coa sta l villa ge s produce  food a ll
year round,  so  your supply ne ve r slo p s
comple te ly y o u  just  ha ve  to be  more
frugal.
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REVIEW
POWERMONGEN

AMIGA
PRICE E 2 9 . 9 9
OUT O c t o b e r
GRAPHICS 9 3 %
SOUND 9 1 %
PlAYABILITY 96%
VALUE 8 8 %
OVERALL

9 V / 0
I

PRICE f 2 9  99
OUT O c t o b e r

Bullfrog And
Electronic Arts

IBM PC AND
COMPATIBLES
PRICE £ 2 9 . 9 9
OUT December

"Power is
the ultimate
aphrodisiac."
Henry Kissinger

"Guns will
make us
powerful.
Butter will
only make
us fat."
Herman
Goering

"If absolute
power
corrupts
absolutely,
where does
that leave
God?"
George Deacon



98 rgl

a

1

OCTOBER1990 I HE ONE

NO M ATTER  how much powe r you wie ld . you ca n't  ove rse e  it
all on  your own. Th is is whe re  Capta ins come  in . Capta ins a re
intermediaries between you a nd your troops. You g ive  a
Captain a n orde r,  a nd he  se e s tha t the  me n unde r h is
command ca rry ii out. Be ca use  you ca n ha ve  up to six
Captains unde r your command,  you ca n sp lit  your followe rs up
into units and de ploy them a ll ove r the  land,  e a ch with a
different ta sk to  a chie ve . Obta ining a  Capta in is a  simple
enough ta sk l a k e  a  villa ge  tha t ha s a  ma yor tnorma lly on ly
the la rge r se ttlements) a nd he  be come s a  Capta in. Since  a ll Of
Powe rmonge r
l
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i n h a b i t
a n t s  
h a v
e  
t h
e i r  
o
w
n  
p e r
s o n
a l i t
i e s .

aggression le ve ls va ry gre a tly from pe rson to  pe rson a nd so
some Capta ins a re  better suite d to some  ta sks than othe rs. A
highly a ggre ssive  Capta in might be  an inspire d leader in  ba ttle .
but not so  hot whe n it  come s to lo u rin g  a llia nce s or tra ding
with othe r villa ge s.

A WEALTH  of  options a llow you to  do a lmost a nything with
food Yo u  ca n colle ct  ii sim p ly by sa nding a  Capta in into a
village . o r swa p
food from one
unit to another.
You ca n e ve n
order a Capta in to
supply food to
another on a
regular ba sis -
useful in  a  sie ge
sduation whe re
your men m a y be
engaged in  ba ttle
for a  long pe riod.

THERE'S plenty 0, killing to be lound in Powermonger. With four
opposing megalomaniacs vying for control of the world, the body
count can get rather distressing at times. Even so, it's Only really
little sprites that are getting the chop. Now, thanks to Electronic
Arts, here's your chance to get involved in some REAL carnage!

The first prize is a day Out for two at a Battle Re-enactment put
on by the Dark Ages Society. What basically happens is a couple
of hundred people dressed and armed with penod military
costume and weapons meet in a field and recreate a great battle
from history by beating the hell out of each other. Nobody
actually gets killed though, as the weapons used are perfectly
sate. The emphasis is on historical accuracy, with the costumes,
weaponry and battle tactics all authentically reproduced. And of
course it's lots of Ion, too.

The day out promises lobe exhausting if nothing else. After an
all-expenses paid trip to wherever the slaughter lakes place
(these Societies move about a lot), both you and a friend will be
given lull lessons in the history of  the battle and battle
re-enactment techniques. With the preliminaries out of the way
you will be totted out in full battle dress, complete will weaponry,
and taken onto the battlefield to fight against a full-size army.
Alter the war, i t
s  o n t o  
a n  
a u t h e
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with costume and genuine 'olde-worlde delicacies before
another free ride back home.

As an added bonus, the lucky winner will also take home a
TRAC 20 Complete Fitness Machine so you can build up a
powerful body in the comfort of your own home! No more bullies
kicking sand in your face. After a few months on this mechanical
marvel you will be kicking bullies
- f a c e s  i n t o  
t h e  
s a n d !

Plus, 10 runners-up will each receive their choice of any three

EVERY inhabitant in  Powe rmonge r ha s a
home, a  job and, in  ma ny ca se s,  a  fa mily.
A unive rsa l que ry function is your prima ry
inte lligence source ,  providing informa tion
on e ve rything from towns a nd villa ge s to
individua l people . With  th is you ca n more
accura te ly gauge the  stre ngth a nd
composition of a  villa ge ,  o r judge  the
persona lity of a  prospe ctive  Capta in a nd
so ma ke  more  informe d ta ctica l de cisions.

WITH your Capta ins and the ir re spe ctive
followers spre a d throughout the  land,  the
only wa y you ca n ge t orde rs a nd
messages to  them qu ickly is via  ca rrie r
pigeon. Ha ving se le cte d a  Capta in a nd
given h im a n order,  a  b ird ca rrying the
message is imme dia te ly dispa tche d a nd
your orde rs a re  executed within mome nts
of the  de cision be ing made . Your supply
of pige ons is limite d,  a nd e ne my bowme n
lend to use  them for target practice ,  so
use them spa ringly.

In its quest to create not just a game, but a
living, breathing world for at least a world
that seems to live and breathe) ins ide a
computer, Bullf rog has done a commen-

dable job. Rather than create a straightforward strategy
game, t he t eam has  concentrated on  s imulat ing a
fictional world as realistically as possible, lett ing the
gameplay grow f rom the real-world 'seeds'. And it
works. The level of  detail is astonishing. Families and
communit ies work  and depend on one another, and
location and terrain determine people's  behaviour,
Even individual people's personalities can change the
whole course o f  events!  Powermonger tests y our
tactical abilities to the full as, unlike Populous, it's not all
raping and pillaging.  Keeping your army  alive and
faithful to you is a difficult enough task, and expanding
your empire requires a carefully-prepared strategy. You
need to be a diplomat, or at least very crafty to succeed,
as your actions alter the way people perceive you. Ifyou
go around wiping out villages and towns, don't expect
anyone to be helpful if  you want  to trade or form an
alliance later.  The  Captains  add  a  n e w st rategic
dimension b y  a l lowing y o u  t o  dev is e elaborate
campaigns, but their involvement also means that you
have to think some. The most  impressive aspect of
Powermonger though, is the simplicity of the execution
- a rudimentary bank of icons are all you need to carry
out the most complex of campaigns. It's easy to get into,
a joy to learn, and well nigh impossible to leave alone.
Get the power!

Atari Powermonger promises to be identical
to the Amiga version in all departments, with
some ever-so-slight discrepancies i r  t he
sound department.
As wasthe case with Populous, almost every
graphic and sound card is supported. The
gameplay will remain exactly the same.
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Electronic Arts games (excluding Powermonger) for their
machine.

For a chance to do some serious slaughtering, all you have to
do is answer the following questions and send them to us at
POWERMONGER, The One, Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU. The first completely correct entry
drawn out of the hat alter the 28th October 1990 wins the prize,
and the following 10 drawn each get their choice of games.

THE QUESTIONS
1) What was Bullfrog's previous
'God Game' called?
A) The Bible
B) Populous
C) Good Versus Evil

2) In which year did the Battle Of
Hastings take place?
A) 1066
B) 1109
C) 1966

3) How many different landscapes
Is Powermonger capable of
generating?
A) 4 x 10 6
B) 4 x 10 28
C) 4 x 10 57

AO entrants  must be aged 16 or  over. The editor 's
detreion is final and no correspondence will be
entered Into. Emproyees ot EallAP, Electronic Arts or
8 0 1 4 0 9  ono not a llowed to enter

PLEASE NOTE!
UNFORTUNATELY, due to the rather
violent nature of the first prize, a ll
competition entrants must be aged 16
or over. Sorry about that. but if you
were any smaller you'd probably get
trodden on.


