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Powermonger was going to
be Populous 2. Af te r all, the

game featured th e  sam e  style  o f
g ra p h ics,  a n d  w a s  b e in g  p ro -
grammed b y the  same program-
mers. As it  transpires. Powermonger
is anything but Populous 2, and any
familiarity with the original Populous
will count for little in this game.

Miremer, yo u r ex-kingdom h a s
gone up in flames and molten ash,
making yo u  t a ke  yo u r p e o p le  t o
the seas in  o rd e r t o  fi n d  a  n e w
home. Arriving a t  the  t o p  le f t  co r-
ner o f  a  la rge m ap  containing 195
islands, you r mission is t o  conquer
e a ch  a n d  e ve ry o n e ,  b y  t ra d e ,
espionage, and  naked steel in  the
vitals.

The fi rst  f e w  islands a re  q u it e
easy to conquer (if  two thirds of the
populat ion o re  under you r sway,
this counts as conquered), but get-
t ing d o w n  t o w a rd s t h e  b o t t o m
right hand com er o f  the map,  the
opposing a rm ies g e t  b ig g e r a n d
nastier, r e q u i r i n g  f o o d  a n d
resources need to  b e  skillfullyman-
aged. Conquer th e  fina l island in
the bottom right corner of the map
and overall victory is yours.

The display is familiar territory for
Populous players, a  3D filled vector
cen t re  d isp la y shows t h e  ro llin g
landscape, numerous surface fea-
tures, towns and centres of popula-
t ion,  w i ld l i f e  (sh e e p ! )  a n d  o f
course ,  a r m ie s . T h is  c a n  b e
zoomed into and out, but  if  you t ry
to m o ve  t h e  m a p  wh ile  o n  m a x
zoom, you  ca n  easily lose t rack o f
what it was you were looking at. It 's
best t o  keep a t  maximum distance
until a  fight  breaks out, a s a ll your
men a n d  Capta ins a re  d isp layed
anyway, no matter what the scale.

In it ia lly y o u  s t a r t  w i t h  o n e
Captain, who  is in  f a ct  yourself. So
If yo u  g e t  kille d  in  b a t t le  t hen  it
doesn't  m a t te r h o w m a n y others
you have ,  its game over time, and
a p a r t icu la r ly g o ry e n d  sce n e .
Capta ins h a ve  th ree  aggression
levels (peace fu l,  neutra l,  aggres-
sive) wh ich  a f fect  h o w they trade,
the n u m b e rs o f  m e n  t h e y  w i l l
recru it  in  o n e  session a n d  q u it e

how b lo o d th irst y t h e y a re  w h e n
at tacking  a  set t lement . Alt h o u g h
in it ia lly its g re a t  fun  t o  send  yo u r
men o f f  o n  a  m a d  killin g  sp re e ,
when you ge t  to  the harder islands
you need to keep them t o  the min-
imum fo rce  so that a ll those defeat-
ed troops e ither end  u p  forming a
new a rmy on  your side, o r a re  p u t
to work harvesting the fields.

Troops can  be  recruited from any
of your established settlements. bu t
leaving them  e m p ty simply invites
an a t t a ck b y a  riva l. The troops will
faithfully fo llow yo u r Capta in ,  b u t
only as long as morale is high, food
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is plentiful and the weather is n ice .
Forcing o n  a t t a ck in  winter (yup

there a re  seasons a long with  snow
and ra in) ca n  lead  t o  mass deser-
tions If food is scarce, so food man-
agement a s we ll a s ba t t le  t a ct ics
need t o  b e  incorporated in  t o  the
successful powermonger's strategy.

The d e t a il in  t h e  g ra p h ics a n d
the con t inuously evo lving  wo rld  is
aston ish ing. Eve ry p e rso n  in  t h e
game has a  name, profession, a lle-
g iance  a n d  hea lth  ra t ing ,  sheep
wander the meadows, birds flock to
and f ro ,  a n d  fishermen g o  o u t  t o
sea. A d d e d  t o  t h is  t h e  so u n d

A budd ing  ca re e r
in ra p e  and  p illa g e
begins
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You ca n  exam ine
any part  o f  the
m a p .-
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effects a re  just  b rillian t . You  ca n
hear t h e  l i v e s t o c k  m a k i n g
the irown p a r t icu la r  no ises,  t h e
sound o f  w o o d  sa w in g  co m e s
from forests where  inventions a re
being m a d e ,  a n d  yo u r Ca p t a in
grunts 'Yeah ',  in tones designed to
tell you how happy he is with your
orders.

Powermonger re a lly is a  st e p
beyond Populous,  b u t  it  isn 't  a s
immediate. You have  to  read  the
manual, and work out  and experi-
ment o n  courses of act ion. Initially,
the g a m e  is intriguing bu t  baffling
however, b it  b y b it  you ge t  drawn
into t h e  in t rica te ,  e vo lvin g  a n d
ut te rly m a r ve l lo u s  w o r l d  o f
Powermonger.
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Graphics
It i s n ' t t h a t  th e  gr aphic s  l o o k

good, It's  tha t ther e is  lus t s o much
detail. In  fac t the  small map o f  the
current land is a b i t too small for  you
to really see where everything is, and
only  the  c lever  sound e ffec ts  lead
you to  a ttac k  a nearby  s ettlem ent
rather  th a n  h a l f  a  doz en  s tu n te d
trees.

Sound
Sound is fabulous and no mistake.

Where the graphics become too  con-
gested i t  is  the effec ts  tha t save the
day. A  large var iety  o f  effec ts  aler t
you the  var ious events  tak ing place
in your  neck o f  the woods, and even
the tone o f  your  Captain's voice has
meaning.

Gameplay
Powermonger is nowhere near as sim-
ple as Populous, and the s traightfor •
ward, up and dice 'em approach may
work ini tial ly  bu t is  doomed to  fai l-
ure l a te r .  I f  y o u  l i k e  m anag ing
resources as well as fi ghting battles
then this  is a tr eat because the detail
and inter ac tion are amaz ing. I  sus-
pect everyone will buy this  game, but
a sizeable number will no t play  i t for
very long. For myself, and many other
people th o u g h ,  P ower m onger  i s
nothing shor t o f sensational.
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