
F i n  N I I E W S

The open book show s a m ap of the
whole wor ld,  from w hi ch you can j udge
the gener al  shape  of the  l andscape,  how
big the  popul ati on is and w her e  your
people are.

The  centr al  ar ea show s a m agni fi ed
piece of the  m ap on w hi ch you can view
events as they occur .  Thi s  is also wher e
you m odi fy the  land,  fl atteni ng i t out so
tha t the  peopl e  can col oni se it.

These are the  icons which,  w hen
selected,  contr ol  m ost of the  action.
As wel l  as visi ting acts  of god ther e are
options for  deter m ining how  the  peopl e
behave - they can concentr a te  on set.
tl ing or  be or der ed to a ttack  the  enemy.
Ther e are also icons tha t  al low you to
call up several  m enus w her e the  abi l i -
ties of the  players can be al tered.  For
instance you can stop the  com puter
player  being able to per for m  ear th-
quakes,  w hi ch m akes l i fe easier  for  you.

This
shield gives
infor m ation
on the
cur r ent
str ength of
the  tw o
popul ati ons
and the
status  of a
knight,  i f
you've
cr eated
one.  The
knights ar e
par ticular ly
nasty
because
they wil l
pr oceed to
systemati -
cal ly
destroy as
many
bui ldings
and peopl e
as they  can.
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level.  I t r ises as more land is cul ti vated
and the  popul ati on increases.  Al ong the
bar  are gr adings,  each of w hi ch al lows
you to per for m  a god-l ike act w hen the
pointer  r eaches it. Going up the  scale of
ener gy required ther e ar e ear thquakes,
swam ps,  knights,  vol canoes and fl oods.
Judiciously used they can m ake a com -
plete m ess of an area a nd force your
opponent to spend m uch tim e and ener •
gy r eshaping the  ter r i tory he  controls.

GODS AT WAR
One of the most enjoyable aspects of
the game is that not only is the com-
puter opponent intelligent, but you can
hook two machines together by inter-
face or modem and play against
another human. Much of the fine tun-
ing of the game has been getting the
computer opponent to play well_ Every
time a member of the Bullfrog team
found a way to beat the computer,
Peter carefully reprogrammed it so as
to plug the loophole.

Its not just the opponent who dis-
plays intelligence, either. The individu-
al people also behave differently
depending on the circumstances,
making a total of 300 individual intelli-
gences wandering around the map.

Another idea, not yet implement-
ed, is to network the game so that 16
people can play at once. This would
really be the ultimate in multi-player
games but sadly is unlikely to surface
because of the lack of people who
could actually make use of it Looks
like we will have to settle for two-play-
er action for the moment.
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AND FROG
Frog walked upon the face of the void, and it was all a bit dull, so in a
fit of enthusiasm he created the world in six days. He saw that it was
good. On the seventh day he rested, and thought how much he'd
enjoyed himself: and on the Monday morning he played with his Lego
set and created Populous, so that everyone could have a go.

The Bul l frog team  fi  to r)
Glenn Corpes,  gr aphi cs and pr ogr am m ing
for  Popul ous a nd for  Fusion; Andy  Jones,
Fusion gr aphi cs  a nd l evel  des i gn;  Ke v i n
Donkin,  Fus i on pr ogr am m ing; Dav i d Ha n-
lon, m usic a nd effects; Sean,  frog holder ;
Peter  Mol y ne ux ,  P opu l ous  de s i gn  a n d
programming.
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being, tinkering with the lives o f
hundreds o f  people, visiting a ll

manner of natural disasters upon the unbeliev-
ers and trying to  stomp on other deities?
Thought so - no-one can resist being all-power-
ful every once in a while. Peter Molyneux of
Bullfrog games looks like any ordinary mortal
but, armed only with a Lego set, he too has
created a world. In it, two rival gods battle to
achieve supremacy by changing the landscape
to make it habitable for the people who worship
them and s o  stimulate the  technological
advancement of their civilisations.

The game has undergone several name
changes including our favourite, A Sea Mon-
ster Ate My Leader, but under the title Popu-
lous its going to be one of the best games of



TIDAL WAVE HITS LEGO WORLD
Lego was used to design
the gamewodd. with the
great advantage that the
game was playable using
the model. Although not as
complex as the final
computer version, the
basic idea of reshaping the
landscape and populating
the world with your people
could be fully tested in this
real-world form.

As yet there aren't any
plans to market Populous
as a board game. but it
would be ideally suited to
the genre. so don't be
surprised if you see it
popping up on the shelves
at some time in the future.

What you certainly
wouldn't find in a board
version is water. Not that
Peter Molyneux didn't give

it a go. In order to test the
idea of the waler being
displaced when blocks
were added, thereby
raising the water level and
flooding low-lying land,
he filled the Lego model
with water. Unfortunately
Lego isn't exactly
watertight and the resultant
flood dissuaded further
experimentation.

(night) The  vol cano i s  a  r ot te n thi ng t o
hit anyone w i th be c a us e  i t  l eaves the s e
big r ocks  a l l  ov e r  t h e  pl a c e .  T h e  onl y
way t o  ge t  r i d o f  t he m  i s  t o  t a k e  t h e
whole area dow n to sea level  and bui ld i t
back up again.

the year. As a god, the player has at  his dis-
posal many divine powers for wreaking havoc
and ordering people around. There are hun-
dreds of levels in which the two gods battle to
annihilate each other's colony of  people. The
landscapes vary from barren deserts and fer-
tile pastures to icy wastes.

Before writing Populous the Bullfrog team
had only produced two other games — Enlight-
enment on the Amiga for Firebird and Fusion
for Electronic Arts, the ST version of which is
soon to be released. Populous, which could
well establish Bullfrog as a major force among
software developers, will also be available on
both ST and Amiga through Electronic Arts,
hopefully in March or April. A full review will
appear in next months ACE.

•  Bob Wade

The
Lego
model
gam e
com-
plete
w i th
tw o
players
(red and
whi te
blocks),
houses,
castles
and peo-
ple rep-
resent-
ed by
the
small
yel low
cylin-
ders.
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CREATED MAN
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Ice l a nds c a pe s  a r e  I nhos pi ta bl e  pl a c e s
w her e the  peopl e  fi nd i t tough to survive.

An unpl e a s a nt  de i t y  ha s  e i the r  fl oode d
the l a nd or  w hi ppe d I t  o u t  f r om  unde r .
neath t hos e  m e n  i n  t h e  w ate r .  I I  s om e
kind god doesn't inter vene,  they'l l  die.

This i s  t he  de s e r t  scener y  a nd  s how s  •
castle,  t he  bi gge s t  bui l di ng t ha t  c a n  b e
cr eated.  I n  t h e  for e gr ound a r e  s o m e
trees,  w hi ch occur  randomly, as do rocks.


