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irk the Daring has a problem. There he was,

anjoying the amorous cluiches ol the gorgeous.
curvaceous Prncess Daphne, when all ol a sudden,
the Lizard King arrives and whisks her away to his
casfle hideaway. Literally caught with his trousers
down, Dk can put up no resistance.

However, after pulbng up his special adventuring
trousers. Dirk follows the Lizard King's fogiprints
across many miles until he chances upon the evil
ane's hideaway. All he has to do now is lraverse the
chambers of the Lizard King's castle, battle s vl
denizens and collect all of the gold 1hwp1-lnlﬂ ong
has lef doited around,

But in this castie of distiled, refined lerror there's
yval more in the way of horrific surprises lined up
Lising his cunning to the utmost, the Lizard King has
hidden Daphne in the chambers of the epomymous
dragon's lair - and Dirk must slay the enormous beast
o save his lady?

COMMENT

Dragon’'s Lair is the gaming
eguivalent of a beautifully
garnished cack sandwich. I looks
absolutely delicious on the
oulside, bul once you tasie whal's
ingide you feel rather ill. It looks
and sounds impressive, with large,
ke puperbly animated graphics and
. H some neal tunes. Once you play i,
‘i: though, it's true vileness is switlly
A revealed, It seems like a platform
U LlAqun first, but it's not - its a
slow-paced multiple choice trial-and-error game
where you have 1o solve each situation by using
criticaliy-timed presses of gither the directional
pad or the fire buttons. Dirk doesn’'t move fast
enough lo escape death if he makes one false
move (he moves one slow pace al a time) 0 you
have o remember every single correct step
through the entire game and execute each one
perfectly lo succeed. Because you basically have
to do exaclly the same thing every time you play, i
doesn’l lake long for this strict routing 1o become
utterly, utterly tedious - especially since progress
is made unbelievably frustrating due to the ofteh
illogical and stupid combination of moves
required 1o succeed. After a couple of hours | was
seething with annoyance and fell like smashing
the cartridge to bits! | can see that the
programmers have tried 1o capture the flavour of
the 8 year old coin-op, but at the end of the day it's
all been a completely futile and poinfless exercise.
Dragon's Lair was never recognised as being a
playable game; it was merely a fairly fun
semi-interactive carloon experience whose
novelly swiftly wore ofl. Why didn’t the
manulaciurers make it into a platform game like
the Gameboy version? Al least Ihat was fun and
playable. This thing is simply the mosi dire
console game yel seen in the MEAN MACHINES
offices and should be avoided at all costs.
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i Dragun's Lair was onginally a laser
disk coin-op that appeared
throughout arcades during 1984. it
featurad Slunming animaticn
sequences from the talented
hands of ex-Disney artist, Don
Biuth, and as you would expact,
was something of a visual feast.
However, the gameplay was
extramely shallow, bading down 1o
being an exercise in pushing the
joystick in the right direction at the

riggh tima,
-

e — - — — —

Funmh- enough, a:maily geting url'
the first screéen in Dragon's Lair is
a real test Dirk is faced with a
never-ending suppiy of bats 1o
blast, as well as a bridge with
many holes in il 10 successiully
negotiale. Bul thal's nod al
because the moat confains a nasty
serpeni-likg creature just waiting 1o
dusi Dirk's monkey ass Rather
bizarrely, Killing tha moat creature
actually opens the door and gives
Dirk eniry io the castle..




DAGGER SKII.I.S

dragon’s lair. His rucksack has
mystical dimension-warping
abilities, which make i possible for
Dirk 1o keep an infinite supply of
daggers al hand. These are pretty

handy againsi bats and the hke,
but larger foes such as snakes

require more than one hil o
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COMEN

Let me start by saying thai | hate
this game intensely. Nol since the
god-awful Shadowgate have |
wanted to parform various violent
f&'l- »2C1S to an inanimale object like a
= Mintendo cartridge. Dragon’s Lair
..-;'l.#i}":.. ,,’R‘j I s a shambles. Ii's not the
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ey graphics. These are fine, with
o ""-'". ¢  excellent sprites and some

RICH

3 issuing forth from the Nintendo.
THE LIZARD
KING COMETH
The Lizard King is abitol adab
hand al the old magic, and comes

up with many tricks to fool the ¢
bumbling Dirk. His dirtiest trick is

fact that it's so frustrating (o play | was screaming
within minutes. The first screen is a case in point.
Dirk falls through one-inch holes in the floor (his

a castle door by shooting a creature in the castle
maoat (?777). Once indoors, things get no better.
Progress is aimost always rewarded by instant

1o make clonas of himself and : :
place them around his domain, | death - getting further into the game is just a case
Argund tan direct hits with Dirk's ol remembering EXACTLY what to do and when.

sharp, dagger-like objects are One lalse move and Dirk's dead meal. Almost

required o kill these ..1 everything that makes me immediately dislike a

energy-draining duphcates - 'l game is here by the buckeiload. In fact, | hated
e st g every minute | spent “playing” it

against the ewl that lurks within the

o gy ﬂ.ﬁn 2% outstanding animation. The sound §
‘isn’t great, but I've heard far worse &

Mo, what really makes me despise this game is tha

feet are aclually bigger than the holes!) and opans
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PRESENTATION 45%

wry dull indeed in the presentation slakes
and ithere's nol much in the way of oplions

either.
GRAPHIGS 85%
backdrops. The animation on Dirk is superb!

Excellent sprites and pretly decent

PLAYABILITY 21%

Urrrghhh! Instantly unplayable due to
| unresponsive conlrols and dodgy collision

detection,
gameplay. The resulting frusiration puts you

Very difficult due o the unforgiving
off the game incredibly quickly.

OUERALL 21%

Looks greal. Sounds neal. Plays like a
nightmare. A game of pure frustration
that should be avoided.
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