Reviews

Fatal

Acyclitor

A nice, short map with some visual tricks with little boxes found within the level. There was pretty much space to move, considering the contest rules, and didn’t have a cramped feeling too much. Difficulty was a wee bit too easy, but was suitable. The boxes didn’t fit with the bricks though.

Ajapted
The first sight gave a good impression. Some rocks in the middle of slime started a good atmosphere. The map has some trick bridges, which, unfortunately, only work in software. The map itself was really well done, with a surprise, which at least caught me by surprise. The difficulty was nearly perfect for my taste.
Catsy

A frightening map at start, when you hear the arch viles roar in distance. However, they turn out to be very good element in the map, with very good gameplay. The doors have been done very well. Without the arch viles, this map just wouldn’t be the same. Also, the difficulty levels are a plus. The somewhat plain visuals lower the score a bit though.
Cyberia-Mix

A tech level, consisting of two levels, the upper level is full of machinery, and looked good to my eye. Also the walls were done rather well, and had lots of different textures. The gameplay was otherwise good, but the difficulty was a wee bit too low for my taste. A good basic map.
DeusExMachina
This map is pure mayhem. Much monsters, and even more weapons. Not really a difficult or complex map, just a simple slaughterhouse. However, no special tricks were used, and the only thing that made a little difference was the red key. It was fun, but rather basic.
Doomad

Back in Wolfenstein. This map is original. If it’s simple rules, why put it in a complex theme? This is exactly what this map is about. Good ole’ wolfenstein map built from blocks. While the visuals aren’t staggering (what should’ve I expected?), there’s plenty of room to dodge, and thus this rates pretty high on gameplay. There aren’t any special tricks though, so that’ll be a minus.
Entryway

A good, but a bit messy map. First of all, this map has awesome visuals. So much stuff has been put on the walls and quite well may I add. Then, the I must say that the gameplay isn’t as good. I got stuck couple of times, and some items weren’t reachable. Also, the lack of ammo was a bit stupid. The two sector trick was done rather well, though.

Fishjimboding 

The maze of doom. A really promising map, monsters here and there, the player running around trying to survive (which actually proved really fun). After the player has killed all the monsters and figured out where he should not go, he may start asking questions like “Where now?” or “Did the author forget to put the end”. The map is full of hidden stuff, and also the exit is kind of hidden. Behind a mastermind that is. Sure, there is a crusher to kill the mastermind, but that same crusher makes sure you die too. A really, really promising map wasted because of bad ending. The map seems very large, and it’s the only thing that keeps it alive.

EDIT: the author has released an updated version, which fixes the exit problem. It hasn’t been noted in scores, but it makes the map MUCH better, possibly this would’ve been in the top trio.

Flange peddler

This map consists of two levels, and both are filled with monsters. Really it’s a bit messy map, with quite nice details, and complexity. I didn’t like having to strafe run, since it may be a bit difficult for starting doomers. The difficulty level was pretty good, and it was adjustable, so that gives a bonus. The lift trick worked also, and was pretty fun. 
Illdo

Starts in the middle of action, ends when you don’t have any more ammo. It has a stuck imp, and loads of demons. The map’s really small. And isn’t very complex, you go to one end, press a button and go to other end. This map could’ve been larger, and it hasn’t got any special tricks. It’s fun in the start, but kind of loses it’s edge towards the end.

Jetflock

A rather small and cramped map, with lots of light poles to get stuck to. Also, there’s pretty much enemies compared to ammo, so beating this map may be tough if you can’t get the monsters to fight against each other. The map has some neat details though. I was a bit disappointed, since the two sectors weren’t used very properly. They were just used to add some detail.

Kirby

This map has been disqualified, due to the fact that it only works in zdoom. Besides, this map is so small (size of a one room), and hasn’t got anything really special. Some visual look, but that’s all. You don’t miss anything if you don’t see this map

MrGuyTodd

Through the sadistic start, this map slowly unfolds, and hell maze proves to be a worthy foe. After the start, you get to a massive fight, where at least I didn’t even try to kill all the monster, but just run away to the guarded exit. This map’s playability is rather good, especially after you get on your feet after the cruel start. The visuals aren’t the best, mostly the map is filled with just one texture, but it does it’s job well, since it is a maze, not an art gallery. The two sector limit has been used well, as the whole maze lowers and reveals a massive battlefield. A good map.
Nuxius

It’s like a normal sized doom map packed into a very small place. It has a good arena where most of the fighting occurs, and then some switches and keys littered all over the place, really fun to play. The visuals are also very well done, and fit in the theme very well. There’s also some cleverly used textures which make the map even more appealing. The teleporting monsters is very rare in these maps, and this one has done it really well. An excellent map I must say. Only bad thing I must say about this map is that it’s a bit too easy.

PumpkinSmasher

This was a very traditional doom map. Starts inside a hallway, turns into almost complete darkness, and finally ending in a big battle. I’ve never loved jdoom’s dynamic lights more. The map is really well done. The sudden darkness got me panicking for a seconds, but became a nuisance a moment later. This map was too easy though, and gave no problems at the end. It’s a good map, but lacks a little something something.
Shtbag667

First of all, I’ll have to say, that this map is tough, and I only was able to beat it with hurt me plenty with some saving. The map has huge amount of bars to make some visual quality to this map, but unfortunately they also make it VERY annoying to move from one place to another, since the player gets stuck in them very much. This is one of the main things which creates difficulty, you can’t dodge properly without getting stuck somewhere. The basic idea in the map is good, but not unique. There’s a higher level, which comes down to the basic level once in a while. An annoying and hard map, but very good looking.
XIX IX VII XIII I
A simple arena type map, with a giant battle and some walls that the player can use as cover. The map isn’t complex at all, some hell knights guard the exit in the middle, and the player has to fight his way there. The map looks very good, as many different textures are being used. However, the two sector limit isn’t being used very well, so that makes the map a bit boring. A simple battle, nothing more, nothing less.
Danimetal

Acylclitor
Small good looking and good themed wad with nice visual tricks. Gameplay is quite short, linear and somewhat easy ´cos some interesting situations could have been created with the layout.

Ajapted

A map with enough monsters, thrill and action as to make you forget about it´s average visuals. Some good tricks as fake bridges and appearances are balanced with texture misalignments, OpenGl bugs and plain parts though nothing can balance the last fight. In the end it´s worth, but could be better with some extra work.

Catsy

Not the most brilliant map from the visual point of view, but with a great planning and

playability. From the abrupt start, there´s no doubt the three Arch-Viles lurking in the dark are excessive, but you can always play in a lesser difficulty level and enjoy the map´s excellent layout and balance.

Cyberia-Mix

This map is clearly split in two parts: the first is a curvy and confusing tech maze with

good looking textures and alignments. The second part seems quickly drawn with some monsterstrown in. Speaking of them, gameplay is fair, with a nice amount of monsters in the area that can damage you when you´re rushed. But ends up being easy. Averagely good.

Deus Ex Machina

A visually tidy map, very basic and easy that won´t force you to play with care. It will be appealing for the trigger-happy players but it´s linearity could turn away many other players looking for a challenge. Maybe a better work for the key passage and an akward corridor could have been done, but this remains a fast and fun work. Play in Ultra-Violence for best results.

DoomMad

A Wolfenstein replica, what better way to have only two sectors?. The map itself is nice for it´s originality and wit since it does not try to look like a complex Doom contest entry: it stands proud with only one kind of monster and simple layout and details. A simple map, with simple gameplay and simple aims in an original envelope.

Entryway

This map is strange: odd theme, odd structure and odd gameplay. There´s a feeling of not knowing what to do or what you´re doing, but as you play it you realize it has a decent amount of work. Aesthetically unbalanced, with an average gameplay but a good work on layout. Stay away from glitches and stuck walls and enjoy the Berserk rumble!

Flange Peddler

Astonishing map. Incredible visuals, greatly paced gameplay and a complexity you wouldn´t expect. That complex that maybe it´s too complex and long for this size and limits, plus it has some difficult sections and jumps. I won´t tell about what happens at the end, but be prepared for a nice ending and a confusing run.

Illdo

The sight you´ll get when starting the map is promising, but soon it turns into an easy and small map you can finish on a single run. There´s an uneasy balance of difficulty and there´s nothing really impressive with the architecture... Also the slime rising is a little sick, but it´s a nice map that could have been done better.

FishJiimboding

A good map when starting but gets psycho soon with the walk-trough walls, strange secrets and uber-narrow passages. The Arch-Vile just shouldn´t be there and well, to be honest, I couldn´t finish this map in the given time due to it´s complexity. Not a bad entry for 2 sectors, good looking, puzzling and challenging but quite confusing and really hard.

EDIT: the author has released an updated version, which fixes the exit problem. It hasn’t been noted in scores, but it makes the map MUCH better, possibly this would’ve been in the top trio.
JetFlock

Another weird looking map. Jetflock combines a tech look with curve and almost organic walls to bring a sensation of chaos and confusion to your mind. Visually wise is an uncommon map while speaking on gameplay terms, it´s balanced, relatively easy. The two sectors have been laid out so there´s a lot of texture detail, but not a lot of tricks.

Kirby

For the two judges it worked only in ZDoom and caused errors in all other ports. We assume is has some port specific features (even if it´s only the map format) and, thus, we can´t rate it since it broke the rules of the contest "No port specific stuff". Played in Doom it reveals like a short and quite small map, not bad looking, but with about four monsters and a switch, as if something was missing. I personally liked it´s beginning and look, but can´t evaluate it´s gameplay nicely and can´t rate a map out of the contest rules.

Mr Guy Todd

A rather simple map with a frustrating beginning that only gets harder and harder until the final battle. For those like me who dig challenges and good laid strategies this map will be a bliss played for several runs until completion. For those who don´t, they won´t find much health, ammo, visual appeal or witty sector tricks... It´s gameplay is, thus, a weapon with two edges. Which one you like?.

Nuxius

A great dose of creativity and great details in a map that, played with brains, is really satisfying. Though it´s basic due to it´s limitations, the author does a great work with the two sector limit, pulling out some impressive tricks and fake architecture capable of fooling you with ease. Play it and tell me if they looked like two sectors. 

PumpkinSmasher

PumpkinSmasher has drawn a map that is easy and somewhat fleshy in carnage terms. From the very same moment you grab the chainsaw you know that things are gonna get fun... There are some tense moments with light tricks and such, but there´s always enough ammo and health to keep on, thus, a good slaying time is guaranteed! Visually speaking is a correct map, quite traditional with the two sector trick well done, dividing two different areas of different sizes.

Shtbag667

Sometimes you come across one of these levels. If you live enough to enjoy it, you will find a world of beauty, work and cramped battles, but it´s hard to live long enough to see that. I could never finish this map and was always killed in the end due to the use of Revenants and Arch-Viles that was a little excessive. This is a map that, with time and saves, is a must play and a must see. Definitely great.

XIX IX VII XIII I

This map has a fun feel to it: first you collect all the artillery and ammo while you berserk little monsters. Then, you unload all the heavy weaponry upon some big demons and enter the end of the map. It´s a fun premise, but the visuals and the two sectors aren´t used up to all it´s possibilities; to be honest, this could be done with a one sector map and would still work. Still, it´s quite short and fun, specially playing "Time-Trial" style.
