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 Brick Breaker Ultimate [/ b] is a "Brick Breaker" style game where you aim to make the best score. To do this, simply
break the bricks with your balls that you can recover during your game.

It is an arcade-style game that allows you to relax while watching a video or to entertain yourself while loading another
game for example.
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Avernum 5 is a beautifully crafted party based old school RPG with a absolutely MASSIVE world. This game has kept me
busier and more interested than many of todays modern RPGs.

I honestly prefer this to games like Skyrim - but that's a matter of taste.

If you're looking to experience the old school RPG experience, and want a game so massive you could sink a hundred hours
into, this is your game.. unless you have a steering wheel and gas and brake this game is definetely no worth getting. Simply
fantastic, many an hour spent practicing take offs go arounds and landings, lots of eye candy and highly recomended..
UPDATE:

Following my review, the developer and I had a long chat about various aspects of the game and other subjects, including his
next project, which he hopes will greatly improve upon the experience here.

I learned that he intended for a community to form around this game and work together to figure out certain unexplained
mechanics and locate the secrets, not for each player to try to do it all himself. Indeed, obtaining all the secrets requires several
types of unconventional thinking that I do not regularly employ because other games do not expect it of me, but which a group
would be much more likely to suggest. Of course, one cannot simply expect his game to be successful enough to generate that
sort of interest and cooperation, but knowing the intention here does soften my opinion of the game a bit.

Additionally, the developer seems quite aware of the game's flaws and is open to substantive criticism and suggestions, so I am
optimistic about his future work.

However, the following review does still stand.

ORIGINAL REVIEW:

A game that does not respect my time is a game that I cannot recommend.

The mediocre main story is only around 40 minutes long, so the bulk of the game involves hunting down the various secrets and
alternate endings. This is where things break down.

Perhaps the biggest problem with the secret hunting is that literally half of the levels take place on the same blocky, mostly
empty map, with only minor differences among the chapters. I spent a long time running along identical rooftops and jumping
over identical fences down similar alleyways (there is some variation to interiors, but secrets are usually outside), totally unsure
if I was heading toward a dead end, an inescapable area, or one of the secrets. Each new chapter on the map also involved going
back to the same places just to check if new secrets had appeared, which was sometimes the case.

Furthermore, since not every secret is meaningful or tied to an achievement, discovering something did not necessarily feel
rewarding. Even when it did, it was minor: a few lines of dialogue adding little to the story or joke memes. I'm not sure why the
developers put such an emphasis on this part of the game if they weren't going to do anything significant with it.

Traversal of a bland, empty world for meaningless rewards would be bad enough in any case, but there are also no in-game hints
or nudges, no guide outside of the game, no map. The player is utterly directionless.

As for the game in general, various other design decisions work together to frustrate:

*Checkpoints are granted sequentially: they exist in particular locations in the level and are overridden and "deleted" upon
reaching the next one. If the player has reached the end of a map and wants to return to earlier parts to explore, this means that
every death will spawn him at the end of the map rather than at a checkpoint closest to the location of his death or at the last
safe platform before that death.
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*Some secrets\/achievements require carrying an item across the map, but there is no inventory system. The item literally has to
be carried by hand and thrown over obstacles, since the player can't climb while holding an item. Of course, if the item falls into
a pit, it doesn't respawn near the player or on the ground nearby. No, it respawns all the way back at its original location -- if you
remember where that was. Enjoy either backtracking to that location or dying to respawn at a distant checkpoint, only to have to
attempt to take the item back to the goal -- if you can find it and recognize it as such.

*Accessing secrets often requires finding and carrying boxes or trash cans to walls to build towers to ascend. This can be tedious
enough on its own, but these objects are also subject to physics, so placing them on top of each other and jumping on them
without shifting them around can be a chore. Running with them in hand is also a visual mess.

*The wall jump mechanic is only granted after completing a secret level, which is only accessible after completing the game. It
is also the worst implementation of such a mechanic that I have ever encountered. I have to wonder why this essential parkour
element was left out of the main game.

*Replaying chapters leads to unskippable, though generally brief, cutscenes and dialogue.

*The final level forces the player into extremely slow and lurching movement for story reasons, which is fine except for the fact
that exploring the level (once again, wide open and mostly empty) for secrets takes far too much time accordingly. I felt like my
time wasn't being respected in the previous levels, but here I felt like the developers were just being sadistic.

Beyond the flaws in the design, the game suffers in other ways:

*It doesn't explore its platforming to its full potential: there are never any hazards besides pits, platforms don't ever move or do
anything interesting, and the difficulty doesn't escalate as the game, short as it is, progresses. The wall jump is barely explored at
all simply because it isn't available until after the end of the game. This was a big missed opportunity.

*The story is nothing special, nor could it have been with what little dialogue there was in such a short time.

*The music is nothing special and often seems to disappear. I don't know if this hurts the game, but it certainly doesn't help it.

*I don't have a problem with Minecraft-like visuals, but here they seem very lazy, especially in the exteriors. I already
mentioned that this is bad for secret hunting, but it's also just unpleasant to look at identical brick or rooftop textures stretching
across the screen with no detail whatsoever.

Don't be fooled by my hours played. I wasted a lot of time and I don't look back on the experience fondly.. Loved this. It's a
really fun puzzle/exploration game, more specifically it's basically an escape the room game. The puzzles aren't ever frustrating
but definitely not simple either. You're essentially trying to escape from a house as per an unknown person's rules, and you keep
discovering/solving puzzles to grant access to new areas in the home which have more puzzles and so forth. I liked how the
puzzles were intertwined between the various rooms in the house so there was always a lot of things going on at once so you
never got bored/stuck staring at the same puzzle. Graphics/sound were good and user interface was simple without any issues.

The only criticism I have for the game would be:
- Loading a save game would often look like it would crash before working (and did twice)
- User interface for reading notes needed work (no way to scroll through them easily)
- Jumping was awkward and you'd often get stuck in your spot unable to get up
- Built up a mysterious story of why you're there but it didn't go anywhere
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Not bad for the price of a dinner at McDonalds. It's not something that's going to keep you coming back for hours, but for 6
bucks its an interesting 45 mintues or so. There is enough content to tinker with and I had a few chuckles. The atmosphere is
nice (wish my apartment was that awesome!) and I like that you can mess with just about everything short of the actual walls.
I'm also glad that I caught this after the little add on that lets you turn the lights off. I really like the look of the place in the day
light from the huge windows. It makes me want to actually crash on one of the couches and grab a book or something. The little
vehicle's are fun. The head tracking in the apache was brilliant. I flew the little sopwith out of the apartment and bounced off
the roof and I was pretty surprised I didn't run into any invisible walls. It's apperent that there was effort put into making a finite
space as interesting as possible.

For some contructive criticism; I will say that the little R\/C vehicle are fun, however, for some reason they made me a little bit
queasy (and I've played a few games that are far more intense without having that problem). I'd recommend having a seat while
trying to use them. Also the the model for the dancing lady with fruit on her head is VERY narfed. Or at least it was when I
found her. Her arms where bent way above the elbow and her hips and legs where doing some strange things. It looked like the
animation didn't quite line up with the model.

A suggestion; This app or something similar would be neat to have as a media player option. Like if you could park on the couch
and watch Netflix, another media streaming service, or play local content. Imagine that with a multiplayer function too! Sit and
watch a movie with a friend or even a group!

Overall, worth what I paid for it and a nice VR demo.

To the folks who where negative about the price; If you can afford a VR head set and the cpu to run it, then you can afford 6
dollars (less then the cost of a movie out of a bargain bin) Someone put effort into this. They deserve to be paid for it.

. Very weird game dont understand the blue monsters but there fun to shoot.
Im more of a duke nukem fan but had to buy serious sam an check it out for myself.
The humor is okay gameplay is good but i relly enjoy the multiplayer the most so
it won me over on that will be buying more!!!!!!. I don't know why is this game getting hate, this game is acually pretty good.. I
was pleasantly surprised by this game; with all the negative reviews, I thought the gameplay would be awful. It's not. It's a
Mahjong solitaire game, and apparently some people have no idea what that means. Sometimes, you're going to farckerberg
your tiles to where you end with an unsolvable puzzle. Sometimes random generation can do this to you, same as any solitaire
game (or so I understand it, because when I couldn't finish a puzzle in this game it's been wholly my fault for not playing
different combinations, etc). The nudity title is wholly misleading, because there is no nudity, and having cleared all five stages I
can tell you the most revealing outfit is a bikini. This is NOT a game to play if you're looking for nudity; it IS a fun Mahjong
solitaire game though. Is anyone else old enough to remember Taipei? It's Taipei with anime girls. After clearing the five stages
though it definitely loses appeal; I think a random puzzle shape generator would have increased the replay value for me. All in
all, a fun game at a cheap price.

TL;DR: For playing, not for fapping. Occasionally requires mental effort on your part.. Its an ok game. 8.7/10. I had a chance to
play the demo of this at ECGC 2017, and was immediately sucked into this sci-fi futurepunk story. The art style for The Mind's
Eclipse is a wonderful ink shaded world that appropriately sets the tone for the world. A fantastic visual novel.
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