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About This Game

INNOVATIVE! ADDICTIVE! FASCINATING! LOGICAL!
It is EGO PROTOCOL, an award-winning action-packed puzzle platformer that will addict you from the first play!

It includes 60 levels to complete and a unique 4-stage mechanics testing your skills!
Guiding your humanoid character to safety is not easy, and to create safe passage through the abandoned orbital station, cunning
strategy and quick reflexes is required. In order to overcome enemies and obstacles, and to reach the end of each level, you can

jump, shoot and manipulate the world.

Enemy robots will stand in your way, as will sentry guns, mines, trap doors and many other deadly hazards. Suitable to players of
all ages and experience levels, prepare yourself for an exciting gameplay experience packed full of fun.

EGO PROTOCOL is:

The winner of JAM at Poznan Game Arena

Inspired by the Polish classic game ElectroBody from 1992

A mixture of logical and classical platform games
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60 levels and 4 different mechanics of playing

Unique stage mechanics framed in a hand-made graphics

Control the surroundings in order to lead the main character to the exit so that to avoid dangers and obstacles lurking on
his way

Fast pace of playing, several ways to complete the levels

Find out if you can think fast enough
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Title: EGO Protocol
Genre: Casual, Indie
Developer:
Static Dreams
Publisher:
IQ Publishing
Release Date: 16 Feb, 2016
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English,French,German,Polish,Russian
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ego ghost protocol. ego protocol

Pretty fun. Took me longer than most of the others to complete. Puzzles were a little annoying because they were so different
from others in the series, but it was nice to have something different after having played so many.. Ares isnt a bad game and is a
pretty good game to get in a bundle. I somewhat enjoyed the game however there a difficultly spikes all over the place. Some of
the platforming sections are pretty annoying however it is worth getting through.. I got this game from a Humble Bundle and I
figured I was just going to play through these and forget about them but this VN was actually pretty good! It was extrememly
informative about Japan's customs and school life (obviously). I surprisingly got into it and, though it was pretty short, wasn't
disappointed.. Broken. A lot of the game could work well, but it is fundamentally broken. At the end of the turn, it gives the cult
rewards that should go to you to the person who now has your place in the turn order; so, if I was third last turn, my income for
the next turn goes to whoever is third in that turn. You can't play a Eurogame where your economy building ends up being
income for a random competitor. Awful and unplayable right now.. There are some balance issues, occasionally forcing me to
reduce the difficulty setting, but overall a fun, solid game. If you liked BG back in the day, this should please you. Best money I
have spent on a game in a while.. Meh. Looks like the developers assume that you'll not notice the barren, sloppy countryside
with its hurried textures and lifeless landscape... because you'll be driving 200 miles an hour. The train's nice, but that's it. The
other lines in the 2017 edition are far better. Don't buy this one as a stand alone.
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I have over 600 games in my Steam account, and the vast majority of them are still unplayed. So now I'm dedicating an hour to
each of these games and writing a series of One Hour Reviews. An hour isn't very long to judge a game on, so think of this as
more of a first impression, and take this review in the spirit in which it's given. Be sure to read other reviews from players who
have spent more time in the game.

One Hour Reviews #44 - Deadly Sin 2

I've always had a bit of a soft spot for JRPG games. My first introduction to a JRPG was back on the Super Nintendo. A friend
of mine loaned me his copy of Final Fantasy II (actually IV but the US numbered them different than Japan). I had no idea what
I was in for. I must have sank 50 hours into that game. I don't remember any other game on the SNES I put as much time into,
and I loved every minute of it.

Now thanks to the advent of RPG Maker, there are quite a few JRPG games to be found, such as this one. RPG Maker is really
a mixed bag. I love it as a concept, and I think anything that makes it easier for people to make games is a good thing. But the
flip side to this is that you also end up with a lot of content out there, and that content is not necessarily very good. When it's
easy to crank out your own JRPG, it also means that it's easy to make it very cookie-cutter and not very interesting.

I think there are 2 big areas you really need to stand out as a JRPG. One of the hallmarks of a JRPG is frequent combat, which
can quickly feel repetivive and grindy. Anything that helps set the combat apart from your standard turn-based options can help
make the game stand out. But what really makes or breaks a JRPG is the storyline. Without a good story to really bind all of the
combat and other encounters together, things can quickly get boring.

So it's nice to see that Deadly Sin 2 succeeds in both of these fronts.

I'll start with the story. It's hard to really judge the story from playing just an hour of the game, but I enjoyed what I went
through. The first thing I appreciated was getting a simple introduction to the game, without getting clobbered over the head
with an exposition dump. Instead the game takes some time to introduce each of the characters that will end up in your party. It
starts by using a frequently seen storytelling method of starting in a bad situation (and thus an introduction to battle), followed
by a jump back in time, to tell the story of how you eventually end up in that situation.

I liked the main characters, and enjoyed some of the banter between them as I explored the starting town. The town also
contains a university where you can get a little more of an extended tutorial on how to play the game. I actually like the way this
is broken out. The prologue of the game forces you to fight, so you immediately get introduced to the very basics of combat.
But by keeping the university separate, you're not forced to go through a tutorial each time you start a new game.

Graphically the game looks nice. It felt like something I would have played on my SNES. My only complaint is the complete
lack of any graphics options. I set my expectation bar pretty low for 2D games, but the game gives you no options at all. I did
figure out that I could hit Alt-Enter to go into windowed mode, but the window is very small (relative to my 1920x1080
desktop), and the game does not let you resize the window, or set the resolution in game.

Combat looked like your standard JRPG turn based combat, but with some additions. Characters have a standard attack, and can
use items or skills. Skills vary for each character, with a mix of offensive, defensive, utility, and passive abilities. I liked the fact
that you can customize the skills for each character, through the use of skill points. Combat also includes a threat meter, so you
can see which character is going to get attacked next, and the game provides skills to allow you to manage threat level. It
definitely adds a little more to the typical turn based combat I am used to.

Another neat addition to this game that I liked is the concept of Monster Node crystals. You collect these in different areas, and
it serves a dual purpose, both to give you a bonus for finding it, as well as letting you deactivate random encounters in that area.
I like this mechanic of being able to turn off random encounters, but without it being like a cheat code. The first one I found
was in a dungeon and I had to clear most of the floor before I found it.

By the time I ended my first hour, I had just added my 3rd party member (out of 4) after making it through a couple of dungeon
levels. I really enjoyed my first hour and this definitely seems like a fun little romp. One last note, I don't know anything about
Deadly Sin 1, but the way this game starts, I didn't get any kind of impression like I needed to know anything about the first one.
I get the impression it's more like Final Fantasy where the games are all completely independent.
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If your idea of an RPG is more along the lines of Skyrim or Dragon Age, then you might want to give this one a pass, especially
if you are turned off by lots of reading. But if you like JRPGs you will feel at home here, even if you are normally turned off by
RPGMaker games.. I dont know whzat sick gasme this is, you play as a Scottsih serial killer who kills evetrybody in town and
have a happy attitued of walking upon locked doors. After then going to the far and murdering the farmer and his talk and
clibm,ing a mountain and then killing myself.

By the way good work with game guru I work a lot with this so I know a pro when i see one.
Check out my game FATHERS ISLAND

FATHERS ISLAND
FATHERS ISLAND
FATHERS ISLTSNA D
FATHASRAS ISALTNAD. Good historical battle but the campaign play seem like a♥♥♥♥♥♥ and while the faction so less
and macedonian seems have all the best unit.. OVERALL RATING: 4 out 5 stars

Snowball! - $2.99

People who wish to claim they put this out: Pixeljam

Consists of 1 Table with 3 Balls per play.

Played on an i-7 4.0 Ghz, 16 GB RAM, Nvidia GTX 1070 8 GB RAM, 2 TB 7200 RPM HDD

Positives: The Game didn't crash on me! The game multiple tables upon tables-old Windows Pinball game "Space Cadet" feel.
Replayability is at its max, and the entertainment factor is all there in this game. Not much to be said that has not been said
before.

Negatives: I have yet to determine anything negative to write about this one.

I do enjoy a good game and don't mind paying for it, enough said.

Darkendone{LDH}. game was ballin' when it was alive. there are still some wanderers out there in the post apocalyptic wastes
though.. In short: This game is 35 minutes of an old solid puzzle mechanic in a surprisingly poor implementation. During a -80%
sale the price is fair, but you should probably skip this.

In long: The core mechanic is solid, mainly because it's ancient. Each of the 60 levels has a premade network of paths
with a fixed start and exit. To complete a level you need to step on each tile exactly once. Three levels towards the end
randomly feature a portal mechanic, but the rest is all the same. The controls are competent. For the over-all poor
quality I was pleasantly surprised that I could freely alternate between arrow keys and WASD.

The difficulty ramps slowly and some mid-game levels have actually interesting and mildly challenging layouts. Since
there is no undo mechanic you are forced to restart if you ever make a wrong move. I like the challenge of having to
map out your path in advance, but making the game artificially longer by not allowing undo is not a compelling design
decision. Most endgame levels are incredibly uninsipried, as if they were in the wrong order or as if the developer had
lost interest. Twice a level even straight-up repeats.

While the game mechanic is decent, the implementation is poor. I didn't like the music or the sound effects, but I also
disabled them pretty quickly and didn't give them much of a chance. The graphics are laughably poor. The game has
only 3 options - disabling music, sound effects and fullscreen. I'm happy there is a windowed mode and volume sliders
are not strictly required (but would be very nice to have!). But it all falls apart when you restart the game. None of the
options are kept and have to be set each time again. It's almost as if the developer hadn't considered that you would
play the game across multiple sessions. Further evidence: There is completely inconsequential coin collection in the
game, which is only used to trigger 3 achievements. But while your step-count is saved, coins are reset every time you
restart the game. But on the flipside they are kept when you restart levels, so you can just collect the same coins over
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and over. Either these are really strange (and bad) design decisions or quite obvious bugs.

In conclusion this feels like a proof-of-concept student game that was abandoned halfway through testing and turning
this into a proper release. There is no way this is worth full price, but on sale for -80% it passes for me. You'll get more
than half an hour of decent gameplay out of Illie. I'm surprised by the poor quality, but I don't exactly regret my
purchase for such a low price. Still, I can't really recommend the game when the same mechanic is used in other games
much more competently for a simliar price-point.. Lugaru comes from Wolfire Games, the company that spawned the
Humble Indie Bundle. Their idea revolutionized the digital games market, and drove millions of copies of excellent
games into the hands of users who otherwise would have never played them. Lugaru was their first release as a
developer, and it’s an interesting, although rough, experience. It is a game about loss and revenge. It is a game about
morality and justice. It has brutal hand-to-hand combat. And rabbits.

You might think a game about anthropomorphic rabbits would be cute. You would be wrong. This game is dark. The
combat is visceral, tight, and bloody. After Turner the rabbit sees his entire family♥♥♥♥♥♥♥and slaughtered by
bandits, he sets out on an island-spanning quest for vengeance. The vast majority of the game consists of different
combat scenarios, with different numbers of enemies equipped with different weapons like staves, knives, or swords.
Kill them all to progress. In between these fights are text cut scenes, and dialogue is harsh like an 80s action movie. “I
swear, I will kill them all,” etc. This is a little tough to get past when you see a rabbit with huge eyes and a cute chirpy
noise for a voice say this. Immersion is not the strong suit of this game.

Where this game really shines is the combat. The developers were wise to not depend on lengthy combos or meters;
your only commands are simple punch, jump, and crouch. Combining them results in different attacks. There is no
health meter, you can only tell Trevor’s condition by the blurriness of the screen and how he will pant and slump after
hard hits. There is no on-screen notification of your enemy’s actions, and even if there were, you wouldn’t be able to
react to them fast enough. You’ll have to watch your enemy carefully, and parry at just the right moment to disarm or
incapacitate them long enough to get in a solid hit. You can perform instant kills by stealthily approaching your
opponent from behind (and in the case of wolves, from downwind) and snapping their necks. Failure is not punished
heavily, as you will restart at the beginning of the stage, most of which last only a few minutes.

The music matches the tone of the game well; a slow, unease will set over you on the main menu, letting you know this
is not a game for the faint of heart. When combat starts, your blood will get pumping as drums drive you to commit
acts of rabbit violence. The sound effects when you land hits are crucial, as they inform you of what’s happening in the
hand-to-hand scrum faster than your eyes can probably process it. Often, when delivering a killing blow, time will slow
down and you will see that perfect kick to the head or knife throw in glorious slow motion.

The graphics are sparse, and the polygon count is low, even for the main character. Structures are basic cubes and
rectangles, and the ground is little more than a few rolling hills populated with the odd tree. However sparse things are,
though, it is impressive how much the team was able to build. The graphics are lacking, though mildly impressive when
you read Wolfire’s blog where they detail all the work that went into it, and the spiritual sequel that is still in Early
Access, Overgrowth. Everything in both games was built from scratch by the small development team.

Lugaru is a fast-paced game, and while the tutorial is thorough, the fight design leaves little room for error.
Oftentimes a well-placed hit by an enemy will send you flying, not only doing direct damage, but leaving you at the
mercy of the ragdoll physics. Land on your head, and you’ll potentially break your neck and have to start the fight over.
Aside from Trevor’s campaign for revenge, there is also a challenge mode that pits you against groups of enemies, and
you can compete to achieve a high score against each group. This is good practice for campaign mode, letting you
quickly learn the systems and effective strategies against certain enemies and how to use different weapons.

While the graphics are unpolished, and the story feels “adult” for the sake of just being edgy, instead of in service of a
grander point, the quick and weighty combat is entertaining. For $9.99, it is a good few hours of entertainment. I think
of it more as a preview of what Overgrowth will offer. Perhaps Overgrowth will deepen these systems while
overcoming Lugaru’s faults, but I will wait until it is out of Early Access to find out.. One of the best colony sims I'v
played in years with a great setting and theme. Easy to learn concepts and rules and nothing is too complicated or
tedious.
I was particularly fond of the trade and noblemen elements. Trade was generally important and beneficial to your city
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and the noblemen giving you more farmers and taxes really developed a sense of a feudal society when other games
merely said they were feudal.
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