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About This Game

Shadows is a puzzle-based platformer taking place in a mysterious, silhouetted world. Your goal is to construct a beacon of light
to call for help and find your way home. Along the way, you will be able to discover pieces of your past, memories lost after

your arrival in the caves. Fireflies will be your guiding light; without them you will enter into the darkness of the caves never to
return.

As you make your way through the perilous caves, you’ll overcome mysterious runic riddles, discover hidden pathways, and
navigate twisted mazes to find freedom. Your endeavors will be two-fold: Not only will you gather the items needed to construct

a beacon to call for help, you will also uncover the dark memories of how you arrived here. Yet, the decision to actually make
this beacon or even seek out your past is your own; you can choose to find your way out of the caverns or to start a new life

underground by following either of the two paths to the end of your journey. Who are you? What will you do when you know
the truth?

Features:

-Six cave regions (each with a multitude of levels)
-Various puzzles in each region (from runic riddles to navigating darkness)

-Hidden memories that reveal the story
-Challenging, spike-filled caverns

-Elegant music and graphical design
-Two possible endings
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Title: Shadows
Genre: Adventure, Indie
Developer:
Logan Apple
Publisher:
Logan Apple
Release Date: 24 Aug, 2017

 a09c17d780 

Minimum:

OS: Windows XP/Vista/7/8/10

Processor: 1.5 Ghz Core

Memory: 1 GB RAM

Graphics: 128 MB Video Memory, capable of Shader Model 2.0+

DirectX: Version 9.0c

Storage: 300 MB available space

English,French,German,Italian,Dutch
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My "no" isn't a strong one. A big part of this is because the game is apparently continually adding stuff. While some see this as a
positive, I see it somewhat as a negative BECAUSE the game should feel like a full, complete, polished product. THEN the idea
of constantly adding stuff becomes a positive because it's like... hey, free updates! Cool! But this almost feels like an Early
Access. Which would be fine *if it were advertised as such*. Perhaps I'll revisit this game in like a year and update my review
then. Perhaps. I have a lot of games in my backlog, so who knows if I'll remember this.

The other big part of this is the existence of two other games on steam: Game Dev Tycoon and Mad Games Tycoon. Now,
normally I don't subscribe to the idea of putting down a game simply because another like it exists already. So long as a game
finds new, interesting things to do with the idea I am fine with playing another iteration. Hell, I've already played those other
two games and felt the need to buy this one. So I'm definitely down for another game dev sim. What Game Dev Studio adds to
the concept doesn't really do much for me. So I'll break down why the other two work briefly before I disect this one.

Game Dev Tycoon is the most basic, bare bones of the three games. If you want the most casual, brisk experience then that one
is for you. It's easy, clean, simple, and the default mode is almost like a fun history lesson... or... quiz. IE if you know about the
rise and fall of consoles and have a good knowledge of general games stuff (like making an♥♥♥♥♥load of cash off the Game
Boy and avoiding the Virtual Boy like the plague), you can put that knowledge to good use.

Mad Games Tycoon (despite its name sounding like a crappy, Russian knock-off brand) is a much more full-blooded, legit sim
expierience. You have to manage office space, production, distribution, take things off the market, make sales and bundles, etc.
If you want to do waaaay more stuff, Mad Games is best.

So then we get to Game Dev Studio. What it does is tries to be like Mad Games Tycoon by adding a ton of complexity. It also
tries to remove certain pieces of complexity in exchange for its own ideas: employees level up and need vacations, raises and
paid company activities; other game companies form rivalries and try to ruin your business; objectives. None of these things
really make the game better.

Having to micromanage employees is a hassle because you can have like a hundred of them (I think my highest count was
around 40, the first real campaign wants you to get up to 60!) so you just constantly get spammed out. So much so that the game
comes with auto-management features to remove the clutter. There doesn't seem to be any tactical reason to hold off on any of
these things, so it's better to just use the auto-feature. Any time the best way to enjoy a feature is to automate or ignore it means
that that feature is BAD.
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The rivalries is probably the most fun idea, but lacks the depth to really be interesting. It seems like the other companies are like
Gandhi from Civ: they just want to destroy all opposition with endless fiery rage. But I could be wrong. Unfortunately this is the
one feature that I saw the least of during my game time.

Objectives are the addition that fell flat the most. A lot of this has to do with the fact that the game is very upfront with the idea
of "campaigns." See, campaigns could have been interesting... maybe. There have been other sim games to do this idea.
Personally it's not that appealing to me; I'd rather just go straight into freeplay. BUT if you wanted to put some kind of story or
single-player "experience" into a sim game, this would be the way to do it. Unfortunately all I've seen from this game for
campaigns is to give the player simple objectives. Get 60 employees, makes X amount of money, get Y amount of fans. So this
idea does absolutely nothing for me because I inherently want to make it big anyway!

Furthermore, this really puts a damper on starting the game. I completed the tutorial and what I wanted to do was keep playing.
But the game would prefer if you leave that game and start one of the campaigns. I thought about just continuing to play the
same map but the world seemed to become stagnant. So... that's boring.

Lastly I should really mention the nonsensical manner in which games are successful or failures. In the other two games, you're
supposed to find genre-topic match combos and then allocate the correct amount of priority to features based on the type of
game. Making an action game? Focus on gameplay. Making an RPG? Focus on story. Pretty simple idea to gamify. Here, you
just put priority up to max and it always seems to be a good idea. I made a Medieval game with "realistic firearms" and that
pleased the audience. WAT?

Ultimately I found myself dreading opening the game up again. It just didn't hold my interest. Compare that to the other two
game dev sims I mentioned, and those became like addictive problems. I'd look up and be like, "Oh, god! The sun is
up!"because I would get so sucked into it. Suffice it to say, this genre and topic combo is usually an easy win with me.

The real shame is that there still is a version of a game dev sim that I really want out there that doesn't exist. What I really want
is more focus on the CREATIVE aspect of making a game. In all three of these games, all you can really do is name the game
and pick the genre and setting. That's it. I can't make the box art, write a blurb for the story, or make a dozen other tiny
decisions that would help each game feel like something I actually ... uh... "made". I realize that kinda thing is stupid because it
never actually affects the success or failure of the game. It's just dumb fun. Hell, there was this movie sim game I played called
Hollywood Mogul 3 that allowed you to make acceptance speeches at the Oscars. Holy hell was it fun to go on a drunken, never-
ending ramble on NPC's. And don't even get me started on The Movies. Agh! So fun.. As it currently is, I can't recommend it.

I absolutely love the concept, and when the gameplay is actually working, it's so fun to scale walls and reach the top. But half of
the stones that aren't climbable are exactly identical to the stones that are climbable. The game is very restrictive with what route
you can take; it doesn't seem like you're actually following pre-defined rules to climb the tower with your own route, it's more
like you're scouting out the route that the developers decided would be the one single way to climb the tower, and any other
stones outside of that route are completely unresponsive to climbing.

This is all not to mention the horrendous movement system. I mean, I like the concept. It's a little cool to swing your arms as you
might in real life, all in order to move in the game. But no matter what you do, it feels like you're either sliding forward at a
breakneck speed, or wiggling around in place, moving slightly in a direction that you really don't wanna go. I've walked into
walls and been lazily teleported a few feet back numerous times, no matter how I try to use the movement controls. Simply
teleport locomotion is fine. Alternatively, using the trackpad for movement is fine. There's no need to have this fancy gimmicky
movement if it's going to so horrendously impact how easy it is to move around in a 3D space.

The climbing system is fun. The gripping system is not. In order to climb, you grip onto the stones of the outside wall, and pull
yourself up with that hand while grabbing onto the next ledge with your other hand. That's actually very fun. Except you're way
better off literally shoving your hand through the solid stone to be sure you'll grab it, rather than grabbing just the outside of the
stone and (nine times out of ten) randomly plummeting back down to the bottom because the game didn't register that you were
trying to grab the stone -- literally the only mechanic the game has to have working, and it's finnicky and frustrating to use.

I figured I would recommend this game even if it was just a little good because of the price tag. But after playing it, the
experience was just too unresponsive (and at times its controls were eye-rollingly ridiculous) to even merit a second attempt. I
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wish all the best to the developers and I hope they can improve the game to make changing my review an inevitability. But holy
hell, is this annoying to play where it is.. The game is not perfect - the menu and overall interface feels old for a 2018 game -
but the concept of Outline is quite unseen : you draw a short line, and then the pattern you created repeats itself from the point
where you stopped.

This core mechanic is well executed and that's the important part. What I like about this idea for a puzzle game is that you
create your own solution, and not the one that is expected. Also you can easily try any solution that comes to mind and see if it
works, so this creates a more dynamic gameplay than in more classical puzzle games.. I wish I could leave a neutral review, but
since I cannot, I am leaving a positive one because I lean a bit more towards the positive side than the negative side.

Tavernier is a choose your own path game with random events. You essentially run a tavern and you can cater towards different
customers every week. The game is very simple for the most part, and you will understand the gameplay relatively fast. There is
a degree of replay value as well, but it rather limited, as most outcomes will come out to be the same for the most part, minus
the difference in customer catering. However, since the game is only $2.99, has steam trading cards, and achievements, it makes
the short content a little bit more worth it.

Rating: 6.7/10
Recommend Price: $2.00. You may think you can skip the season pass because the campaign is only worth it, you shouldn't.
With the laughable price difference of standard edition and the bundle that includes this, you should just risk it.. To be honest
the only reason I bought this game was because 4 days had gone by and there still wasn't a review on the store page. I was kinda
hoping for a quirky underrated gem, I guess. I was half-right; boy it sure is quirky. I mean, when the dev popped into the corner
of the screen in the form of a youtube-esque facecam in a lazy costume in a poorly-lit environment recorded on a below-average
quality webcam, I knew I was in for something at least DIFFERENT, and I'll admit, the gag made me laugh. The music isn't bad
either, it's a bit short so the loops gets old quickly but it's nothing too unbearable.

Unlike the graphics. I don't think I've ever purchased a game on Steam with artwork this terrible. 90% of the time, I have no
\u2665\u2665\u2665\u2665ing clue what the hell I'm looking at. Now to be fair, if I tried to make a game and do the artwork
myself, it would probably look just as bad or worse, which is why I would stick to what I'm good at, and find people who are
good at what I'm bad at to do the rest. The environment is a total clustercuss of indistinguishable assets and the characters
themselves might actually make you vomit. I've seen better character concepts on the average 14 year olds Deviant Art page.
Water tiles are literally nothing more than 4 lines made with the pencil tool in a couple different shades of blue, it's aMAZing.
The games sense of humor seems to revolve around the idea that it doesn't actually care, at least I think that's what it's going for,
I couldn't tell how sincere it was to be honest, so its okay to be ugly as long as it plays nice, right? but it doesn't.

The controls, oh my god, the controls. So basically it's a non-traditional platformer. Your basic jump ability is a little weak so
you have to draw a line from your character to the spot you want to jump and he flings in that direction, which sounds easy, but
you don't get a great sense of exactly where you're going and you have to correct your course once you're in the air, but it's so
hard to control because your character flies through the air so quick that it's really difficult to process what's going on. You
really have to plan ahead before each jump, it's so disorienting. You'll probably be stuck in the intro for a little while before you
adjust to simply jumping from platform to platform, and even though I did get the hang of it, it never actually felt natural,
merely understood. You also have this teleport ability that can teleport you a short distance, but it doesn't seem to make any
sense to me. It's supposed to go where your cursor is, but sometimes it would work and sometimes it wouldn't and I couldn't
make heads or tails on how the mechanic functioned. Eventually I figured out which parts of the level wanted me to teleport and
to where, but that was just from looking at the level design, I never actually understood it. It's like someone saying "press this
button" without being told what the button does.

There's combat too, if you can call it that. You have this tiiiiiny little white line called the chow-blade, or something to that
effect, which is kinda \u2665\u2665\u2665\u2665\u2665\u2665\u2665t when virtually every enemy has ranged attacks and you
practically have to hump their face to damage them. It was clear to me that this was not a combat-oriented game so I avoided the
monsters, but the platforming was frustrating and didn't make sense to me so I avoided that too and got a refund instead..
Experimental game? Got that right!!

This game, if you can even call it that, seems to me like someone's half♥♥♥♥♥♥♥attempt at a school assignment that they
cleverly decided to put on steam to make a few bucks.
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The best part of this game was the Let's Play I did on it. Haven't had that much fun recording and editing a video in a while.

                             9 / 12



 

Died to a giant bouncing eyeball.

10/10 would play again.. Quite fun story despite trying too hard to be dark and twisted and falling flat with too lighthearted
scenes and silly dialogues. The entire plot is also very hard to take seriously. But there aren't enough VNs about incestuous
murderous sociopaths so it gets a pass.. have you ever played Tanks on 8-bit dendy that was attached to a fat tv set? if answer is
yes this game will make your eye drop a tear of nostalgia - this game is a lot similar to a best hit of my childhood with endless
hours spent with it -
i was gladly doing any homework only to be allowed to play little more tanks in exchange!

however, there are differences as well - game's lot faster, decades and generations of computers let know about themselves; you
have an option to destroy enemy base, game became more difficult to play as enemies are not so easily predictable.. It's like the
devs gave up on it. Ersatz is a fast paced, speed based, platformer, with a ridiculously good soundtrack. The controls are really
simple and responsive, you have a jump button and a dash button. You can also press down mid-jump to terminate your jump
and fall straight down with a stomp attack.

The whole game is centered around the dash ability. You can dash over pits, through obstacles, kill enemies with it, and damage
bosses with it. Of course you also need to liberally dash everywhere in order to get a good rank on each stage. You have a dash
meter, you can dash 3 times in a row before having to wait for the meter to refill, the meter refills fairly quickly so you won't go
too long without the ability to dash. There are 8 levels in the game(with a whole mess of extras that open up when you beat it),
but each level gives you a rank based on your speed. In order to unlock the last level you must achieve at least a D rank on the
first 7 levels. You have infinite lives, and very liberal checkpoints, but each time you die 20 seconds get added to your time,
there are also heal stations sprinkled throughout the levels that add 2 seconds to your time for each point you heal(you have a
total of 6 health).

Level design in this game is spectacular, every level has a unique twist, with unique enemies, and unique environmental hazards.
You won't see anything repeat until the last level, which is kind of a mash-up of the first 7. The levels are challenging, but very
fair, and are all ludicrously fun to play.

The standout feature for me in this game are the boss battles. Every boss is super fun to fight, most of them will kick
your\u2665\u2665\u2665\u2665\u2665the first time you fight them, and you will curse as you watch your rating sink with each
time they kill you, but it is extremely satisfying when you learn their patterns and flawlessly beat a boss who seemed nearly
impossible when you first met them.

Ersatz is a phenomenal game and a must play for any fan of challenging, speed based, rythm platformers.
. A quirky PvP deathmatch game. It's simple, but not super fun compared to other games I have played before. It just passes in
terms of playability, but likely won't be the game I choose to play with friends during parties.. I'm a huge fan of Luftrauser, and
I got what I was hoping for when I first noticed and followed this game in development months ago.

An obviously Luftrauser inspired (but with its own twist), multiplier-based-high-scorer shmup, with more grandiose and
arguably more stylish presentation. Definitely more solemn and melancholic, with an actual (and kinda gaudy) background story
on why you're shooting these ships over and over again. With decent price as well!

I bought it the instant it's out and it's not disappointing at all.

Can't help comparing it with Luftrauser of course. Control and feels less sastisfying and less 'obvious' than Luftrauser for me. It
feels much more satisfying (and easier?) maneuvering to dodge bullets in Luftrauser because there's gravity assisting you, and
here in space there's nothing but you and your own momentum. Battle feedback also feel less satisfying, it took me a while to
realize your ship automatically get repaired when you're not shooting, and to notice the multiplier working. I wish there's more
obvious feedback on multiplier, and some sort of backward thrust\/brake\/acceleration to assist you in maneuvering since there's
no gravity.

I still play it non stop until my hand gets too sore to continue, though!. Not bad, not good.
Good graphics. Story is ok.
You can find yourself stuck from time to time. The help doesn't help in that cases.. Considering this game was released March
2013 I dont see how they can justify the price of \u00a339.99, despite the updates this game has recived (even though they were
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quite spaced out), there are still many flaws and odd bugs that will crop up during gameplay.

If your into political \/ management games then its quite fun but dont even think about attacking anyone as your country will
automatically hate you and you will lose the game.

The game still feels unpolished and slow especially when having played a country for 3+ years and as I said odd bugs will creep
up like France having 99% of the worlds GDP?

This game does have it charms, I like playing as Equatorial New Guinea and trying to claim Africa but the games forces me to
stop and start from scratch, It is fun when its working properly but those moments come rarely.

Wait for this to come cheaper, 75% off before you buy then try it. Otherwise just give it a miss, which is a real shame as I love
these kinds of games. I got my fingers crossed for Supreme Ruler 1936 to be nice and polished for release this spring.
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