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About This Game

Enjoy the new collection of mosaics puzzles with up to six colors!

This time the penguin family is taking a trip to the multi-color wonderland! They are going to discover a new collection of
mosaic puzzles with up to six colors!

This innovation opens up a whole new dimension of challenge and brings you many hours of entertainment.

The penguin family is waiting for you to accept the new challenge and have fun uncovering the hidden multi-color images while
building a beautiful landscape of the wonderland.

- Mosaic puzzles with up to six colors

- New multi-color challenges

- Build a beautiful landscape

- Puzzles based on logic
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An absolute masterpiece. If you have 4 hours of time to spare, planetarian is for you. You won't regret it at all, my personal
guarantee. What happens when a hardened veteran-like junker meets an easygoing airhead robot? Lots of feels and used tissues,
speaking from experience. Really recommend anyone that gets this to try and finish in one sitting. If not, eh, you'll cry anyway
:D

It's been an hour after I finished it and still crying over here ;_;. I bought wrong DLC. Oops.. TL:DR - This game could turn out
to be amazing for those that are looking for a good dungeon crawler. If anyone ever played the original Tribes RPG mod, you'll
feel right at home in many ways. For those people looking for a hardcore survival game, I don't think this gonna be for you, it's
gonna be for the rpg fans that want a survival aspect included. I only have 2.7 hours played because I've done most of the
content that's in the game as of now (still recommend buying now if you like dungeon crawlers).

So I've never done a review before, but seeing as no one has posted one yet I wanted to get the train rolling so that people
wouldn't automatically dismiss this game due to lack of reviews (heck, I do that). I want this game to succeed, and if you go to
the discussions, you'll see that the dev is infectiously optimistic about both the game and his ability to contribute to the
community.

There are a lot of things that could be said in lengthy form, but I'm going to stick to the easiest method, cons first:

CONS (almost all are Early Access related):

- Optimization: I've got an older gaming PC that I built myself, runs modern stuff at medium-high with no problems, but good
lord this game chops on lowest settings. BUT, that being said, the dev specifically stated that optimization is horrid and that's
one of the reasons he is releasing a demo so that people could try it out. I love this dedication to honesty from the dev so take
this with a grain of salt and I think we can trust it's being worked on.

- UI: Clunky, but really not all that bad. Some specific changes might be integrating the mouse wheel, switching page up\/page
down (page up goes the 2nd page of inventory, just goes against most other UI norms), fiddling with scale to make it a bit
smaller, have an "equipped" section of your inventory so that your equipped gear isn't spread among all of the stuff you've
picked up, separate building tabs for equipment versus "settlement" items, a small number on items in inventory showing how
many you have instead of having to click each item to check. That being said, the controls are lovingly simplistic and you're not
overwhelmed by the amount of windows that popped up, extremely intuitive to navigate.

- Scale of World: I'm hoping that either A) the world is kept small for EA and will be enlarged or B) the world is kept the same
but absolutely brimming with places to explore. As of now, it probably takes about 10 minutes to run from one side of the map
to the other.

- Combat: I'm putting this here for those that like complicated combat, it's not. It's a "hold down mouse button to auto-attack"
kind of game, old school. There is a block, but otherwise that's pretty much it. A lot of people aren't fans of this type of combat,
finding it tedious. That being said, there is also spellcasting, so you can mix it up that way.
  + Note to dev: I'd suggest either attempting a mount and blade or skyrim type combat model if possible, you'll have a much
wider audience availability.

- No Tutorial: This might be on me in some ways since I haven't played a survival title in a while, but I was absolutely lost for a
good 45 minutes. I figured out how craft easily enough, but little things here and there like how to properly use inventory (click
on item, click on spot you want it go, it's not drag and drop even though your cursor looks like it's holding something); how to
integrate walls into a building properly (for the love of god pay attention to the controls screen, the second page will have
buttons for rotating and placement of building items, USE THEM); knowing to allocate your skill points the moment you start
the game (didn't realize I had some to spend until 5-10 minutes after I started); needing to put wood in the fire before hitting
light fire, not knowing that your inventory had more slots than it initially shows, little things like that.
  + Note to dev: I'd strongly suggest a quick 3-5 minute tutorial asap, I can't tell you how many game reviews I've seen in the
negative where the only comment is saying too hard to figure out\/no tutorial\/etc.
  + Random note to dev: speaking of the fire, please put in a good reason to cook food, I ended up just eating raw food and
healing through the damage as it was too bothersome to go back to my base to cook. I'd suggest double the amount of hunger
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healed rather than a negative buff or something so you get rewarded for the effort, not punished for the lack of availability of
going back to base.

Now to the other side:
PROS:

- RPG system: I'm absolutely in love with the rpg mechanics. Simple, intuitive, and you actually feel like you've accomplished
something. When you kill something, it feels like a victory as most enemies your level can be slightly difficult, and the
experience you get matches, the leveling is fairly quick (so is the dying, so don't assume you'll hit level 20 in 10 minutes with no
effort). There are 6 stats (3 physical, 3 magic), and dependent upon your build you might be really looking forward to just one
more point. You gain experience by just living, fantastic concept for a survival game (granted it's not much experience, but the
concept just warms my heart). Everything levels with you to a point, so there's always a reason to go back to an area you've
already explored - I'm really hoping the loot scales as well, it seemed to when I was playing but not 100% sure. Beyond that,
there's no level cap, so I imagine you could be running around at level 400 killing baby sea turtles of the same level.

- Reputation system: This part is pretty nifty, you gain or lose reputation based upon what you kill. Pretty standard concept, but
it's also related to who those guys are allied with. The dev explained it (bad summarization to follow) by saying that killing
skeletons would make you more friendly with the fungoids, and would obviously make you unpopular with skeletons, but would
also make your unpopular to rats who are buddies with the skeletons. It made me avoid killing the sea turtles, god knows who
they're allied with so I don't feel like getting on anyone group's naughty list randomly. This aspect makes you consider what to
kill and why rather than just blindly committing genocide on this small island, which I consider to be a great concept.

- Books of learning: You don't just learn spells as you level, you get the initial one for free, but you have to find books secreted
away to learn more spells, very nifty. This is the same for architectural plans for your buildings, you find the books containing
the ability to build them.

- Spells: They don't level, they scale. Example: The higher your faith, the more health your heal will...heal. It also costs more
mana, but it's not linear in the sense that at level 1 it costs 10 to heal 20 and at level 5 it costs 50 to heal 100, it does scale in your
favor. Keeps it simple so that you don't have 58 spells of only three variants, and it rewards you for putting skill points into
magic.

- Bartering: There is already a merchant in the game, so you can hoard to your heart's content knowing that ultimately there's a
purpose, getting that cash money to buy an upgrade for yourself. Stands apart from other survival titles in this regard.

- IT'S NOT MULTIPLAYER!!!!: I actually like the concept of survival titles, I own quite a few. However, what do you see the
moment you look at survival title reviews? Hacking, griefing, server issues, etc. Thank the lord this is not multiplayer as it seems
to ultimately kill survival fun. I think this could be all kinds of fun in multiplayer once it's finished, but as it is I think it's a smart
move on the dev's part to leave it single player for now.

All in all, I think I forgot some things, but I had some fun playing it and I'm really looking forward to release. I'll be checking
back for updates to boot it back up as it updates.. Donut County is a short, humorous game on the Unity engine, similar to
Katamari Damacy, where you play a raccoon that delivers donuts (creates ever-growing holes) to customers (poor people, who's
houses get eaten by holes). I takes a little more than two hours to finish and maybe three to four hours to complete 100% which
you should keep in mind considering the price tag.

Would I recommend it? - Kind of maybe...if you like short, narrative experiences that don't require much dedication, but maybe
wait for a sale. The price is a bit too steep for the time you get out of it.

My detailed thoughts (that no one really cares about):
I bought this game after a recommendation from Jim Sterling, Son! when it was on sale for 10% off. I knew what I was getting
from Sterling's video, so I knew in advance that the asking price was a bit much for the length of the game. I finished it in about
two hours so, technically, I could still ask for a refund. If it were a disappointing game like Sonice Forces or utter garbage like
all those RPG Maker games, I definitely would have, but in this case I'm not going to because I really enjoyed myself.
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The game consists of several small story missions that explain a bigger story, where you (an unapologetic raccoon that owns a
Donut Shop) ruin people's lifes. In every mission you control a small hole and your objective is to collect all the different
objects lying around to grow your hole and finally swallow everything on the screen - from trash cans to multi-story houses.
Almost every item you collect gets added to your 'trashopedia' where you can read up on it and enjoy the snarky descriptions
your raccoon gives.

The gameplay in each level is based on pretty simple (this word is gonna be my end after this review) physics puzzles. You try to
suck in stuff, sometimes you spit out other stuff and sometimes you fill your hole with water, hot air or even fire to affect the
level. In my whole playthrough there was no time when I had to think more than maybe ten seconds about the possible solution
to a puzzle though.

What really keeps you going in this game is the narrative alone.
Before (or after) each level you get a small cutscene that explains the narrative in a charming conversation between all those
poor souls whose live you ruined. Those are done in a pretty primitive, but charming, textbox style with those beloved Banjo-
Kazooie soundbyte voices,
I won't discuss (or rather 'spoil') the story here, but it is very simplistic. It's kind of like a children's book with an easy to
understand moral. There is no deeper character developement and it's mostly very segmented but it is very enjoyable in my
opinion.

After all is said and done if you will like this game or not depends entirely on your expectations. It is VERY short, but it is
entertaining while it lasts. It is VERY simple and easy, but that's quite refreshing for a change. The humor sometimes falls flat
and the jokes are not the most clever ones out there, but on the other hand it doesn't require 200 IQ like Rick and Morty.

As I've said above, you should give it a try when it is on sale for maybe a fiver. If you don't like it after all, it's so short that you
COULD refund it even after finishing. Just try to be fair to yourself and the developer and manage your expectations.

This game gets : 6 simples out of 10.. This is the game where Pendulo really started to find their feet in making a good
adventure game. Most of the parts of the game that are weak are actually from trying to support things from Runaway 1 and 2.
Gina and Brian co-star in this game that begins with Brian's funeral with flashbacks discovering just how our hero ended up
where he did.
With a doubleclick speed-walk system and a hint system that's actually fun to use (and yes, I did use it a couple of times),
Pendulo have learned from their past flaws and worked up to a new high. The game is beautiful, the characters are entertaining
and the puzzles are almsot exclusively clever.
It's hard to recommend this game to people who have not played Runaway 1 and 2 (it ties in fairly closely), but at the same time,
it's a great adventure game. The Next BIG Thing is funnier... Yesterday has a couple of neater tweaks, but this is the best
overall.. sound so good blind people can finish game. and probably save all mudokon. nice game ♥. The Rusty Lake games are
very good. If you aren't sure whether or not this game will be your thing, download the other games in the series (many for free)
on your mobile device, test them out, and if you enjoy them, you'll absolutely enjoy the Steam offerings (which are richer and
more fleshed out and longer than the free mobile games).

The Rusty Lake game have challenging puzzles with solutions that make sense, nice art, a great soundtrack, and above all,
fantastic lore and world-building. Is there a ton of replay value? Yes, the way one would re-read a book (because at least for me,
the challenge of a point and click game is gone after I first finish it).

Rusty Lake Roots is probably the best of the Rusty Lake games on Steam. Although I recommend them all, I think what makes
this game stand out is the extended end game content as well as the fact that the game can be played in a variety of ways, due to
the family tree mechanic.

Puzzles are organized on a family tree. Completing a given puzzle will usually unlock more puzzles on the family tree. The user
can skip around or follow a specific branch until they need to skip to another branch of the family tree.

Because various stories intersect, there's arguably replay value in the form of following different people's specific stories
through the game on different playthroughs.. Got game for 27cents
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Got a foil trading card and a few other normal ones.

I ended up getting 38 cents from trading cards

38 - 27 = 11

11 cent profit

6/10

Plus the game has a fun, unique idea but it's just not the game for me.. It adds a building,a building that is complety useless
since there a far more efficient industry buildings in the game and the scenario that it adds is really boring. Its a waste of time
and money.
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I played this game on the Oculus Rift with Touch Controllers and I had zero issues . I would compare this game to Sports Bar
VR. The main thing missing is that there is no multiplayer or coop. So you will be alone in this world, which takes away most of
the fun you would have in this VR world. I defintitely think this game is meant to be a shared experience and it's puzzling why
there wouldn't be a multiplayer option.

In any event, this world is filled with mini-game options. You can play bowling, skee-ball, arcade mini-basketball, outdoor mini-
golf, VR arcade tennis game, and a IRL in VR escape room experience. You can also mess around with a whiteboard, jukebox,
drum set, guitar, etc. You can even go crazy and sneak into the girl's restroom if you are into doing pervy stuff like that in VR 
 obviously, I had to do that

None of the games are polished and the physics just aren't right. So that's the other main difference between this and Sports Bar
VR (and many other goood mini-game VR titles). However, Cove Point Center VR is much more ambitious than Sports Bar
VR. There's a lot going on in this game. It truly is more than the sum of its parts. It's more about the exploration. The graphics
and attention to detail that went into a lot of little things in this game. I don't think a Fun Center exists quite like this, yet I can
imagine there being one just like this one somewhere out there IRL.

You can actually go in the ocean and play around with a shark! You'll see an octopus that's hiding from you or a stingray
swimming around. In the distance you'll see a whale passing by. You can take a sword off a skeleton lying in a bed near the mini-
golf hole. There's just a whole of stuff going on in this game. When you throw the guitar it makes a sound like a thrown guitar
might make or when you throw a soda can (it's not the most realistic, but it's not bad either).

I do recommend this game. I appreciate the ambition this dev had and the chances they took. You can turn off the music on the
jukebox, you can repeat the song, you can switch songs. I would love if this game improved the gameplay for each of the mini-
games and added multiplayer. This game has the potential to be a 10\/10, it just fails. But even in its failure, you can tell that a
lot of love went into making this game. And I had fun exploring all the different areas of this game. In the end, I think that's
why this game ultimately succeeds, it gives you an experience only possible in VR.

My sale price ($4.89) rating : 7\/10, I can imagine a real fun center looking something like this and it would probably also suck
IRL (cheese factor 10) but yet it would be memorable and worth experiencing at least once if that makes sense and all for less
than 5 bucks currently. A remake of the original (Seven Mysteries), Seven Mysteries: The Last Page is a complete makeover
with superior visuals, audios, and an extended story that makes the RPG Maker Horror community proud. This game will keep
you in suspense and wanting more from the moment you begin to even after it ends. Feel free to watch me on my completed
journey through Seven Mysteries: The Last Page.

https:\/\/www.youtube.com\/watch?v=MiDnyVxst9I&list=PLmqD_CN4-c_uO7BcZW-gP1X94C4ay7O_h&index=3&t=8s
. I think I bought the wrong Forest. This game is unfair. And I don't mean that in the good sense, like I'm saying it's hard and
forces you to learn and adapt or anything. No, I mean this game is literally unfair. It kills you through things beyond your
control. You can't really effectively heal, so each time you take damage you are stuck with it forever. When you die, you don't
learn something so that next time you'll do better, you think "well I sure hope next time that boss doesn't prot those two attacks
in a row like that 'cause its completely unavoidable." There are no checkpoints or permanent progression of any kind (that I've
found; maybe those come later but I doubt it). Every time you die, you need to go through the whole game up till that point, and
you need to do it all perfectly or you just die again. The best comparison I can make is that playing this game is like having to
do a complete run through the entirety of N, and if you die on any level, you have to restart on level 1. Maybe you are into that; I
am not. These designers learned all the wrong lessons from Dark Souls. Bonfires are there for a reason, and if you die in Dark
Souls you only lose what you made a conscious decision to risk. You encouter an area, learn the area, master the area and then
never have to return there again. Here it's like 'I sure hope you love the first 5 minutes of this game, cause that's what you will
spend the vast majority of your time playing.'

O, and anything you hear about this game being procedurally generated is a flat out lie. I dunno if I heard that from the devs or
from some other source, but the game uses a static map. Certain powerups and occasionally npcs are found in randomized
locations each run, but the map itself is constant.. Corinne cross's Dead & breakfast, a super sweet, charming little home. Would
definitely stay there whether it existed in real life or even just in game. Enjoyable from start to finish, with many fun,
memorable moments throughout. Relaxing and charming gameplay, with an adorable art style and a story totally worth your
time. I've always enjoyed staying in bed & breakfasts but now it'll be a little more special each time as i know how fun it can be
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to host one. even if its for just a week. Not to mention the adventures you can get into and friends you can make in such a short
but wonderful time.. what the heck is this, dude?. This game is the worst game I have encountered in Steam so far. You know, I
once heard a saying that you don't want to touch some things with a 10-foot pole. This game is so rare that I don't want to touch
it with a 10-foot pole, I want to be in another galaxy as far away from this game as possible. I must say though, they did predict
where I would go to get away from this game just by the theme of the game. Space.. i had doubts about this game but its like
dominus but with league tables yes there are leagues 8 divisions you start in 8 and wow i won my first battle thanks to my mage
its a prett ygood game for anyone who likes this type of game i reccomend wholeheartedly. pretty good game
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