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About This Game

Mars, 2044. The UN establishes MARSCORP (Martian Security and Economics Committee) under the leadership of Samuel
Longwood. In the years that follow, the UN gradually loses control of MARSCORP, mainly due to the non-transparent licence

policy of its director. Longwood uses his autonomous status to create vassal relations between the corporations and
MARSCORP. The unshakable power position of MARSCORP is supported by the companies and thus they acquire additional

rights and licenses. Longwood and his consortium become extremely wealthy from this arrangement. However, dissenting
voices in MARSCORP begin to challenge Samuel Longwood's authoritarian policy. They demand his dismissal as director and a

complete redistribution of the mining rights.
But Samuel Longwood keeps an ace up his sleeve for occasions like this…

Chaser awakens on board the spaceship H.M.S. Majestic. He doesn't know who he is, what he's doing here, why he is being
sought by men in black uniforms and what they will do to him when they find him…

The player's goal is to find out who Chaser really is and why he is being hunted. The story leads the player from the H.M.S.
Majestic to Montack City on Earth, then on to Siberia and finally to Mars, where the trail ends and hopefully the truth can be

found.

Key features:

Based on Cauldron's cloakNT engine. Boasts state of the art graphical features and is perfectly suited for rendering large
environments.

Authentic weapons: Nearly all the weapons in the game are modelled on real-life equivalents. The developers placed a
great deal of emphasis on building detailed replicas.
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Engaging storyline: In the search for his identity, Chaser becomes involved in a plot full of twists and turns.

Highly developed A.I.

Multiplayer support via GameSpy as well as dedicated servers.

Numerous multiplayer modes including teamplay modes in the style of Counter-Strike and Team Fortress as well as
deathmatch and capture the flag.
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Title: Chaser
Genre: Action
Developer:
Cauldron
Publisher:
THQ Nordic
Release Date: 22 Aug, 2003

 b4d347fde0 

Minimum:

OS: Windows® 98SE/ME/2000/XP

Processor: 650 MHz Pentium® III or comparable

Memory: 128 MB RAM

Graphics: DirectX® 8.1 3D graphic card (32 MB)

DirectX®: DirectX® 8.1

Hard Drive: 1.35 GB of free hard disk space

Sound: DirectX® 8.1 compatible sound

English,French,German,Hungarian,Japanese,Russian
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Boo Bunny Plague is a mentally deranged game about a rock-and-roll enthusiast robotic bunny and his equally strange pals on an
epic quest to slay the Norse gods.. \u2665\u2665\u2665\u2665ing amazing!!!. Was a bit sceptic to give this game a try based on
its graphics, but boy what a fun small little adventure! I ended up finishing the main story in one sitting of about 1.5 hours. Cute
mechanics, neat little puzzles, lots of secrets and a simple story that ties it together.. sometimes there is problems ending too
early... consider Procedural Generation...
and it need scanning Item.... So this game has some GREAT features, and some absolutely terrible ones. As a video game, it's
very underdeveloped. The graphics are primitive, and for example there are no volume nor resolution controls. The interactivity
is limited to looking at the clues in the rooms and entering spells. It's almost to the point of me calling it "barely functional".

But then we get to the great points -- it has interesting puzzles! The game combines clues on papers with clues you get from the
gameplay. You find codes (spells) that either advance you to the next room, uncover secrets, or ultimately exorcise a ghost to
clear the level. The puzzles are clever -- some of them need you to cut out pieces and put them in a proper order.

The first few rooms form a tutorial and are actually too easy. But the difficulty definately ramps up. Just as (some) escape
rooms could theoretically be soloed but are meant to have a group, Madorica Real Estate is really intended for you and your
smart friends to play together and discuss the connections between the pieces to puzzle out the solutions. Youtuber The Great
Berate did exactly this with the switch version if you want to see a gameplay example (or if you need a hint\/solution to part of
the puzzle).

I like puzzles, so I give this game an enthusiastic thumbs up. But if the idea of physically writing notes on printed documents
doesn't give you a "neat!!" feeling, you're not likely to enjoy this one.. Was fun for the first few rounds. Once you acquire the
best combination of pets it's just the same thing repeated, but each round takes longer than the last.

Also requires more clicking than is probably healthy..
As the developer makes various claims in their presentation of Goblin Storm (GS), decidedly to help persuade prospective
buyers to purchase the game, I thought it appropriate to address the claims made.

"Goblin Storm fills the void between grand strategy and battlefield tactics."

ummm...not so much. In fact, not at all. In order to fill such a void, one would have to place a game in between grand strategy
and battlefield tactics. Goblin Storm does not reside there. GS is more like Panzer Corps or Panzer General in a fantasy setting
but with no career or campaign mode. You purchase your units for the stand alone battle about to occur, you place them, then
you fight. It doesn't matter if units survive or even if you win or lose - each battle is an entire entity by itself with no connection
to previous or susequent battles.

Thus, Goblin Storm is entirely battlefied tactics.

"Will you build a mighty kingdom and lead the armies of men to stand against the storm or will you command the goblin hordes
in their quest for wealth and glory?"

Sounds awesome, doesn't it? Conjures up grand strategy and and nation building and campaigns and ongoing battles to stave off
the evil goblins or bash the foul smelling humans from the face of Arcwellion, right? Wrong.

The only nation building you do is to select where you place your castles, towns and cities on one of the canned maps you play
on. And again - the placement changes every map. Don't get the idea you will place your settlements then defend them over
multiple battles. You don't. Every battle is its own stand alone, complete war, 100% separate from every other battle.

"Out-wit and out-maneuver your opponent in fast paced, simultaneous turns that reward strategy and deception, more than brute
force."
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OK, now this statement is true. Unfortunately, the high degree of truth in this statement serves to underscore the lack of truth in
the first 2 statements - this game is all about tactics and nothing about grand strategy or kingdom building (or bashing).

So, if you are considering buying Goblin Storm, don't listen to the sales pitch of the design studio. Their perception of their
game is nothing close to what it is.

The best way to decribe what you will get is what I mentioned previously: Panzer Corps or Panzer General in a fantasy setting
with no campaign or carryover effects from 1 battle to the next.

You start by placing your cities, towns and castle if you are human, then buying your units, grouping them as desired within
stacking limits, placing them on the map, then commence to fighting. Goblins don't get to place settlements. Whereas Goblins
get "x" amount of gold with which to buy their units, the Human's amount of gold is modified by where they place their
settlements. Placement of settlements also modifies the size of the local levy if a settlement is attacked by Goblins.

Humans are always the defender, Goblins are always the attacker. You can pick from 4 different types of battles: Gold (Goblins
need to plunder gold from your towns), Relics (Goblins steal relics from your abbies - abbies you did not get to place, but
appear randomly on the map), Slaves (Goblins pillage your towns and steal slaves), and Conquest (whomever holds the most
settlements at the end of the game win). Or, you can pick Random and let Fate decide the goal.

Battles take between 1-2 hours, depending on how long you overthink your tactics.

If you choose anything other than Civilized setting for your battle, various creautures of the wild exist and can pillage, attack or
otherwise mess up the well crafted plans of either attacker or defender or both.

PROS:
- A complete battle take under 2 hours.
- Variety of units let you fine tune your attack if playing the Goblins.
- Decent music.
- Decent opportunity to use tactics. The game feature an "impulse" system. Every turn is broken dowen into 15 impluses. This
allows you to coordinate attacks between units, as you can instruct each unit to begin their attack on specific impulses.

CONS:
-Trying to discern what is happening as each turn plays out is impossible and frustrating as heck. After each side plans its turn,
you press the Turn button and the results of the planning unfold. But in a mind boggling way. Unit markers randomly appear and
disappear on the map leaving you clueless as to what actually just happened. Once the blinking in and out stops, you see crossed
sword battle markers which you can click and see what happened in each engagement. The bizarre way battles are presented
really takes a lot of the fun out of the game.
- Graphics are minimal.
- Gameplay is quickly mastered and within no more than 2-3 battles, you will win every time.

All said and done, if you like light games about tactics, especially if you like fantasy settings, this might be worth buying. But
Goblin Storm is really a $9.99 game posing as something more complex.. FUUUUUUUUUUUUUUUUUUUUUUUUU. decent
game with some controller\/keyboard issues. I played the first few on the tablet, but this is a poorly translated mess. Or it gives
the impression it's been poorly translated because of its terrible grammar and nonsensical dialogue. I'd hate to think who wrote
the text actually spoke English.

The game itself is mostly functional, but there are similar games out there with better production value. If you liked the ones
that came before it, and don't bother reading anything, you might enjoy it, as it adds a couple of new mechanics in, but I was left
feeling pretty disappointed.
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I am up to my ears in complexity when it comes to covering games, and it is nice to take a break from those games to a simple
puzzle game. The game isn't super difficult, and I never found myself taking more than 5 tries on each level. The levels are
designed to be easy to complete and make you feel smart after you beat them.

The graphics are also simple, not making use of flashy or particularly great art, but the ambient sounds and associated music are
fairly chill and fun to listen to while you solve simple puzzles.

The physics in Art of Gravity isn't anything new, and we have no shortage of physics games, that being said, these physics are
pleasant to watch. I'm not sure if it's the slow motion, or the pretty patterns the voxels create; but either way, it is incredibly fun
to watch. This alone helps the game be fun, as it helps you gain a sense of completion after you beat each stage.

Overall, Art of Gravity is exactly what it says, it's all about gravity. It is an entertaining game that gives you a solid stream of
content throughout its levels. The art is basic, but the music and sound effects are good, and the levels are all unique, and I can
see myself coming back to this game. With this in mind, Art of Gravity earns itself a 7 out of 10 with a label of "Satisfying".
. its a fun game. This is not a RTS or Turn-Based combat game. It is all about base building and crew development - and has
quite a relaxing flow to it.

It is a charming game with beautiful graphics and an engaging storyline. I love the huge research tree and the care taken over
each individual crew member.. Enjoyed playing it, but i dont think its worth the price. Amazing Point and Click randomly
generated adventure through the halls in which your pods have crashed. Great dialogue, story, and gameplay.. I tried it at
Gamescon 2018 in Cologne for the first time. It was a blast.
The developers were really cool and seem like they know what they're doing.
Fun and simple! Would recommend!!
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